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3F/Room 3C+3D

10:05-11:05
Session: Designing Sound for Games in China
Speaker: Jie Yang, Sound Director, Virtuos

Brief Description:

The importance of sound design is still underestimated by many teams in China, when not overlooked entirely.
Improper sound design can very negatively affect the quality of a game and create severe project management
issues.

This lecture elaborates how following several key principles of sound design can benefit the success of a game,
and the specificities to consider when designing sound in China for an audience of Chinese gamers. Topics will
include the importance of proper sound design, issues commonly facing Chinese game developers, and how to
tackle them.

11:10-12:10
Session: Dubbing Design and Setting Up the Auditory Atmosphere in Games

Speaker: Peng Meng, Sound Designer, Composer

Brief Description:

Game developers have emphasized the dubbing design more in recently years. Taking the World of Warcraft as
an example, the speech today is tailored not only to share the dubbing design experiences with the audience, but
to analyze the key points of the dubbing design. Meanwhile, based on the combination of the music and sound

effect as well as the artistic effect, the speech would explain how to construct the acoustic atmosphere in games.

13:30-14:30
Session: From Script to Implementation

Speaker: Greg DeBeer, Dialogue Manager, Sony Computer Entertainment America

Brief Description:

High caliber game dialog requires attention to detail and a great deal of pre-planning. Areas like script
preparation and organization, along with casting, direction, recording session behavior, editorial and localization
preparedness must all work in unison to get a project done on time and under budget. Keeping a few specific

things in mind while planning your VO can keep your audio team sane, and your producers happy.
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14:35-15:35
Session: How to Use Music to Add Value to Your Games

Speaker: Roc Chen, Senior Game Music Composer, Lead Composer of Roc Music Studio Inc.

Brief Description:

Music can be a powerful weapon for game developers. If used properly, game music can add value to your games.
This session will let you know how game developers can get better quality of music with the same budget, how
game music can influence player’s emotions and behavior through different examples. It will also tell you how
game music is created, the workflow of game music composition and production, how game music is different
from other forms of music (film music, pop music, etc.). The speaker will also tell you true stories and cases of

scoring for video games and let you know how music can add value to your games.

15:55-16:55
Session: Mixing It Up: The Last Great Challenge for Game Audio

Speaker: Garry Taylor, Audio Manager, Sony Computer Entertainment Europe

Brief Description:

In linear media such as TV and film, the program material doesn’t change every time you view it, and mixing for it
is usually a relatively straightforward affair. However, due to the non-linear nature of games, audio professionals
in our industry have a far more difficult task. A lot of time, money and effort goes into producing top quality audio
assets for games. This session will show you ways of presenting those assets in the best way possible. It will also
look at some of the challenges that may be encountered when mixing game soundtracks, as well as offering tips
and tricks for getting the best results.

17:00-18:00
Session: The Business Of Game Audio: Turning Music Into Money
Speaker: Norihiko Hibino, CEQ, Composer and Producer, GEM Impact, Inc.

Brief Description:

Advances in technology have made high-quality audio possible in a variety of game settings, from handheld
gaming to dedicated consoles. With this improvement in quality, the business of game music is quickly becoming
an alternate avenue for additional profit through soundtrack sales and concert performances. This session will
describe why high-quality sound is important in games, and what some of the subtle differences are between
effective and ineffective sound. The issues of music rights and royalties will also be discussed at some length to

emphasize the long-term profits that can be generated through music in games.
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