




45 people working together during 2 years onto a new IP
3 people in the audio team: an audio director, a sound designer and a composer



• Organic and textural soundscape
• Realistic sound design

• Macbeth, 2015 (Justin Kurzel) : audio direction
• The Witch, 2015 (Robert Eggers) : audio direction
• Game of Thrones (HBO) : foley
• Last of Us (Naughty Dog) : technical audio direction



Music work started at the end of pre-production
Olivier Derivière composed the soundtrack

• Understanding of tools and constraints
• Musical language + video games language
• Addition of a narrative layer thanks to music
• Actually plays the game



• In-house game engine + Wwise
• Custom text scripting language for in-game logic
• Level editor for ambient & emitter implementation
• Animation editor for audio integration at specific frames
• Environmental reverb
• Raycast based occlusion
• VO Manager tool





Based on character’s bone acceleration





• Fluid system
• Audio state machine for rats

Feedbacks common rats states

Showcases the rats
Cello played by Eric Maria Couturier













Common variables used by VO, SFX & Music
• Detection level
• Guard distance

Amicia breath following detection level 
& guard distance
Layers evolving following closest 
guard distance

Heartbeat when detection state changes







Gives                 to the soundtrack and 
resonates with the story side.

Participates into explaining the
and gives gameplay feedback





Special thanks: Maxime Touchon, Olivier Derivière, Sarah Escoubet


