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CrestureFiy01

a_ Shart Bows
21—
ZZ_TrDII
22 e obiin
24 RS =h=dow man
Ocs |
Dwam\ralm

Metl Golem GoiemWalhm
Doubls fgcars  DwarfWalkt
Stesmroller |

Nid
Eleven Lord  EIfWalkii
41Elves  Tomer Nid
4ZElves  BiantEsgle  CreatureFly01
43Elves  Unicom Unicomialkd1
44Elves i WispWalkdi
45Elves  Enchantess  ElfWakdi
45Elves ElfWalkd1
4TElves  Ents EntWalkDi
45Elves  Satyr ElfWalkd1
45Elves  Sprites SpritsWalkdi
50Elves  Dark Forester ElfWalkdi
51Elves N
52Elves

S per 1ace just to cover 16 (Lets add
with background sounds maylbe 8 each?

owerAttack02
Balwmddﬂ

DwarfAttack01
TowerAttack0Z
GolemAttackd1
DwarfAttack01

WizardAttackdd

WispAttackD1
WieardAttackl4

EntAttackD1
ElfAttack01
ElfAttack01
ElfAttack01

DwarfDie01
TowerDied1
GolemDie01
DwarfDie01

ElfDied1
TowerDied1
CreatureDied1
UnicomnDied1
WispDieD1
EIfDi=0t
EIfDie0t
EntDied1
EIfDie0t
SpriteDiel1
EIfDiedt

2013

List2
81Mouse over button sound
Click button
83Miss/invald cick
B4Exit sound {could be 3
High score sou
88Tum Chanige (Your Tum)
Time out (Your Tum)

ZCEntWalkd1
51

22 GolemAttack01
21GolemDied1

24 GolemWalk01
ZEHIIB\AMWI
01

%SpnPWaIkD'

35
35 TowerAttackDd |

43 TowerDiel1

44 UnicomAttackdi
45 UnicorDied1
43 UnicomWalkd
47 WispAttackDi
43 WispDied
4:W'EpWi\ld)|

E3WiardAttackDd4

S4Monsterd1

S8Monsterdd

&7 Monsterdd
£8MonsterDeath1

55 MansterVictory01

80 Fizyeriictory01

B8Timer Countdown Siow (1 ;=~:-

GDCONF.COM

panzirappart

rawpeneiz

sole_meial_Braskable
0 i matall
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name

amar
namse “gear ol “spined wol -12.07}
namse “gear Joint “spined wol -12.07}
namse “gear Joint “spined wol -12.07}

name “she-npc-rum-jeans™  Joint “r_knes”  wol “-2.07}
name “she-npc-run-jeans”  Joing “_knes”  wol 207}
name “she-npc-run-jeans”  Joint ones”  wol =207}
name “she-npc-rum-jeans™  Joint “1_fnes”  wol “-E.07)

sound-efect { frame “0L0"

gear-sfect { frame “00°  name “gear”  joint “spinec”  wol "-12.07}
gear-sfect { frame “00°  name “gear”  joint “spineh”  wol "-12.07}

@

gear-sfect { frame “00°  name “gear”  joint “spinec”  wol "-12.07} k)

ol “-&.0 gear-sfect { frame "00°  name “gear”  joint “spineb”  wol "-12.07} s

P Boint “r_aniche wol “-6.0"} o plant™  Jobnt “r_ani wol “-6.07} e "0
P Joint “1_aniche wol “-8.07} o plart™  Joint =_anche’ wol “-6.0"} o
P Joint “r_; wol “-6.0"} o ot “r_ani F -6} o
0 Joint “1_aniche wol “-8.07} o Fodnit =I_aniche wol “-6.0"} a
frame "00°  name “roll®  joint “spinea”  wol 507} me

