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02 ABOUT
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03 DETAILS

®

OUR
INTO THE STARS

Space Survival Simulation for PC.

« Developer: Fugitive Games

« Sound Design & VO Production: Hexany Audio
 Voice Director: DB Cooper

« Composer: Jack Wall

« Tech: Unreal 4 & Wwise
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05 OVERVIEW

SESSION OVERVIEW

What will we be covering?

L

Remote Collaboration
11:30 . . . 12:30
A

_

Q8A

Work for Hire, Exclusive, Non- Ask Us Anything
Exclusive
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07 AGREEMENTS

AGREEMENT 1: ° Developer obtains most of the rights associated with “The Work™
WORK FOR HIRE

G Developer can use the audio (usually) however desired

G Developer has the exclusive right to use the audio

‘ More expensive than a license agreement

GOC
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08 AGREEMENTS

Don't be afraid of these!
AGREEMENT 2: u

NON-EXCLUSIVE LICENSE °Great way to obtain quality custom audio at alower cost

G Can still have unrestricted use of the audio in the project

° More expensive than alicense agreement

‘ Audio contractor can license the audio to anyone else

GOC
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09 AGREEMENTS

AGREEMENT 3: ” Audio contractor retains complete ownership of the audio

EXCLUSIVE LICENSE
G Developers obtains exclusive right to use audio in project as desired

e Sometimes industry specific

° Sometime time-based (1-3 years)

‘ A healthy balance of price and control

GOC
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1 O AGREEMENTS

CONSIDERATIONS:

BACKEND DEALS

° Content now - money later

e Greater the time investment, bigger the reward

‘ Builds a common goal: Net % / Sales Milestones

GOC

2017



1 1 AGREEMENTS

CONSIDERATIONS:

BACKEND DEALS

GOC

2017

ROYALTY:

A. In addition to the nonrefundable fees due as set forth above, Company shall also pay
Hexany a Royalty equal to five per cent (5%) of all Net Revenue.

B. “Net Revenue” for purposes of this Agreement shall be calculated as all revenues actually
received from the sales or other exploitation of games (including without limitation any advertising
revenues) utilizing the Work created by Hexany and/or any derivative thereof less taxes, handling
fees, booking fees, credit card charges.

C. Company shall account to Hexany quarterly for the periods January 1 to March 31, April
1 to June 30, July 1 to September 30, and October 1 to December 31.Within thirty (30) days after
the end of each quarter in which Company receives Net Revenues (including without limitation
from third party platform providers and/or distributors, such as Apple, Google, and/or Steam),
Company shall provide Hexany with: (a) a detailed report setting forth the total amount of Net
Revenues during such quarter, including any deductions taken, and (b) the computation in
accordance with this section of the amount of Royalty due. Provided that Hexany is not otherwise
in breach of this Agreement, Company shall pay any Royalty due and owing Hexany within thirty
(30) days of delivering this statement or within sixty (60) days after the end of each. In the event
Company requires an invoice from Hexany, all payments shall be made by Company within thirty
(30) days of receipt of a proper invoice from Hexany. All such Royalties shall be paid in United
States Dollars.

D. Company agrees to keep accurate books of account and records covering all transactions
relating to this Agreement and all payments due to Hexany hereunder at Company’s principal place
of business for not less than two (2) years from the date of each such transaction. Hexany, or a
representative of Hexany, shall have the right, upon reasonable notice of not less than ten (10) days
and at Company’s place of business, to inspect Company’s books and records and all other
documents and material in Company’s possession or control with respect to the subject matter of
this Agreement including all expenditures made and any deductions taken by Company in regard
to the Licensed Product and the calculation of any Royalties due hereunder. Hexany shall have free
and full access thereto for such purposes. In the event that such inspection reveals an underpayment
by Company in excess of ten per cent (10%) of the actual amounts owed Hexany, Company shall
pay the difference, plus interest at the rate of five per cent (5%) per annum as well as the out of
pocket cost of such audit.



1 2 AGREEMENTS

CONSIDERATIONS:

KICKSTARTER CONTIGENCY

CONTINGENCY:

It 1s expressly agreed that this Work Order, and the obligations of both Parties hereunder, are

contingent upon Company successfully funding its Kickstarter for the project on or before March
1, 2015. If Company does not successfully fund that Kickstarter, this Work Order and all
obligations of the Parties set forth herein shall be null and void.

