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About me

• Musician - Guitarist

• Played at the Big Day Out 2014

• Handbook for the Serious Guitarist (2016)

Picture 2011 –The Espy (I 

think). Guitar is hand-built 

in Melbourne
https://shubguitars.com.au/

https://shubguitars.com.au/


About me
Music into audio ...

2008

2008



About me

• Bachelor of Sciences (Mathematics) (2012)

• Bachelor of Audio Engineering (2015)

• Masters of Creative Industries (2021)

Coloursound Studios - 2014

Film Audio from

2014



About me

• Primary income from audio 2016

• Contract lecturing 2018 at JMC Academy

• Head Lecturer 2019

• Curriculum development in 2020 and 2021 
(4ish units)

• Big Ant Studios 2022

Black Pearl Studios, 2017

2018 (Sound Design) 2021 (Dialogue Editor)2023



The context of this presentation

• How to engage audio engineering students with the prospects of a career in 
game audio

• What does sound design for video games look like?

• What are the tools they need to develop?



The education of these skills in tertiary education

• Audio Engineering courses typically have at least one film and television sound 
unit, but not always a sound design for games unit

• Audio Engineering students often lean on music too heavily in ‘sound design’ 
tasks

• The applicants who find work in game audio typically gain their 
skills outside of university



The context of this presentation

• It's an area of audio 
with full time job 
opportunities

• {insert game valuation statistic here}

• Screen Australia have 
announced funding 
schemes for 
independent game 
productions



The context of this presentation

• It's an area of audio 
with full time job 
opportunities

• {insert game valuation statistic here}

• Screen Australia have 
announced funding 
schemes for 
independent game 
productions



Sound Design



Designing Sounds – a swooping generalization …
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Designing Sounds (3 approaches)

1. Record the same object 

2. Find the same object in a sound library

3. Record, source or synthesize a ‘sonically equivalent’ sound
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Sound Design for elements that don’t have a real-
world equivalent

• Slow motion

• Science Fiction/Fantasy

• ‘Emotionally equivalent’ sound design



Audio Engineering

• Source material comes to you

Sound Design

• Source material comes from you

Sound Design requires a different mentality than 
other forms of Audio Engineering



Sound Design for Games (unique considerations)

• Systems design
• In collaboration with Technical Sound Designers and Audio Programmers

• ‘making sure the sounds play at the correct time’

• Computer science/software development element



Cricket24 Example
'Guy walks through a door'

Where do we start playing the sound sequence?

• When we load the scene?

• When we start playing the cutscene?

• When the character's animation begins?



Cricket24 System Design
Commentary Examples









Challenges with game sound design

• Non-linearity

• Anything can happen at any time

• For e.g. if character dialogue, music crescendo, sword swing and bird squeak in 
the ambience all happen at the same time, what do you do?

• Large combinations of outcomes – often too many to test

• Prioritising certain sounds to take precedence over others



Cricket24 Example

• Subcontinental stadium, 'Broadcast Camera 1', Bat Sound masked due to a 
combination of the loud ambience and the further distance to the camera



Cricket24 Particles 
Effects Example

Problem: 

• We can't guarantee which effects will be able to see

• Too many instances of effects occur

Solution:

• Selected particle instances are 'imported' when we load the game

• Distance from particle effect to camera results in attenuation over distance

• Some particle effects are muted in certain camera angles



Audio Pipeline

DAW

Middleware/Audio Management Software

Game Code

Assets Folder
Apply edits if needed



The expectations from Game Studio Employers

• Job Applications for sound design roles have become quite standardized

• CV, Coversheet

• 1 minute design showreel

• Technical showreel

• Often listed as bonus
• Knowledge of game engines 

• Knowledge of coding languages 

• Knowledge of version control software (git, SVN, Perforce)
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• Job Applications for sound design roles have become quite standardized

• 1 minute design showreel

• Technical showreel

• Often listed as bonus
• Knowledge of game engines 

• Knowledge of coding languages 

• Knowledge of version control software (git, SVN, Perforce)

Is it possible to cram the job-readiness required for a 
junior position into a single unit of study?
Is that the number 1 priority of a unit of study?



Triaging of topics for curriculum design

• Sound Design mentality and practice

• Industry knowledge – expectations of employers

• Middleware practice

• Awareness of other industry tools

• Providing students with a roadmap of ‘where-to-from-here’ if they wish to 
pursue game audio



Thankyou

questions?


