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My history

· Over 10 years in-house at EA

· Senior Audio Director on Need for Speed. 

· Launched Need for Speed franchise as audio lead, audio programmer

· Co-founded OMNI 7 years ago (2002)

· worked with independent developers, internally at Microsoft (no audio director), ArenaNet (Guild Wars) and with EA, Ubisoft, Activision, Sony, NCsoft

· Worked with developers in Vancouver, Montreal, Austin, San Francisco, Baltimore, Tulsa, Shanghai and Lyon

· Have seen many many different approaches.

· Many developers that had poor pre-production have closed down.

Audio pre-production can be outsourced

· separate contract

· used to figure out bid for main game

· use to vet audio team

· Who

· What

· Where

· When

· Why
Why

· Buy in from stakeholders before spending a lot of time and money.

· Align audio with the goals and aesthetic design choices of the overall game

· Ultimate goal of audio is to support and enhance the game

· Look for ways that audio can drive some of the gameplay, provide experience that the other senses can’t

· Identify and solve issues before they happen in production

· Take cues from the person with the vision for the game

· meeting and sharing ideas with lead designer and lead programmer is very important

· Input from the team can be valuable, but don’t think it all has to be incorporated

· Who has the final call

· Make sure they share the vision laid out for audio

· Iteration on design docs and mockups and prototypes saves time wasted effort later

· Only works if stakeholders review critically

· Helps to maintain focus on priorities

Who

· Get input from:

· Lead Designer

· Producer

· Who has final sign off

· Interested members of the team may have interesting ideas, worth soliciting ideas.

· Be open to new ideas at this stage

· Review the Game Design document, related design documents, pulling out relevant points and issues that should be addressed in the audio design doc

What:

· Set Aesthetic Direction, creative goals to match overall game goals.

· Reference materials:

· Competing games

· Movies

· Mockups

· Post clips

· Animatics

· Animations if available

· Prototypes

· Flash

· Helps set target, but game play mechanics will affect the actual game

· Music

· Examples from other soundtracks to set direction

· Licensed music?

· Interactive - parameters

Creative:

· Scope

· Animation list

· All possible player POV positions

· Environments

· Line item “buckets”

· Vehicle sounds

· Weapons

· Creatures

· Ambient sounds

· FE/menu/HUD

· Crowds

· Sound effects

· Location recording

· Sound design

· Anything that has a change in energy usually makes a sound

· Art asset list useful

· Port?

· Asset reuse?

· New tech/assets quantify

· Speech

· Scripts – number of lines

· Recording sessions

· Talent

· Editing

· Localization plan

· Music

· Licensing

· Composer

· Recording costs

· Studios

· Musicians

· Orchestration

· Copying

· Librarian





· Mixing

· Music editing

· Implementation

· Cut scenes/cinematics

· Post production

· Schedule!

· Final Speech recording

· Not too early (story will often change)

· not too late (need time to edit and integrate



· Temp speech by dev team or computer generated as placeholder to prove out before expensive recording sessions.


· Cross platform 

· Scaling assets for less capable platform

Technical

· Platform Resources required

· disk footprint

· RAM footprint for all audio systems 

· disk access

· # streams

· CPU hit (which processors)

· Prototype

· Placeholder speech

· Risk Analysis

· Contingency plans

· Audio Integration

· 50% of getting a game to sound great is the implementation

· Middleware/proprietary tools

· Data driven

· Give the sound designers the tools to integrate and tweak the audio

· Time for mixing

How

· R&D

· Prove out target can be hit with the tech you have

· Identify tech needs

· Profiling tests

· Diagram the pipeline.

· Point out dependencies

· Tools required

· Dependencies on tools in other areas (animation, art)

· Sound Hooks

· Define API for audio engine integration

· Define Audio parameters for Audio Tool control

· Profiling tools

When

· Estimates

· Line item various categories

· Dependencies

· Schedule

· Milestone deliverables

· Team members

· Team schedules

· Availability

· Outsourcing plan

· Tools and Libraries group

· Creation Resources (hardware and software requirements, studio time, editing, implementation etc)

Issues to cover:

· Naming conventions

· Multiplayer issues

· microphone placement

· Resources

Budget


· original source recording

· vehicle rental

· weapon and range rental

· location recording field trips

· travel and accommodation

· sound design

· editing

· speech recording

· studio time

· talent

· scripts

· coordinate with MoCap?

· editing

· processing

· localization

· hardware and software purchases

· sound libraries

· Music

· Composer

· Orchestration

· Librarian

· Copyist

· Studio

· Musicians

· Engineers

· Travel

· Audio post production for cinematics, NICS

· QA Audio specialists

Format:

Should be a living document that adapts to changes in the evolution of the game.

· Huge multipage docs may not get read by the whole team, but are a useful for the audio director to make sure everything is thought about and covered.

· Splitting out the creative and the technical documents can be useful (or point out the relevant chapters that need to be reviewed by other members of the team.

· One sheets, stripped down to one various features with creative direction and implementation notes are another potential format

· Online Wiki’s listing features, with links to implementation notes are very effective for keeping things as a living document (if kept up to date)

· Non-audio people have trouble imagining what something with sound like from written descriptions

· The mockups are more effective at getting an understanding of what the audio director is going for

Risks and contingency plans

· Assume that things will change

· The game you design at the beginning will not be the one that ships, especially new IP

· You will never know every specific asset at the beginning

· Use buckets to estimate numbers of each class of sound

· Often don’t know what resources you’ll have

· Estimate and leave a bit of buffer for RAM, diskpace footprints

· May not get all features you want in tech and tools

· Will affect asset creation

· Have fallbacks for features which could slip

· Highlight risks of leaving out certain features which may be added later

· Speech

· Identify high risk features, and contingency plans

· Eg. Interactive music, stitched speech

