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How to make casual game players 
switch their audio on?

19.03.2024 Dominique Devoucoux
GDC, San Francisco Head of Audio, King 
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“Sound is 50% of the experience”.
George Lucas
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1. Context
2. In-game
3. Outside of game 
4. Takeaways
5. Q&A 
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How can we bring casual mobile 
game players to switch their 
audio on?
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By consistently giving players a 
great reason to do so… 

(whenever they interact with our 
games and our brand) 
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30 - 40%
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IN-GAME:  bold soundtrack 1/5
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IN-GAME: partnerships 2/5 
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IN-GAME: partnerships (cont’) 2/5 
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IN-GAME: Battle of the Bands / Music Festival    3/5
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IN-GAME: in tune with seasonal events                                        4/5 
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IN-GAME: VO   5/5
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IN-GAME:  interactive music system 
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IN-GAME: audio accessibility options
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OUT OF GAME: TV co 
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OUT OF GAME: Music Fest Sponsorship
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Are any of these ideas working? 
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● Crafting great audio should not be limited to AAAs or 
specific genre games. 

● Even for the short while that our players are with us, it 
pays off to offer a great audio experience that feels 
crafted.

● By consistently doing so, together we elevate the 
standard of audio for casual gaming.

Key Takeaways



©
 K

in
g.

co
m

 L
td

 2
01

9 
-C

om
m

er
ci

al
ly

 
C

on
fid

en
tia

l

23

● Mobile games have the particularity to always be live.

This can be used as an opportunity to serve novelty to 
players quicker and on a regular basis.

● We are here to help players have a good time and 
relax.

So if they feel that the soundscape is fun, responsive to 
their actions, varied and catering to their needs, the 
chances are they will turn their audio on.
They might also play longer or more often. 
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Time for questions


