The au product; isp't a one-size-fits-all
procedure. Every ject is unique, differing based
on factors li lization, scope, pacing of the
development cy n en individual preferences.
Recording | | audic e same as
recording oric ikewise, recording
for a 10-hour ! e wildly different than
recor 80-hour game.

However, ma jects follow a general pattern,
which consists of a few key steps.
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FAMILIARIZATION /KICK-OFF

Once a script has been drafted, the developer contacts an audio
production company, or studio. The studio works with the developer
to understand their needs and expectations, gain IP knowledge, and
determine recording windows according to delivery requirements.

For original-version audio projects, initial work on music and in-game
sound effect design begins at this stage. Depending on a developer’s
needs and capabilities, they might handle most of this in-house, bring
on individual freelancers, or hire a production company to do the
majority of the work.
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SOURCE ASSET PREP

The developer submits source assets, including reference material for
original-version audio projects, and scripts, source audio, recording
constraints, and any additional reference material for localized audio.
The studio validates that everything is in good order. If any issues arise,
the studio reports said issues to the developer or resolves them in line
with the developer’s expectations. Common asset issues include missing
reference files and script errors. For dubbing projects, these can also
include mismatches between the script and the source language voice
files, language-specific gender variants, etc.
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SCRIPT TRANSLATION,
REVIEW, & ADAPTATION

Unique to localized audio projects, scripts and metadata are
translated and reviewed as applicable. In addition to script
translation, a linguist creates pronunciation glossaries for unique
terms, including original language phrases, names, and other
proper nouns. These glossaries and other notes are later used by the
Studio Voice Director during recording.

Once source audio is available, translated scripts undergo an additional
check. A lead dialogue reviewer listens to the source audio to get

a sense of its pacing and intensity. They then make necessary
adjustments to ensure the script will produce engaging dialogue

and that each line meets duration and sync constraints.

A local recording team is typically composed of a voice actor, voice
2 director, and recording engineer. On complex projects, an additional

script engineer or linguist may be added to the team. Representatives
of the developer may also choose to be present during recording.

Do

RETAKES & IMPLEMENTATION

Because original-version audio production begins before a game’s
completion, recording is rarely — if ever — completed in one session.
After the first round of recorded audio has been assessed, a second
round takes place, usually with iterations of the first round. This may
include content changed or added to the script, or retakes. Around this
time, audio engineers usually begin rudimentary work on cinematics, as
well as start to implement SFX and in-game music. Multiple rounds may
occur throughout the remainder of the process as needed to accommodate
content changes and achieve the desired result.

ORIGINAL VS LOCALIZED AUDIO

One of the biggest factors that affects the recording process is whether
the audio is original or localized. Naturally, localized audio will undergo
checks and balances that are not applicable to original-version audio;
moreover, unlike with localized audio, original-version recording is rarely
done in one go.

With localization, either the whole game or an entire drop of a game
is complete in its original language, and the studio typically gets the
whole script at once. With original audio, it’s more common to start
with a prototype version or vertical slice, a good bit of which might
be thrown out. Recording starts in earnest later in production,

but changes may still be made to the game, which leads to

more material being cut or revised.

/

CLEAN & TRIM

Audio files, including alternative takes, are cleaned, trimmed,
and automatically named.
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MIX, MASTER, AND SYNCING

Audio is edited to match the visual experience. Often the centerpieces
of the player experience, cutscenes get special attention with
additional syncing, mixing, and editing requirements. Depending on
developer needs, the audio engineer may export anything from the raw
voice tracks for each speaker to fully mixed multichannel video.

For original-version audio projects, this stage can span the entirety of the
Alpha and Beta releases of a game. During the Alpha phase, animation
for cinematics is time-locked, meaning engineers can work on them in
earnest. By the end of Alpha, implementation of in-game voice, music,
and SFX should be complete. Engineers work on the finishing touches for
cinematic music and mixing.
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LOCAL QA

Localized audio must undergo Localization Quality Assurance.
Audio LQA teams, which are composed of native speakers, verify
every take for actor performance, clean up, duration and sync
requirements, script vs audio match, and technical requirements
to ensure each line will engage the player.

While this task can be aided by automation,

ﬁﬁﬁ human expertise is necessary to evoke
a positive player reaction.
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DELIVERY QA

QA teams perform additional pre-delivery checks for
duration, technical requirements, naming conventions,

and folder structures, as well as triple-check that nothing has
been missed. They prepare and deliver to the developer via the
requested delivery method.

For original-version audio, a special round of QA covers a subset of

this: checking for technical specs, consistent sound quality and level,
and that every required file is present and correctly named.
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