GOC

2017



1 3 AGREEMENTS

CONSIDERATIONS:

SOUNDTRACK RIGHTS

I. In addition | and notwithstanding the above provisions, Company agrees that Hexany
and/or its successors, assigns, and designees shall retain the non-exclusive, perpetual, worldwide,
fully paid up, royalty free, sub-licensable, assignable, license and right to use, reproduce,
perform, display, execute, promote and exploit the Work for resale or license solely in sound
recordings, soundtrack and/or compilation albums or reproductions, and live performances. Such
licenses and rights shall include all compositional, mechanical, performance, broadcast,
reproduction, as well as all other rights in the Work in whatever form necessary, to exploit such
music in such manners. For any sound recording released by Hexany or its successors, assigns,
or sub-licensees that contains the Work, whether alone or in compilation with other music or
media, Hexany shall: (a) deliver to Company within 30 days of the initial commercial release
five (5) copies of each recording, including all packaging, if released as physical media, or (b)
email a copy of all components of any recording offered as a digital download to such email
address as designated by Company from time to time.
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1 4 AGREEMENTS

DEVELOPER PERSPECTIVE:

CRITICAL COMPONENTS

1. RETENTION OF HEXANY

A. Company hereby retains the services of Hexany to provide certain sound effects,
dialogue. and related services for Company in connection with the Project. including the creation
and development of sound effects. music. dialogue. mixing. implementation. and related ideas.

plans. documents. concepts, samples. and improvements (“Work™).

B. Hexany i1s an independent contractor and not an employee of Company. Unless
otherwise expressly agreed to in writing, Hexany shall not be entitled to or eligible for any
benefits or programs otherwise given by Company to its employees.

8. RIGHT OF FIRST NEGOTIATION

Hexany shall have a right of first negotiation to provide sound and dialogue for any
sequel. conversion. or derivative work which Company develops in regard to the Project and
which requires new sound effects and/or dialogue similar to that created by Hexany pursuant to
this Agreement. Company shall submit a proposal for such work to Hexany before submitting it
to any other party. At Hexany’s option. Company and Hexany shall engage mn exclusive good
faith negotiations for such future work for a period of not less than 30 days after it 1s proposed by
Company. If the parties are unable to reach an agreement within that 30 day period. Company

G DC shall be free to enter into negotiations with any other party it deems suitable with no further

obligation to Hexany.
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1 5 AGREEMENTS

SAMPLE AGREEMENTS:

FREE DOWNLOAD

@ Loc:tir: www.hexanyaudio.com/agreements

‘ Password: “gameaudio"
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1 7 WORKFLOW

BROKEN WORKFLOW:

SENDING AUDIO FILES
0 Audio creator has no control over how audio is implemented

G Developer has to set up custom scripts and systems for playback

G Audio creator has no control over mixing

‘ Wastes everyone's time and creates an inferior product

GOC
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1 8 WORKFLOW

BETTER WORKFLOW:

SOURCE CONTROL
Q Perforce, SUN, or Git using Audio Middleware (Wwise, FMOD, etc.)

9 Audio creator can implement, or at least see how content is implemented

G Audio creator has total control over mixing and updating assets

’ Improves organization, allows audio person to offload work from developer

GOC

2017



WORKFLOW

ASSET TRACKING:

GOOGLE SHEET ORGANIZATION

A s c o e v ® " ' 9

° Shared with audio contractor & developer

. PLAY EVENT NAME 1 STOP EVENT NAME SPATIAL  LEVEL SOURCE TRIGGER INSTRUCTIONS DEV HOOKUP NOTES WWISE STATUS = GAME ST/
2 callths event st tislooping event 2dorsd  eg piteshp  eg sword eg. sword it 9. sword swish when attacking and hiing rofing fugiive specitc ntes siso implemeniation _in-gamo imploms
5 play mx o) Universal Recrie (stop_m) g
b igame_earyaccoss_arlyoy » Univorsal E
s ey Universal -
. ey Univorsal -
: ey Univorsal nemy Valushi sonding rroatoing ransmission to ho aro Hail -
. ey Univorsal ShigToSniintoracton E
o ey Univorsal - ShigToShipintoracion E
o ey Universal - - ShigToShipintoracion g
b ey Unvorsal E - ShigToShipintoracion g
n ey Unvorsal - - ShigToShipintoracion g
" ey Unvorsal E - ShigToShipintoracion g
I ey Unvorsal E - ShigToShipintoracion E
i ey Unversal E - ShigToShipintoracion g
m n ey Unvorsal E - ShigToShipintoracion g
17 ply_sx_onemy_shp_generic_impact playerveapon (orpedo Y Univorsal Enomy ship Hitby Torpedo o -
18 play_sx_anemy_ship_shiold_activatod » Univorsal enomy ship acivating o changing shieds E
® Stiolds coming down (not g n

