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by Matt Johmaton

Don’t Call Me “Audio Guy”

At a GDC audio session, I asked a

hile attending the recent Game question that made some people
uncomfortable. I wanted to know why
Developers’ Conference in San all current audio tools are designed with

control surface metaphors that were
innovated in or before the late 1950s

o rolls,
‘audio guy”
tell me after

Jose, I left each audio session feel-

GAME DEVELOPER JULY 1999

nursery rh guys just
short and s{®% - — ! ! S B Iy ur turn.” 1
| pissed off. At one of the audio sessions, ing the remainder of his hearing doing think that his main fear was that he will
| a well-respected audio designer began live sound to support his cocaine habit, someday have to become part program-

| his presentation in a room full he landed a “day job” in the videogame mer and part audio guy. The truth is, he



AN MLJ PRESENTATION
GAME DEVELOPERS CONFERENCE - 2017

GREAT AUDIO DESIGN: BY ANY MEANS NECESSARY



AN MLJ PRESENTATION
GAME DEVELOPERS CONFERENCE - 2017

GREAT AUDIO DESIGN: BY ANY MEANS NECESSARY



EEEEEEEEEEEEEEEEEEEEEEEEEEEEE
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2. REALLY GOOD AT FAILURE
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1. DON’'T (ONG H\

2. REALLY GOOD AT FAILURE
3. RENOUNCED AUDIO - !
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6. DRUMMER
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CHASE JARVIS
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LET ME FORGET T0

THINK A0UT 1T AND

GET BICK T0 YOU
AFTER TS

100 LATE




1.STRATEGY OVER SOUR GRAPES
2.HARD WORK OVER HARD TIMES
3.PATIENCE OVER PESTILENCE
4.JUSTICE
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VISION = CONCEPT
SEE = UNDERSTAND
HIGHLIGHTS = HIGHPOINTS

INSIGHTS = WISDOM
VISUALIZE = REALIZE
DRAW = RENDER
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WE’D LIKE TO THANK OUR DOGS:
SCRUFFY, PICKLES, FLOPSIE, RUFUS, ELVIS,
DANZIG, AND KEVIN.

OUR FAVORITE PLACES TO EAT WERE:
HOUSE OF NANKING, SUBWAY, TOMMY'S JOINT,
CHEVY'S.

OH YEAH...AND AUDIO PEOPLE WORK HERE.
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FULL TIME

. 42% of audio staff was full-time
* Audio turnover in 2 years was 66%

75% of the turnover was in contract positions

CONTRACTORS

RTREGERS
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FULL TIME

O00D0DH000

CONTRACTORS

&

2017
90% of audio staff is now full-time
* Audio turnover in two years: 0%
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MY PREDICTIONS
FOR THE FUTURE
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AUDIO-FOCUSED PROGRAMMING
HEADS-UP COMPUTI

. AUDIO-HAPTICS /-
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2. EVERY TEAM NEEDS AQUAMAN
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4. | INVENTED HOLOLENS
5. EXTORTION IS OK
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1.BEING IN AUgIO SUCKS SOMETIMES
2. EVERY TEAM NEEDS AQUAMAN

3. MICROPHONES = SOUND CAMERAS
4. 1 INVENTED HOLOLENS ‘
5. EXTORTION IS OK

6. NO ACTIONABLE TAKEAWAYS...
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NOBODY LIKES
WORKING WITH
AN ASSHOLE
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TRICKNOLOGY
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