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Average Session Length In Minutes

Music 8.9 minutes

Entertainment 8.1 minutes

CENES .8 minutes

Sports 6.4 minutes

News 6 minutes

Health and Fitness

Travel

Social Networking 2.5 minutes



GDC GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16 .‘

Average Session Length In Minutes

Music 8.9 minutes

Entertainment 8.1 minutes

CENES .8 minutes

Sports 6.4 minutes

News 6 minutes

Health and Fitness

Travel

Social Networking 2.5 minutes



\l
GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0DC16




GDC GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16




Gm GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16

Your level
Full 1inexc

1 u

SCORE 169



Gm GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 20186 #GDCIG'.‘

MISS ION
PRUSED. ..

PRESS STHRT WHEN RERDH






S8~ SN
O~ 88 Q-

~Q~-0080 -
1~ =000
OO0~-000
00 ~-00
O~-Q—~~0
~@ -0

00 Q~-000
———e- O~ E
v,le...\n
Q-0R-00 -
- ~poa-
DO-OQOC
) AOQ~0 -
Ao~ a@o|
@-a -c
e (-~ O

.

MEE D -0~ 00~ -~

OO~ QOaQ- - -8 8 =0 0 = .
s O~ ~007 300~ .CC: .
g-000o0~-00
L

D~o-—-0
O-0QOo0o0
0 -0~
o * Rl ©

Jﬂu.... — mq.-m...u.
D~-QQr-—-0n g
= =0~
-~o~0o0d
- ~000
QO-0000 ~ DY
ooo0~-00~-0
O~~~

ER © Raatatad © Rad * I

o Il
dm-@-@-
-0 - -
0~ ~ ~0 0O ~0
A0~ 00 0 -

o

GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0DC16

OO0 0~000 ~~
@ @~ O
) -

O~0R~-QQ~ - -0 0 ~00 -
o ~00 L] ™ g ™ 000~ 000 O~ 08

r~m ~a R SR 2™ m e s |

G



Q~Q0~~0 y
Q---~@P-0-070~@
-n ~00--00 0-dan ~= --0 Batﬂw
~-000-00~-0@~- ~ -8 0-008 ~

1:9931011099193@1.atea.
VO~-0000~A0 -
aan eo~0 -aoo-~ y.
~Q-~0 : ’
oA, (PPN S . ~Q-~0

ooe~-000.~~Q0-~0~-~--~0 00~ 00~
L

) - - -

. ¥/
a-0p-0a~- -~ ~g0-00 -~ : w
i~ ~ooa~- 0~ ~00o0~000~ O~ 00 e
Dovoooo~—oo d
an-~agooo
-8 ~@oo- _ .
el © | o
e~ -0-0~0~-0-0~-0
a0 ~~0-0~--~0 00~ 00~
=0~ -0~ ~008 ~~~ 000~
Do ~0M-00~ ~ =an-~0a ~:
g~ o~ ~Dog - D~ 08

S _‘-v

1 'Ql..a el »
= 8- 0~ 0

K aadll gl o

se-on- -~ -0~ a40~ .

0o~ 0~ ~000-000~ ﬂ“ﬂﬂ

~oooo~on

@-0-a : .

g-o@pooo

L ~9000~

..lmw...oa....eai.:.a O--0 00~ 00~
o

frr@- 0~ Q-0 ~00 ~-- Q0-0~0~ 00 0~
: -0~~~ ~ ~0o-0a-~-

)~ ~2000~ 0~ ~0Q0~Q00~ O~ Q0
caa-oooo-~-an :

ooo~-oo-0 ql’.eﬂ.l

eknvta<

GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16

aa O-00080 ~~ B‘l@.l.lﬂ oo~ Beql

-
M~aR<aa~ -~ ~a0~00 ~
- ~@E0~ B8~ ~A00~-000~ O~ OO0

G



Music

Gameplay Momentum
Technical Limitations

Interactive Systems

Sonic Potential



e Gameplay Momentum

Music



N h4
) & v - 4
GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16 4




AN a
) o , I
GAME DEVELOPERS CONFERENCE  March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16 4




GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16




& L
. 4
GDC GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16 4




&
GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16




GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16

6.8 minutes

\
\
. \\\




&
GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16




GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #(GDC16




O
& Y
GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16




CALL OF

CHAMPIONS

Multipla'y-er in.ine ‘Eattle Arena



CALL OF

CHAMPIONS

Multiplayer in.ine' ‘Eattle Arena
6.8 minute engagement window



O v
) g g
GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 2016 #G0DC16

. < fﬂA'—L;iUF" |

-
o
;



~ \
\’;*
GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16

Cinco Barnes
Chief Vision Officer

SPACETIMESTUDIOS




wr ~5 A PIPTHING WATEHN / : T

| —

Hay with and against other players

Game Main Menu






CALL OF

CHAMPIONS
Gameplay Music




CALL OF

CHAMPIONS
Gameplay Music



Urgency and Motivation

. Tense Rhythm

CALL OF

CHAMPIONS
Gameplay Music



 Tense Rhythm

+ Emergency Flourishes
CHAMPIONS

Gameplay Music






e

'yrgency and Motivation

: Tense Rhythm

. Emergency Flourishes

CHAMPIONS

Gameplay Music



CALL OF

CHAMPIONS
Gameplay Music



Gm GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 20186 #GDCIG'.‘

e Gameplay Momentum

Music



Gm GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 20186 #GDCIG“

* Gameplay Momentum
* Technical Limitations

* |nteractive Systems

e Sonic Potential

Music



Gm GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #G0OC16

e Gameplay Momentum
* Technical Limitations

* |nteractive Systems

 Sonic Potential

Music



Gm GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16




Gm GAME DEVELOPERS CONFERENCE March 14-18, 2016 - Expo: March 16-18, 20186 #GDCIS“

Is stellar audio important?
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Average Session Length In Minutes
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Music 8.9 minutes

Entertainment 8.1 minutes

Games 6.8 minutes

Sports 6.4 minutes

News 6 minutes

Health and Fitness 5 minutes

Travel 4 minutes

Social Networking 2.5 minutes
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3 Audio Manager/Composer
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Average Session Length In Minutes

Music 8.9 minutes

Entertainment 8.1 minutes

Games 6.8 minutes

Sports 6.4 minutes

News 6 minutes

Health and Fitness 5 minutes

Travel 4 minutes

Social Networking 2.5 minutes
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Average Session Length In Minutes

Music I 5.9 minutes
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Music
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Music

Gameplay Momentum
Technical Limitations

Interactive Systems

Sonic Potential
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From Total War to
Assassin’s Creed:

Music for Mobile/Handheld
Games

Speaker Name: Winifred Phillips AL
Twitter: @winphillips
Facebook.com/winifredphillips
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