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Organize data in a logical hierarchy 

Scene 

Map 

Mission 

2011-04-23 

2011-07-04 

2011-07-18 

2011-08-12 

Audio Files 

Recording session dates 

Game structure 

Dialogues (E.g. Word documents) 

Best Practices 



Have a bulletproof audio file naming convention 

Organize data in a logical hierarchy 

• A descriptive identifier 

Best Practices 

• A static identifier   482643, 482644, 482645 

       

AI_SCR_BARTO_ENT_FGT_BARTO_001@482643.wav 

 

AI_SCR_BARTO_ENT_FGT_BARTO_002@482644.wav 

 

AI_SCR_BARTO_ENT_FGT_BARTO_003@482645.wav 

 

AI _SCR _BARTO _ENT _FGT _BARTO _001 “ Finally things get interesting! ” 

AI_SCR_BARTO_ENT_FGT_BARTO_002 “ Come! Let's see what you can do! ” 
AI_SCR_BARTO_ENT_FGT_BARTO_003 “ [Laugh] What fun this will be! ” 



Add more contextual data to spoken lines 

Organize data in a logical hierarchy 

Have a bulletproof audio file naming convention 

• Voice intensity/projection 

Best Practices 

• Parenthetical 

• Action description 



Be ready for last minute changes 

Add more contextual data to spoken lines 

Organize data in a logical hierarchy 

Have a bulletproof audio file naming convention 

• Have reference & last minute recording documents 

Best Practices 

• Have a reliable change tracking system 

• Have a flexible gameplay structure 

• Identify and understand the potential impacts upstream 



1. Use text-to-speech voices 

 

2. Play and record the events triggered 

 

3. Adjust AI variations following the feeling and the statistics 

Track voice usage upstream with statistic tests  

Be ready for last minute changes 

Add more contextual data to spoken lines 

Organize data in a logical hierarchy 

Have a bulletproof audio file naming convention 
Best Practices 



Good communication between the teams impacted by voices is imperative 

• Scriptwriters 

• Audio/Voice Designers 

• Localization Experts 

• Animators 

• Programmers 

Improve communication between people 

Track voice usage upstream with statistic tests 

Be ready for last minute changes 

Add more contextual data to spoken lines 

Organize data in a logical hierarchy 

Have a bulletproof audio file naming convention 
Best Practices 



Have a Voice Designer position!!! 

Track voice usage upstream with statistic tests 

Be ready for last minute changes 

Add more contextual data to spoken lines 

Organize data in a logical hierarchy 

Have a bulletproof audio file naming convention 

• Design and follow game play vocal feedback systems and features 

 

• Design or adapt batch integration and synchronization pipelines 

 

• Record and track sound studio deliverables 

 

• Data organization and follow-through 

 

• Test, polish, mix and close 

Best Practices 

Improve communication between people 



“Voice Design is the design and synthesis 

of character voices and voice systems, 

enhancing the gameplay experience.” 

 
– Richard Calamatas was Ubisoft’s 1st Voice Designer 

Best Practices 







http://www.youtube.com/watch?v=8vCUwGbAiYk&feature=player_embedded 

http://www.youtube.com/watch?v=8vCUwGbAiYk&feature=player_embedded
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Adopt a clear audio file naming convention 

Add more contextual data to spoken lines 

Be ready for last minute changes 

Improve communication between people 

Have a Voice Designer position!!! 

Organize data in a logical hierarchy 

Dedicated voice management tool 

Track voice usage upstream with statistic tests 