ply_sx_anemy_ship_shisid_ceactvated E Universal Enemy ship changing) Fodder
20 play_sx enmy_ship_valushi_sppear E Universal - - namy Valushi ship appears EnemyStipCrestor
21 play_sx_ snemy_ship_valushi destroyed E) Universal enamy ship destroyed enamy Valushi ship desiroyed Fodder (+TEMP used for player dsiroyad)
2 play_ s anemy_shp. s rnon_a_shoot E Universal enamy ship shootinglaser enamy Valushi ship shoos aser
2 play_sx_ ensmy_ship_weapontorpedo_a_shoot » Universal enamy ship g torp Foddr
i stop_x_anemy_weapon_charging (no need to call this on

pley_sx_enemy_weapon_charging fugiive's end) o Universal Enemy Ship Weapon charging Fodder
= pays both the space and bidge ambience (aso contolled by bridge_ntensiy”and

pley_sx_general_ambence stop_sx_general_ambience » Universal - - “heatlovel” parametrs, seo "Parametrs” tab) Persitnt
25 play_sx_minigame_mining il broken » Universal E -
21 play_sx_ship.darm_shield._ortcal stop_sx_ship_alarm_shild_crcal » Universal E - alarm plays when playe sip' shieds low (0:20%) ShieldCapule | MyShi \ Overlay Engineer
25 play_sx_ship_olert_crowsp_gained » Universal E - OverayDate
2 play_sx_ship_ler_problem_clear » Universal E - K ) Crowincdent
5 play_ox_ship_oler_radaion.loop stop_sx_ship_alot. radiaion oop » Universal - Play whon "Radiaton Defoced"
51 play_sx_ohip_alien_ warpout ® Universal Alon Ship Alen Shis (and Hosile Sp)
2 play_oxship_bridge view_enter ey Universal - Wyship
3 play_sx_ship_brdge_view_ext » Univorsal E hip
54 play_ox_ship_coplainschai_hud_arms_aise ey Universal captains char arms rising Inside Animation
55 play_sx shp_captainschair waponstatons arms,raisa ey Universal captans char weapon staton arm rising Driven in Wuiso
» ey Universal VySrip
o ey Univorsal ‘Whoosing out rom compur scroon f he chair WyShip
» . aprly » Universal aophing a gem i e computor scroen Engincer
W on_taled ey Universal mision r
© + mission_successful » Univorsal - ger) L
“ s ey Univorsal rosuls poping onlo compuer screen InventoryRewards  PopupComplte
42 play_ox_ship_computor_solecion_confim ey Universal clcking confi on the in gamo computer screen -
a cion_drop » Univorsal droping a solaction ito 2 box n the in gama computor scroon g
“ o ciup » Univorsal 9
45 play_sx_ship_computer_shiod_sat blus ey Universal » ™
“ o set ey Univorsal
47 play_ox_ship_computor_shied_set_yolow » Univorsal
“  swich ey Univorsal wysrip
o oumomber_assign_sickbay » Univorsal - OveriayCrow
50 ply_sx_ship_crowmomber_assign task » Univorsal - - OvorayC
st croumomber hodlod ey Univorsal E - OvoriayBrigoView
2 ey Unvorsal E - Atached to "Enter Hyporspace” DX Line
) ypor » Univorsal E - Parsitont
54 ply_sx_ship_oxtrir_shied_ongage ® Univorsal snip ot Ak shis angaging from damage OvoriayBatiohud
% play_sx ship_exemal thusters sop_sx_ship_oxtemal_thusters E Universal snip tnusters gine.speed” see rip
55 play_sx_ship_ ineracions_commsatc_captain » Universal = - LandingPartyDecision [AvayTeamSelect
57 play_sx_ship_ineractions_commstac_crow » Universal = - LandingPartyDecison [Avay TeamSelect
55 play_sx_ship_ineracions_progressbar sop_sx_ship,_iteractons_rogfessbar » Universal = - LandingParyecison

