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INTRODUCTION
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Rayna Anderson: Senior Narra t ive  Coordinator

• 15+ years Eidos-Montréal
• Previously game designer in the 

industry
• 9 years at and narrative designer
• GDC17: Storytelling is a Team Sport
• Loves spreadsheets
• Is a gardener, but not of the galaxy
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High- level crea t ive  brie f – Player Fantasy

• You are the so-called leader of an 
unpredictable group of autonomous 
individuals.

• We want you to experience what it is 
to “hang out with the Guardians.”
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High- level crea t ive  brie f – Socia l Pilla r

• It's a story/world building tool that 
deepens how you experience the 
worlds you visit:

• Get hints about enemies, objectives, 
secrets, etc.

• Learn more about the world
• Gauge people’s reactions to your 

actions, etc.



7

@and_rayna

Banter - IRL vs  In- gam e

• Banter in real life is light-hearted conversation, with some joking around.

• Banter in our game are conversations that happen outside of cinematics, most likely 
while the player has control of character movement or camera, where their character 
may or may not participate in the discussion.
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Obvious  conclus ions

• Lots of character moments
• Lots of important info to convey
• Lots of characters on-screen at once
• Lots of talking, all of the time
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Narra t ive  pipe line  goals

• Asset IDs are human-readable
• Scripts are playable fast
• Iterating is pain-free
• Scripts are clear for actors and 

engineers

• Record actors as an ensemble
• Import audio sessions quickly in bulk
• Error-check localized content
• Provide context to localization
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What  is  Codex?

• Started as a writing tool
• This included localization
• Expanded to better support audio 

pipelines
• Future updates will improve support 

for recording process
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Who uses  Codex?

• Writers & narrative designers
• Sound designers
• Storyboard, level art & UI artists
• Programmers
• Game & level designers
• Translators
• Coordinators & producers
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Key takeaways  per phase

• Planning

• Writing

• Recording

• Translating
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Ship blockage  scene
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CODEX: PLANNING
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Planning

• Work with technical designers
• Restrictions on file name/directory path 

character length
• Naming conventions to be used by all 

departments
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Planning

• Entered known data that would help 
automate parts of the writing process

• Character info
• TTS voices
• Conversation types
• Text-only assets
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Planning

• Consider info needed by others further 
down pipeline

• Implementation cues for level designers
• Context for localization
• QA awareness of status of asset
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CODEX: WRITING
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Writ ing
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Writ ing

• Make it easy to get content into the game quickly
• Include audio pipeline to generate TTS
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Writ ing
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Writ ing

• Writers should focus on being 
creative.

• Which means being able to make 
changes without breaking the build.

• Writers can reorganize scripts (including 
copy/pasting) and rename content while 
Codex retains unique integration IDs that 
don’t change.
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CODEX: RECORDING
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Recording
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Recording

• CSV exports for audio team include timecode and filename
• In a format that audio software can import for the session
• Filename includes essential scene context
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Recording

• Audio file itself includes essential info which can be seen in Codex
• Unique IDs, dialog, facial capture timecodes, recording session, last modified date
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Recording

• Document export in traditional script 
format

• Can highlight dialogue by actor, 
character, new/changed lines
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Recording
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CODEX: TRANSLATING
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Trans la t ing

• Localization is handled through a web 
interface.

• Easy access for global external 
partners.

• Up-to-date info immediately available.
• Secure access to essential files only.
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Trans la t ing
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Trans la t ing

Data and metadata available:
• Filepath used by the engine
• If the text and/or audio is to be 

translated
• Last date the audio file was modified
• Bitrate and length of audio file
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Trans la t ing

• Imported audio metadata is checked against source audio.
• Generates a report of the files that were rejected because they didn’t 

match constraints.
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SUMMARY
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Planning sum m ary

• User experience
• Asset IDs are human-readable

• Codex feature
• Set asset types and metadata before 

creating content
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Writ ing sum m ary

• User experience
• Scripts are playable fast
• Iterating is pain-free

• Codex features
• Integrate audio in the pipeline
• User and engine data are separate
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Recording sum m ary
• User experience

• Scripts are clear for actors and 
engineers

• Import audio sessions quickly in bulk
• Record actors as an ensemble

• Codex features
• Export scripts in document and 

spreadsheet formats
• Export/import metadata with recording 

software
• Use available data to extrapolate 

recording sessions
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Trans la t ing sum m ary

• User experience
• Provide context to localization
• Error-check localized content

• Codex features
• Import system verifies metadata and 

compares it to existing files
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Final words

• Important to have production and 
technical allies on your team

• QoL features can be a hard-sell 
because ROI isn’t immediate
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Thank you!

And_Rayna
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