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Overview

* Introduction
e Directions in game audio

* | essons learned
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* 1994 — NBA Live

NEW
Fast: .
AWESOME

ALL

* 4 Way Play sl

i qu'un incroyable réalisme.

Et tout cela vous coirtera moins cher que

e prix d'un abannement pour la saison.

itables joueurs et équipes de la NBA.

* Mode “full season” [saison compléte]
et “playoff” (éliminatoires).
Sauvegarde du jeu.

*  Nouvelles passes en pleine course qui
rendent le jeu plus rapide.

+ Nouvelles aimations : passes dans le
dos, faces & faces, tirs au panler,
oppositions et fautes intentionnelles.

* Adaptateur 4 Way Play.

Software © 1884 Elactranic Arts. Package design
© 1934 Bectronic Arts. EA SPORTS, the EA SPORTS

trademarks of Electron

red of Bivctronic A,
nd NBA toam dopleted are
property of the NBA and respective teams and may

Inc. Startee, Toppa and Topps: Stadium Club ara
trademarks of their respective owners used by permission.
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PYRIGHT (C) 1654, EURCREAN LEISURE SOFTWARE

ot be repredaced without the written conset of NBA
Properties,
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SPORTS

ELECTRONIC ARTS

toques y faltas

HERLOTTE
HEACALENDRR
| ontsios ENIT SERSON

Sie sich auf den Court und lemen
Bashethall kennen. Durch die
ive auf die Action in

+ Echte NBA-Teams und Spieler

+ Hompletter, speicherbarer Saison-
und Playoff-Modus.

*  NEUE Pisse wihrend des Laufens.
beschleurigen die Splelgeschwindigheit.

+ NEUE Aniniationen: Pésse hinter dem
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TOURHAHEN]

SERIES

1,2,3, or 4 players simultancously
16-bit cartridge & battery
For use with Electronic Arts 4-Way Play™
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SPORTS

o IF IT'S IN THE GAME,
by the a9 range{s) indicated IT'S IN THE GAME"
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'95 - Sega Genesis (EA
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BATTERY
BACKUP

TOSAVE
LEAGUES
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Licensed by Sego Enterprises L1d. for play on the SEGA™ MEGA DRIVE™



Introduction

» 2005 — Surrey Remixx Project (Techlab)
, —

B
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file:///C:/gamasutra/ENJMIN2008/presentation/RemixCapture_128MBlow_web.mov

Introduction

» 2003 — Soundtrack for the film The Corporation

[kpuio

The Corporation

=

<mp3>

Original music for the film composed and produced by Leonard J. Paul
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file:///C:/gamasutra/ENJMIN2008/presentation/kpu101-TheCorporation-LeonardJPaul-01-Theme_Feature.mp3
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» 2007 — Monster Lab (Wii / NDS)

’

<video>
(e [

<mp3>
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file:///C:/gamasutra/ENJMIN2008/presentation/RobotEvolution_Robot_Pelvic_Mo_01.mp3
file:///C:/gamasutra/ENJMIN2008/presentation/MonsterLab-RoboEvo.avi
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» 2008 — Facebreaker — X360, PS3 (EA)

<video>
<video>
<video>
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file:///C:/gamasutra/ENJMIN2008/presentation/t_facebreaker_stevetalkinghead.wmv
file:///C:/gamasutra/ENJMIN2008/presentation/169_facebreaker_ot_mul_041608_hr.mp4
file:///C:/gamasutra/ENJMIN2008/presentation/169_facebreaker_ot_mul_041608_hr.mp4
file:///C:/gamasutra/ENJMIN2008/presentation/t_facebreaker_tasteofromeo.wmv

Introduction

 Electronic Arts Canada

e World's largest game studio—1500 employees
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Game Audio

* 1977 — Atari VCS / 2600

* 1 mhz processor, 16 colours...
= =

*

<audio>

Combat (1977 Atari)
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file:///C:/gamasutra/ENJMIN2008/presentation/combat.mp3

e Combat =
2KB ROM!
2 Voices
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Game Audio

 Playstation 3 Audio (2008)
* 512+ channels of Atrac3 10:1 decompression
* 32MB of memory on average for audio
* One 3.2ghz core (of 7) dedicated to audio

* Convolution reverbs, realtime multiband
compression, physical modeling, granulation, 3d
waveguide reverb mesh simulation, digital 7.1 ..
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Are we “done” ?
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Tools

 Tools: Isact

[1]1SACT Production Studio _l&] x|
File Edit Wiew Process Window Help

> o= = - - &l (1)Sound Entity Ed i _|of x|
| €] ProjectFile D¢ Content Bani 4 | v | [ ) . ). alalE
=-#%] Content Barks : : _
_-;% CarSimpleFINISHED.ich | Actions | Player | LocalVariables
Car Engine + TumOn Engine cal Yariables
*+3 EngineRPC

= |+ TumOf [#- Engine State
ﬁ Engine

L o

Activate l 8]

Real-time Parameter Conl

Entity wariables M aster RPC slider

VideoGameAudio.com ENJMIN
info {at} VideoGameAudio.com Angouléme, France



 Tools: FMod
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ramples*.examples.fdp

5 examples

Fropery Value ________JDesorpton |

pl

Encryption key Enciyption key with which ta encrypt the banks in this project. Leave this field blank fornoen... | |

B nhighpass

Fropery Ve [fDesoiptn |

Wolurme olume in decibel: at which the sounds in thiz event will be played

Wolume randomization (A ratdom deviation from the: relative wolume

PFitzh Relative pitch in octaves at which the zaunds in this event will be played

PFitch randomization & random deviation from the relative pitch, in octaves

Pricrity 128 The pricrity at which the zounds in this event will be played. 0 = most import

Max playbacks 1 I aximum number of times this event can be played simultaneously

Max playbacks behavior Steal aldest If max playbacks iz exceeded. use this method to steal existing events

Mode 2d whether or nok this event will be positionable in 30
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e Tools: Wwise

Wwise Academic - Cube

Project Edit  ‘Wiews Layouts Manage Help

_high_cf
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Tools

e Tools: Unreal Kismet Editor
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Tools

 Tools: Pure Data

¥ $;_euent
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load_samples
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"2-D”’Game Audio Dillema

* Brandenburg Concertos (Bach) — c.1721

« Samples are pre-generated, like 2-d graphics

 Examples:

1. Computer synthesized
2. MIDI score

3. Synth Performance

4. Live Instruments

» How to improve game audio? § <58
S =
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file:///C:/gamasutra/ENJMIN2008/presentation/Bach_-_Brandenburg_Concerto_No._3_-_1._Allegro.ogg
file:///C:/gamasutra/ENJMIN2008/presentation/Brandenburg.sid
file:///C:/gamasutra/ENJMIN2008/presentation/BACH_Johann_Sebastian_-_BC_no3_in_G_BWV1048_-_2_Adagio_3_Allegro.mid
file:///C:/gamasutra/ENJMIN2008/presentation/BrandenburgConcertoNo3IiAndante.mp3

Granulation
» Split a sampled sound into small “grains”

 Playback of grains allows us independent
control of frequency and tempo

Original Waveform
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Concatenative Synthesis

e Uses grains of one sound to approximate the
original sound, like an “audio mosaic”

* Good for making new textures that are similar
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Conclusion

How do we make audio
for games more

expressive ?
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Questions ?

Info { at } VideoGameAudio.com

VideoGameAudio.com

Video Game Audio Articles
by Leonard J. Paul

Leonard Paul attained his Honours degree in Computer Science at Simon Fraser University in BC
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