(Atached to"astrcd_impacts) the ntrer boom an rate from impactng a lrge

ply_sx_ship_interior_impact_colision zn Uriversal E - foreign ojectn space MyShip
5 play_sx_ship_inferir_impact_enemyweapon » Universal - - Wyship
©1 play_sx_ship_inerior_shutte._launch o) Universal - - the sound of the shuttelaunching from the Arc FightDecision
& play_sx_ship_loot_gem_collect o) Universal - - footng gems from defeated anomies OverayinventoryRewards
6 play_sx_ship_loo_generic_dscard o) Uriversal - - trowing lams n the garbage OveleyinertoryRewards | Resources
© play_sx_ship_lool_parts_colect ) Uriversal - - lootng partsfrom defeated enermies OverayinventoryRevards

4 = | EventCals - [ States - | Swiches - | Parameters ~ | Reverbs - | Sound Assets ~ | Dialoguo Assets - | Dilogue Localzation ~ | Repart Log -

‘ Tracks work completed for billing
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IMPLEMENTATION GUIDE
[ OLD VERSION ]

20 WORKFLOW

A B c D E F G H | J

1 PLAY EVENT NAME | STOP EVENT NAME SPATIAL LEVEL SOURCE TRIGGER INSTRUCTIONS DEV HOOKUP NOTES WWISE STATUS GAME ST/
2 call this event stop this looping event 2d or 3d e.g. pirate ship e.g. sword e.g. sword hit e.g. sword swish when attacking and hitting nothing fugitive specific notes wwise implementation in-game impleme
3 play_mx 2D Universal - - Recruiter (stop_mx) v
4 play_sx_endgame_earlyaccess_arkflyby 2D Universal - - v
5  play_sx_endgame_earlyaccess_results 2D Universal - - v
6  play_sx_endgame_earlyaccess_shuttlelaunch 2D Universal - - v
7  play_sx_enemy_dialogue_valushi_transmission 2D Universal - - enemy Valushi sending threatening transmission to the arc HailPopUp v
8  play_sx_enemy_race_glubdon_accept 2D Universal - - ShipToShiplInteraction v
8  play_sx_enemy_race_glubdon_decline 2D Universal - - ShipToShiplnteraction v
10 play_sx_enemy_race_glubdon_transmission 2D Universal - - ShipToShiplInteraction \
11 play_sx_enemy_race_menhit_accept 2D Universal - - ShipToShiplnteraction v
12 play_sx_enemy_race_menhit_decline 2D Universal - - ShipToShiplInteraction \
13 play_sx_enemy_race_menhit_transmission 2D Universal - - ShipToShiplnteraction "7
14 play_sx_enemy_race_thurokk_accept 2D Universal - - ShipToShiplInteraction \
15 play_sx_enemy_race_thurokk_decline 2D Universal - - ShipToShiplnteraction N7
16 play_sx_enemy_race_thurokk_transmission 2D Universal - - ShipToShiplnteraction 4
17 play_sx_enemy_ship_generic_impact_playerweapon_torpedo 3D Universal Enemy ship Hit by Torpedo PhotonTorpedo v
18 play_sx_enemy_ship_shield_activated 3D Universal enemy ship activating or changing shields v
19 Shields coming down (not v

play_sx_enemy_ship_shield_deactivated 3D Universal Enemy ship changing) Fodder
20 play_sx_enemy_ship_valushi_appear 2D Universal - - enemy Valushi ship appears EnemyShipCreator
21 play_sx_enemy_ship_valushi_destroyed 3D Universal enemy ship destroyed enemy Valushi ship destroyed Fodder (+TEMP used for player destroyed)
22 play_sx_enemy_ship_weapon_lasercannon_a_shoot 3D Universal enemy ship shooting laser enemy Valushi ship shoots laser Fodder
23 play_sx_enemy_ship_weapon_torpedo_a_shoot 3D Universal enemy ship shooting torpedo enemy Valushi ship launches torpedo Fodder
2 stop_sx_enemy_weapon_charging (no need to call this on

