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What is Sunset? 

 
  
  

 



Audio Pillars for the Project 

●  Unique, Iconic & Identifiable 
●  Amplifies Gameplay 
●  Excels in High Production Value 
●  Culturally Relevant 
 

  
  

 



 
  
  

 



Systems MSFT Team Took On 

●  Base Od’d 
●  UI 
●  HDR 
●  Additional Cinematic Support 
●  Music Support 
 
 

  
  

 



Systems MSFT Team Took On 

●  Hero Systems 
●  LOA (Level of Awesome) 
●  Vanity 
 

 
 

  
  

 



Where We Were vs. Where We Are  

 

 



Schedule 

●  LOA 
●  2 months 

●  Vanity & Footsteps 
●  6 months 
●  3 Full Hero Passes On All Animation Sets  

 
 

 
 

  
  

 



Shipped Assets 

●  4528 Vanity assets and 5633 footstep assets. 
 

 
 

 
 

  
  

 



Deep Dive Creative Process 

●  Concepting 
●  Design Documentation 
●  Execution 
●  Design vs. Foley 
 

 
 

  
  

 



 

 
 
 

  
  

 
LOA 



Your Level of Awesome 

●  Audio changes based on dynamic in-game 
“Style Meter” 
●  Progresses as you chain traversal and combat 
combos together in the world 
 

 
 
 

  
  

 



Audio Design Goals 

●  Stylized gameplay feedback as the player 
traversed and fought in the world 
●  Cinematic content  
●  Introducing irreverent fun through contextual  
non-literal content 
●  Keep it clean & don’t clutter the experience 
 

 
 
 

  
  

 



What the matrix looked like 

 

 
 
 

  
  

 



Tools used to nail the 8-bit style 

●  Chip Sounds 
●  OP-1 
●  Boom Library 
 
 

 
 

  
  

 



Wwise Data for LOA 

 
 
 

 
 

  
  

 



Wwise Data for LOA 

 
 
 

 
 

  
  

 



 
 

 
 

  
  

 



 

 
 
 

  
  

 
LOA 

Grinding 



The Grinding System 

●  Set up events on the animations that would set the 
yaw rtpc value 
●  Yaw RTPC would drive EQ changes on a -90 to 90 
degree value 
●  Pitch changes based on horizontal speed 
●  Gain changes between low and high grinding loops 
for each material would also change based on 
horizontal speed of the player 

 
 

 
 

  
  

 



Grinding Updates 

 
 

 
 

  
  

 



 
 

 
 

  
  

 



Grinding Updates 

 
 

 
 

  
  

 



 
 

 
 

  
  

 



 
 

 
 

  
  

 



 
 

 
 

  
  

 



LOA Wrap Up 

●  Are we happy? 
●  What would we do 

differently? 
 
 

 
 

  
  

 



 

 
 
 

  
  

 
Vanity  



The Vanity System 

●  Be Who You Are 
●  Heavy emphasis on the player’s freedom to 

be who they are and wear what they want 

 
 
 

 
 

  
  

 



What is the Vanity System 

●  Limb-Based Switching System  
●  Supported switchable content for torso, torso 

front, torso back, arms, waist, legs, and feet 

 
 
 

 
 

  
  

 



Audio Design Goals 

●  Hero should sound unique based on outfit 
●  Audio should mirror vanity choices of player 
●  Support a high level of detail through hero 

actions 
●  Pipeline should be quick and efficient 
●  Audio should prioritize based on visibility  

 
 
 

 
 

  
  

 



Your Audio Wardrobe 

 

 
 
 

 
 

  
  

 



 

 
 
 

 
 

  
  

 



 

 
 
 

 
 

  
  

 



 

Asset List 

 
 
 

 
 

  
  

 







A look at the details 

●  Vanity  
●  In the beginning – 51 unique clothing types 
●  When we shipped – 29 actual clothing items 

●  Footsteps 
●  In the beginning – 30 unique surfaces, 6 shoe types 
●  When we shipped – 13 unique surfaces, 6 shoe types 

 
 
 

 
 

  
  

 



Pipeline Iterations 

●  Proof of Concept in Game 
●  1st pass implementation 
●  2nd pass implementation 

 

 
 
 

 
 

  
  

 



Vanity Data Structures 

 

 
 
 

 
 

  
  

 



 

 
 
 

 
 

  
  

 



 
 

 
 

  
  

 



Footstep Data Structures 

 

 
 
 

 
 

  
  

 



 

 
 
 

 
 

  
  

 



 
 

 
 

  
  

 



Vanity Wrap Up 

●  Are we happy? 
●  What would we do 

differently? 
 
 

 
 

  
  

 



Memory Specs 

●  Structure Memory 
●  LOA and Vanity Structure Memory = 1.2MB 
●  Footstep Structure Memory = 1.6MB 
●  Total Structure Data 2.8MB default pool usage 

 
 

 
 

  
  

 



Memory Specs 

●  Media Memory 
●  One Shoe type across all surfaces = 2MB 
●  Worst Case in MP with all 6 shoes & shared content 
14MB 
●  Vanity = 2.85MB for full outfit 

 
 

 
 

  
  

 



Memory Specs 

●  Broken out per limb 
●  Bone Necklack =.68MB 
●  Jeans Skinny = .33MB 
●  Backpack = .57MB 
●  T-Shirt = .53MB 
●  Metal Chain Belt = .74MB 
●  TOTAL= 2.85MB 

 
 

 
 

  
  

 



 

 
 
 

  
  

 
HDR 



HDR 

●  This system was new to us in Wwise 
●  Ended up going with a category based system 

●  Voice Volume  
●  Reverb Sends 

 
 

 
 

  
  

 



 
 

 
 

  
  

 



Challenges Along the Way 

●  Keeping it all cohesive  
●  Changing Style and Goals through development 
●  Working with tools off-site 
 

 
 

 
 

  
  

 



Speaker Contact Information 
Kristen Quebe: gameaudiogirl@gmail.com @GameAudioGirl 
Bryan Higa:  bryhiga@gmail.com @BryanHiga 
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