frame 00" name"roll”  joint "spineh” wol 507} o

frame 00" name"roll”  joint "spinec” wol 507} me 0

frame 00" name"roll”  joint "spined” wol 507} il

name Jolnt e

name r Joint o

name “sf-npc-run-jeans” wal 207} me 0

name “sfe-npc-run-jeans” wol -B.07} me 0

name Jolnt e

name “gear Joint L o

name “sf-npc-run-jeans’ wal 207} me 0

frame 00" name “s-npc-run-jeans” wol 2.0} me 0

hand-effect-right { frame ~0.0° M “gra” me

hand-effect-left { frame 00" name "gr; o

hand-=ffect-right { frame “0or me “grabr  joant =1 -6.07 me =0

hand-effect-left {frame "0.0"  name“grab”  jont or_palm®  wol 507} L

hand-=fect-right { frame 00" name “brush® woll *-6.4071 me "0

hand-efect-left { frame "0.0"  name “brush* wol -5} o

hand-effect-right { frame ~0.0° me “hrush” woll *-6.4071 ame

hand-effect-left {frame "0.0"  name “brush"

b
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enate the Paiy A

f#llsound-effect {frame “1.0 “ name" something 01 " object" thing 01 " wol" -6.0

)

sound-effect {frame "0.0 " name" Something 02 " object” Thing 03 @ " wol" -6.0
sound-effect {frame 9.0 " name" Something 03 " object" Thing 09 @ " wol" -6.0
§lsound-effect {frame "3.0 “ name" Sumthing 04 " object" hung 00 " wol" 6.0

=CONCATENATE(AL1:B1:C1:D1:E1:F1:G1:H1:11)

sound-effect { frame "1.0" name "something 01" object "thing 01"  vol "-6.0"}
{sound-effect { frame "0.0" name "Something_02" object "Thing 03"  vol "-6.0"}
" sound-effect { frame "9.0" name "Something 03" object "Thing 09"  wol "-6.0"}
sound-effect { frame “3.0° name "Sumthing 04" object "hung 00* ol "-6.0"}

& 2
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i Material
|bone_chicken

2013

MARCH 25-29, 2013

slhrbd Table

<mMateriall> </mMateriall>

GDCONF.COM

SlowCutoff> |</m SlowCutoff>

<mEastCutoff- </mFEastCutoff-

<mLargeCutoff> </mLargeCutoff>
<mEewCutoff- </mFEewCutoff>

<mManyCutoff> </mManyCutoff>

<!— CollisionParameters:

<mCollisionParameters>

<l-- mat1 mat2 slow fast large few many -->

<l-- CollisionParameters: bone_chicken -->
<CdllisionParameters>

<mMaterialli >bone chicken</mMateriall>
1. =CONCATENATE(3B3$3;A18;5G53)

7.0
3.0
3.0

<mFastCutoff>7 </mFastCutoff>

<mLargeCutoff>3</mLargeCutoff>

<mFewCutoff>3</mFewCutoff>

<mManyCutoff>5</mManyCutoff>
</CollisionParameters>




Collision of Spinel2] speed 0. 000000
Collizion of Spine[2] speed0.000000 (PhysComp) 0. 102033
M| Collizion of Spine[2] speed0.000000 (PhysComg) 0. 103238
|Collizion of Spine[2] speed:0.000000 (BhysComp) IZI.1IZ|4IJ-EE:
| Collision of Spine[2] speed:0.000000 (PhysComp) 0. 104441 |
{d|Collizion of Spine[2] speed0.000000 (PhysComp) 0. 105011
| Collision of Spine[?] speed 0.000000 (PhysComp) D.131E‘;?’B:
| Collizion of Spine[2] speed 0.000000 (PhysComp) 0. 132549
Collision of Spine[?] speed:0.000000 (PhysComp) 0. 141770
Collision of Spine|2] speed:0.000000 EhysComp) 0. 161270
Collizion of Spine[2] speed:0.000000 PhysComp) 0. 170082
Collizion of Spine[2] speed 0.000000 (PhysComp) D.ZﬂEZZE:
|| Collizion of Spine[2] speed.0.000000 BhysComp) 0. 211202
i|Collizion of Spine[2] speed0.000000 (Phy=Comp) 0. 297516
Collision of Spine|2] speed:0.000000 (EhysComp) 0. 355132
il Collision of Spine[2] speed 0.000000 (PhysComp) 0. 383607
[Collizion of Spine[2] speed0.000000 (PhysComp) 0. 4E-E53154:
[Collision of Spine[2] speed0.000000 (PhysComp) 0. AT9EST |
[Collizgion of Spine[2] speed0.000000 (PhysComp) 0. 485157
[Collision of Spine[2] speed:0.000000 (PhysComp) 0. 546566:
Collizion of Spine[2] speed:0.000000 PhysComp) 0.631550
Collizion of Spine[2?] speed0.000000 (PhysComp) 0. 9??0-55:
Collision of Spine|2] speed:0.000000 (BhysComp) 4. 122977 |