play_sx_enemy_weapon_charging fugitive's end) 3D Universal Enemy Ship Weapon charging Fodder
2 plays both the space and bridge ambience (also controlled by "bridge_intensity" and

play_sx_general_ambience stop_sx_general_ambience 2D Universal - - "threat level" parameters, see "Parameters" tab) Persistent
28 play_sx_minigame_mining_drill_broken 2D Universal - - v
27  play_sx_ship_alarm_shield_critical stop_sx_ship_alarm_shield_critical 2D Universal - - alarm plays when player ship's shields low (0-20%) ShieldCapsule \ MyShip \ Overlay Engineer v
28  play_sx_ship_alert_crewxp_gained 2D Universal - - OverlayDate v
28 play_sx_ship_alert_problem_clear 2D Universal - - alert popup cleared (ex "engine room fire has been extinguished") Crewlncident "7
30 play_sx_ship_alert_radiation_loop stop_sx_ship_alert_radiation_loop 2D Universal - - Play when "Radiation Detected" \
31 play_sx_ship_alien_warpout 3D Universal Alien Ship Warping away from trade Alien Ships (and Hostile Ship) v
32 play_sx_ship_bridge_view_enter 2D Universal - - Myship \
33 play_sx_ship_bridge_view_exit 2D Universal - - Myship i
34 play_sx_ship_captainschair_hud_arms_raise 2D Universal - - captains chair arms raising Inside Animation v
35 play_sx_ship_captainschair_weaponstations_arms_raise 2D Universal - - captains chair weapon station arms raising Driven in Wwise N7
36  play_sx_ship_computer_enter 2D Universal - - whooshing from the chair in to the computer screen with page turn animation MyShip \
37  play_sx_ship_computer_exit 2D Universal - - whoosing out from computer screen to the chair MyShip v
38 play_sx_ship_computer_gem_apply 2D Universal - - applying a gem in the computer screen Engineer S/
38 play_sx_ship_computer_mission_failed 2D Universal - - "mission failed" sound effect (may be replaced by musical stinger) LandingPartyDecision v
40 play_sx_ship_computer_mission_successful 2D Universal - - "mission successful" sound effect (may be replaced by musical stinger) LandingPartyDecision v
41 play_sx_ship_computer_results 2D Universal - - results poping onto computer screen InventoryRewards \ PopupComplete v
42 play_sx_ship_computer_selection_confirm 2D Universal - - clicking confirm on the in game computer screen Engineer Y
43 play_sx_ship_computer_selection_drop 2D Universal - - droping a selection into a box in the in game computer screen Engineer v
44 play_sx_ship_computer_selection_pickup 2D Universal - - picking up a selection into a box in the in game computer screen Engineer v
45 play_sx_ship_computer_shield_set blue 2D Universal - - v
48  play_sx_ship_computer_shield_set_red 2D Universal - - v
47  play_sx_ship_computer_shield_set_yellow 2D Universal - - v
48  play_sx_ship_computer_tab_switch 2D Universal - - MyShip v
48  play_sx_ship_crewmember_assign_sickbay 2D Universal - - OverlayCrew v
50  play_sx_ship_crewmember_assign_task 2D Universal - - OverlayCrew v
51 play_sx_ship_crewmember_healed 2D Universal - - OverlayBridgeView v
52  play_sx_ship_enter_hyperspace 2D Universal - - Attached to "Enter Hyperspace" DX Line v
53  play_sx_ship_exit_hyperspace 2D Universal - - Persistent v
54  play_sx_ship_exterior_shield_engage 3D Universal ship hull Ark shiels engaging from damage OverlayBattlehud v

[play at game-start, stop at game-over] Ark's engine sound and thrusters (sound v

play_sx_ship_external_thrusters stop_sx_ship_external_thrusters 3D Universal ship thrusters driven by game parameter "engine_speed", see "Parameters" tab MyShip
56  play_sx_ship_interactions_commstatic_captain 2D Universal - - LandingPartyDecision |AwayTeamSelect
57  play_sx_ship_interactions_commstatic_crew 2D Universal - - LandingPartyDecision |AwayTeamSelect
58  play_sx_ship_interactions_progressbar stop_sx_ship_interactions_progressbar 2D Universal - - LandingPartyDecision
50 (Attached to "asteroid_impacts") the interior boom and rattle from impacting a large

