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Your Job (An Inftroduction)
Simulianeous Voice Masking
Dynamic Ducking
Reverberation

Positional Sounds

Looping Sounds

Low Freguency Effects

Cinematic Hixin3
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Your Job (An Introduction)
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Simultaneous Vooice Hasking



WHY DIDN'T YOU ASSIGN MACHINE.
6UN SOUNDST0O THE ZOMBIES?

WHY CAN r| HEAR (T IN THE
@ GAME? TURN IT UP!
<l\

Zoh\blcs




Haskin3
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zombyes P}“)’e’



T his 1S a cochlea.

B



2.000 v

7,000 Bz

5,000 Hz






Haskin3

e T em poral Haskin3

e Pulsation Haskin_g



WHY CAN'T | HEAR IT IN THE
GAME? TURN IT UP!




T he Fourier function is originally defineel
continuously. When programming this, we'll
convert this integral 4o )
form, and it will work on discrete, finite Continuously correlates

sets of numbers every Passible ?reguenc.y
with 4he inpu-l

-2k T his whole
e is a convenient short hand for saying: thing is a sum
C0S (A‘n' kX) -1 SN (21.*’ ) of freguencies

and :Aa-i Is a way of keepin_g track of +he qm,ali-luolc
and phase shift of each -}‘rcguech..real par-i is the
qm,oli-luole, ima_ginary par-l is the phase Shif+






S pectral Analysis
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Zombie’'s F90 Player’s Steyr Gun






WHY CAN'T | HEAR THE
MUSIC? TURN IT UP)
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Dynamic Ducking



A -Iy pical video 9ame




' R THE
CAN'T | HEA
= W\‘l-‘OYICE OVER? TURN IT UP)
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Distortion

* Ch P ping
* Dro pau-l

* Com pressian Arfifacts



Ch P peol Sine Wave







Com pressian Ardifacts




Distortion

* Ch P ping
* Dro pou-/

* Com prcssian Ardifacts
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Video Game Mix

<



' R THE
CAN'T | HEA
= WH;Iusw? TURN IT UP!

-



Video Game Mix




Sync the video 4o +the audio,
not vice versa




Video Game Mix




Lions and Pi 9s




Lions and Pi 9s




Lions and Pi 9s
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Reverberation









N
S
|
|
-
[
-

' Y e

[

7“‘\':.‘

A
P

- 4 N
(AR .‘(L\-‘ v

A

Concer+t Hall of
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Convolution Reverb
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Pierre Simon Laplacc’s 1773
Mathematics of convolution
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Related .s'-lory. .
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Positional Sounds



Hecadl-Related
T ransfer —@
Functions /
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Loo pcd Sounds
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Gooel Loops

|. No identifiable events
A. Get all variation
3. Consider natural periodicity
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Low F reguency E ffects


















ISTORY of He LFE
HANNEL



BMC BLOCK DIAGRAM
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Cinematic Hixin3












HA HA! Silent

sneak attack
bullet!
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T elevision characters have
magic radios!




WHICH SOUND IS MORE
INT EREST ING?
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Simulianeous Voice Masking
Dynamic Ducking
Reverberation

Positional Sounds

Looping Sounds

Low Freguency Effects

Cinematic Hixin3
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| HEAR ANYTHING ?
TURN EVERYTHING 1P)



T urn

every-lhin3

down
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