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For those of you that do
In the industry 13 years, and before | spent 10
years in the music industry.

Having this audio background outside of the
games industry........



It's All In The Mix

* Introduction

* What is mixing?

* Different approaches to mixing
* Tools and techniques

* Monitoring and standards

So today | 6m going to be
mixing;

Firstly, a short introduction.

Second 1 6I'l ask AWhat i s
Next, different approaches to mixing

After that | 01| | ook at

And |l astly, 10l | ook at
standards within our industry.



Introduction

* Lots of money is spent on recording/acquiring
audio assets.

* The assets are 50% of the experience. The
rest is down to the implementation.

* In the past, mixing has not been given the
attention it deserves.

The industry has come a long way in the last
couple of years.

Big developers now spend a considerable
amount of money on recording assets

Audio assets are only 50% of the complete
experience

In my view, the mixing process is something
that has been overlooked. (minimal time
between content comp. and master sub.



What Is Mixing?

* The technical answer:
- Achieving clarity
* The artistic answer:

- Focusing and manipulating the player

Let 6s start with the bas

Mixing is the process of bringing together all of
your audio assets

Clarity: Too many sounds sharing the same
sonic characteristics

Artistically however, mixing is about focus.
By dynamically changing the mix we have
power over how the player percieves......

This definition of mixing is the same whether



y o0 u O r e tvmames fiimgnusic.
Games mixing fall into 2 categories.



Active and passive mixing

* Active Mixing

- Triggering changes in the mix through in-game events.

* Passive Mixing

- The routing and configuration of dynamics processors, and
how they interact with each other.

Active Mixing is where event triggers that come
directly from within the game itself, to change
the audio mix

Example: Counter-strike tinnitus effect
Passive mixing: a bit more subtle: the

configuration of dynamics processors, and how
they interact with each other.



As an example, herebds pr
setup.

Key difference: Active, triggered by events in
the game, but the game |
actually coming out of the speakers.

Passive mixing: is listening to the audio signals
themselves and adjusting levels based on
volumes of other channels or groups.