MARCH 25-29, 2013
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Find & Replace

—

Search for

(PhysComp)

Search for

(PhysComp)

Replace with

[T] Match case

Entire cells

[ More Options -

[ Find

[=]

| Find Al

[ Replace

[=]

[ Replace All

GDCONF.COM
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Excel provides many ways to count cells in a range that meet various criteria:

- DCOUNT function. The data must be set up in a table, and a separate criterion range is required.
- COUNT function. Simply counts the number of cells in a range that contain a number.

COUNTA function. Counts the number of non-empty cells in a range.

COUNTBLANK function. Counts the number of empty cells in a range.

COUNTIF function. Very flexible, but often not quite flexible enough.

The MATCH function accepts 3 parameters:
(1) lookup_value; this is the value you want to find.
- (2) lookup_array; this is the list that you want to search through.
(3) match_type; this is optional and specifies if you want an exact match or a less/greater than match.

Highlight Duplicate Values Between Two Lists:

Conditional Formatting > Highlight Cells Rules > Duplicate Values
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Hsource layer Default Concrete

G

biped_human_small chr_foley run_cue.xml chr_fs_concrete_heavy.cue_xml chr_fs_concrete_heavy.cue_xml
biped_human_small_light chr foley walk cue_xml chr fs_concrete_light cue xml chr fs_concrete_light cue xml
biped_human_small_scuff chr fs Concrete scuff.cue xml chr fs Concrete scuff.cue xml
biped_human_small_land chr foley land.cue.xml chr fs concrete land.cue.xml chr fs concrete land.cue.xml

heavy chr_run_foley run.cue.xml chr Heavy fs_concrete heawy.cue.xml chr_Heavy fs_concrete heavy.cue.xml
heawy light chr_run_foley walk.cue xml chr Heavy fs concrete light.cue xml chr Heavy fs concrete light.cue xml
heavy  scuff chr Heavy fs concrete scuff cue xml chr Heavy fs concrete scuff cue xml
heavy land chr_run_foley land cue xml chr Heavy fs concrete_land.cue xml chr Heavy fs concrete_land.cue xml
officer_male chr_ProtoRebel foley run.cue xml chr ProtoRebel fs_concrete_heavy.cue_xml chr_ProtoRebel fs_concrete_heavy. cue_xml
officer_male_light chr ProtoRebel foley walk.cue xml chr ProtoRebel fs concrete light.cue xml chr ProtoRebel fs concrete light.cue xml
officer_male_scuff chr MaleBoots fs concrete_scuff.cue xml chr MaleBoots fs concrete_scuff.cue xml
officer_male_land _chr ProtoRebel foley land.cue.xml chr ProtoRebel fs_concrete land.cue.xml chr_ProtoRebel fs_concrete land.cue.xml




Something_Heavy
~Something_Light
‘Something_Land
1Something_Scuff
‘Super_Heavy
Super_Light
Super_Land

" Super_Scuff

fs_common_default_run

fs_common_default_run

Py
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fs_common_concrete run

fs_common_concrete run
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damian @ lostchocolatelab.com

GameAudioPodcast.com
GameAudioRelevance.iasig.org
#GAMEAUDIOGDC
GAMEAUDIO

@LostLab