play_sx_ship_interior_impact_collision 2D Universal - - foreign object in space MyShip
80 play_sx_ship_interior_impact_enemyweapon 2D Universal - - the interior boom and rattle from being impacted by an enemy weapon Myship
81  play_sx_ship_interior_shuttle_launch 2D Universal - - the sound of the shuttle launching from the Arc FlightDecision
62  play_sx_ship_loot_gem_collect 2D Universal - - looting gems from defeated enemies OverlaylnventoryRewards
83  play_sx_ship_loot_generic_discard 2D Universal - - throwing items in the garbage OverlaylnventoryRewards | Resources
84 play_sx_ship_loot parts_collect 2D Universal - - looting parts from defeated enemies OverlaylnventoryRewards

+ = EventCalls ~ | States v Switches ~ Parameters ~ Reverbs v Sound Assets v = Dialogue Assets ~ = Dialogue Localization ~ = Report Log ~
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2 1 WORKFLOW

o0 IR e .

P S e ey
Py _sn_s_wy .

s el

Ry e e _seyve

P M e e

-

L RN R

Py g

[STOPEVENT RAMETIIN] CAve STATLS

8 e e

WP

W e e

W e

A e etmeess

N

A e L C—

IMPLEMENTATION GUIDE
[ NEW VERSION ]

DEV REVISION NOTES
gee ey P S -

i

P | & L

LE{E[]
JEHILIE

il

RS

-y
P -

R AL

g vy
SRy & N by ey
R

by ey

- e

- e
- -
LAl

- e

L s F e
Sy g
-

fesr

- e

B G Rt st e wh—— Ny —y g e A
Py whar aray gutn N ey plape's et

M TRanon, Whet o0 pRaye TR @ et of e
Poy srwrwer o ey i Per g sl b ey o -

et 1

e s N e Bt
W wmrd o g g ot o et

n

W aputsd W kR g g o vt o e

-
I AR ] M W SR 0 e WG Wt o e
W s M e, whah v g Vg ot o - . ——__
e e i I

I AORT M WL SRR 0 e GG Wt o e At O

Pay e A 4 hd e bt e v e by pwh
-

el e e e b o

Pay wrar arw vans

Py o e ——

n
- q,n_v_m,b-:,ﬂ
sy bl
Py ol ety W B b i R e P | - .-*.:
TN 000 W e et ¢ P e

Py = e wher ey e g sy L N N A
W At 30 Wl R 0 e Vg o ot o

e Ly e ——

il

"

i [N L B

ALIAL

i

(ELE IR R

C WWISE STATUS  MEXANY REVISION NOTES

S y—————— e Nevary e w G




= Info Sound Music Dialogue Switches States Parameters Reverbs Issues
e
A B
* PROJECT NAME Into the Stars
2 PROJECT CODE ITTS
3 DEVELOPER Fugitive Games
+  WWISE VERSION 2015.1.2
s UE4 VERSION UE4.6.2
& SOURCE CONTROL Perforce
7 VPN None
8
9 CREDITS TYPE CREDITS USED
10 Music 500
11 Sound 650
12 Dialogue 375
13 Misc 125
14
15 Total Used 1650
16 Total Purchased 3000
17 TOTAL REMAINING 1350
18
19 CREDIT TYPES CREDIT VALUES
20 1 Minute of Music XXX
21 30 Seconds of Music XXX
22 1 Musical Stinger (Primary) XXX
23 1 Musical Stinger (Variation) XXX
24 1 Sound Effect (Primary) XXX
25 1 Sound Effect (Variation) XXX
26 1 Dialogue Produciton Bundle XXX
27 1 Mini Dialogue Production Bundle  xxx
28
G D‘ 29 MUSIC QUANTITY MINUTES
3 TOTAL LENGTH [01:16

2017
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IMPLEMENTATION GUIDE
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IMPLEMENTATION GUIDE
23 WORKFLOW [SOUND]

01 Not Started

D EV I N FO 02 In Progress

03 Awaiting Approval

T EVENT NAME(S) T GAME STATUS DEV REVISION NOTES 04 Revison Neaded

play_sx_player emote_run

stop_sx_player_emote_run 03 Implemented - 05 Revised

06 Approved PPT

LEVEL  SOURCE  TRIGGER INTEGRATION NOTES 07 Aoproved PCA
Universal Player Running play when sprinting, stop on return to walk 08 Approved Final
09 Blocked
10 Unused

