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SOund Ideas for an open World 

 
 

● …in the beginning 

● New team dynamics 

● Comparisons from our past going into the future 

● Finding our direction with traversal and environments 

● Discovering new possibilities by forgetting our 
limitations 

● New technology to give us and the players freedom 

● Making music more interactive 

 

 

 

 

 



In the Beginning 















Team Dynamics 

 
 Previous Team 

●Paul Mudra – Audio Director 

●Dwight Okahara- Audio Lead 

●Chris Olander – Senior Audio Designer 

●Herschell Bailey – Audio Designer 

●David Nazario – Associate Audio Designer 

●Jeremy Hall – Dialogue Specialist 

 



Original Team  



AudiO End Game 

 



New Team 

 



Creating an Open World 

With Previous Game Experience  

 
 

Switching gears from linear to open world 

● Getting started with previous game lessons  

 

Ratchet & Clank Resistance Fuse 







INSERT PICTURE OF Resistance HALLWAYS 

 
 











audiO direction with environment 
 

●Making traversal part of the world interaction 

●Finding our direction with Digital Dioramas 

●Creating soundscapes to help define the direction we wanted the 

universe to sound like 

 

 















DIGITAL DIORAMA Bushido base 



DIGITAL DIORAMA Bushido base 



Digital Diorama Spaceship Murica 

 



Digital Diorama Spaceship Murica 

 



Video of final versions of Both 
Murica and Bushido base. 





A Living Dead World 
  

●Keeping the world alive with pocketed audio experiences 

●Everything was left on after the awesomepocalypse 

 





Video of Train Area 





Video of Oxford Base 







Sexburger  

Presentation Audio/AMB_City_SexBurger_Female003.wav


Sexburger  

Presentation Audio/AMB_City_SexBurger_Female003.wav


Guilt trip Jewelers 

Presentation Audio/AUD_AMB_Guilt_Moments.wav


Interacting with a Living Dead WORLD 

●Guns that go beyond “pull trigger = Bang!” 

●Traps that entertain as well as kill 

 















New Tech solutions for Open world  

AudiO Problems 

 
 

● Building assets with audio in Prefab form 

● Horde crowd system 

● Using new tech in custom quarantined levels 

 

 

 

 

 

 

 

 



Pre-fab Creation 



Pre-fab Creation 

Actor from vault 



Pre-fab Creation 

Trigger volume 



Pre-fab Creation 

Sound emitter 









Invisible actor 



HOrde System Blender 















Discovering new possibilities by 

forgetting our limitations 

 ● Creating our vanity system 

● Making music more interactive 

 



Getting PersOnal with Vanity System 







Interactive music 

 