AUDIO CREATOR INFO:

ASSET NAME . PLAY CREATOR ASSETSTATUS WWISE STATUS HEXANY REVISION NOTES

plsr_sx_player_emote_run_01x6 OneShot jbassett 06 Approved PPT - _ Needs female vocals
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24 | workrLow [ M U S | C ]
[ EVENT NAME(S) | GAME STATUS DEV REVISION NOTES
e.g. play _mx_island explore_amb in-game integration things developer needs to fix
LEVEL  SOURCE = TRIGGER INTEGRATION NOTES
e.g. pirate ship e.g. 2D e.g. pirates aftack e.g. trigger immediately when the pirate opens the door in CS04

AUDIO CREATOR INFO

ASSET NAME ~ PLAY LENGTH TEMPO  METER PRE-ROLL LOOP POINT CREDITS CREATOR

e.g. mx_island _explore_amb_layer a oneshot /loop e.g. 00:28 e.g. 80 bpm e.g. 4/4 e.g. 1 bar e.g. bar 12 row total username

ASSET STATUS WWISE STATUS HEXANY REVISION NOTES

asset creation wwise implementation things hexany needs to fix

GOC

2017
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e.g. footstep_material

material

player_weapon

GOC

2017

WORKFLOW

e.g. dirt
carpet
metal

rock

sand

snow

wood

mud
phasepistol
burstpistol
heavypistol
handcannon

IMPLEMENTATION GUIDE

e.g. assign to material textures in-game

footstep material switches
footstep material switches
footstep material switches
footstep material switches
footstep material switches
footstep material switches
footstep material switches
player weapon switches
player weapon switches
player weapon switches
player weapon switches

e.g. thruster_speed

mx_volume
sx_volume

description of problem

Missing sound throughout the ship
Arrows are missing sound

INTEGRATION NOTES

minimum value

[ MISC ]

WWISE STATUS GAME STATUS

wwise implementation

03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented
03 Implemented

MIN | MAX

maximum value

100
100

DEV REVISION NOTES

in-game implementation  things developer needs to flix

03 Implemented

03 Implemented

03 Implemented

w
w
hd
w
w
w
w
w
w
-
w

l

INTEGRATION NOTES

e.g. linked to thruster speed value

volume of music
volume of all sound fx. including ingame and menu

e.g. location e.g. underwater
external
Location internal
planet
LOCATION(S) FIXER PRIORITY

where the problem occurs who has to fix this?  importance

Ul panels
Distress signal panel
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25 | workrLow [ DIALOGUE ]
| LINE ~ TAKES  SELECTS = ALTS SESSION NOTES
e.g. Get out of the way e.g. 97a97b 97¢c e.g.ab, 101a e.g. 101a 101b e.g. 1st half of a second half of b
ASSET NAME

e.q. dx_character 0000000256

dx_character 0000000256
dx_character 0000000512
dx_character 0000000768
dx_character 0000001024
dx_character 0000001280
dx_character 0000001536
dx_character 0000001792
dx_character 0000002048
dx_character 0000002304
dx_character 0000002560
dx_character 0000002816
dx_character 0000003072
dx_character 0000003328
dx_character 0000003584
dx_character 0000003840
dx_character 0000004096

GOC

2017



28 WORKFLOW

MISC TIPS: Q Temp a game: Simple clicks and SFX to establish needs

0 Temp music to evaluate mood
G Temp dialogue to evaluate wording

’ Quickly identify holes in your plans

G Preparing for cross-platform deployment / localization

GOC

2017



1 5 AGREEMENTS

TEMP CLICK SFX FILES:

FREE DOWNLOAD

@ Loc:tor: www hexanyaudio.com/resources

‘ Password: “gameaudio"

GOC

2017
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)

IN

Agreements
- Work for Hire
Exclusive

Non-Exclusive

Workflow

Source Control
Asset Tracking

- Temping Game Audio

GOC

2017




J . . - 3 - ) .
=FTES ».7"  Richard Ludlow
= e A 3 @rkludlow

rludlow@hexanyaudio.com -

©BenJomgs™:. oo L
YW @bagelbeard .. " ° ’

bjones@daybreadkgames.com




