


This Talk

A A broad, slightly historical overview

ASome of the things wedve |
A Minimizing barriers

AGoing forward and what wed®o
A Your input




Valve Splash Screen Video



MUSIC AS CRAFT




How We Work at Valve

A Free to experiment and execute
A Artists are fully integrated and involved
A Goals and constraints




Workflow

A Same as most audio and music artists
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Workflow

A Same as most audio and music artists
Alterating rough fAmockupso
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First Team Fortress 2 Trailer



Workflow

A Same as most audio and music artists

Alterating rough fAmockupso
A Acquiring (recording) hi-quality assets
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How We Work

A Same as most audio and music artists

Alterating rough fAmockupso
A Acquiring (recording) hi quality assets

A Methodology depends on the scope and style /
genre of the work




How We Work

A Same as most audio and music artists
Alterating rough fAmockupso
A Acquiring (recording) hi quality assets

A Methodology depends on the scope and style /
genre of the work

A Mixing
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A Expanding tools and software available through
Steam

Going Forward
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MUSIC AS DESIGN



Traillers

A Reinforcing art and game design:
A Team Fortress 2
A Left 4 Dead 2: community feedback
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Traillers

A Reinforcing art and game design:
A Team Fortress 2
A Left 4 Dead 2: community feedback
A Dota 2
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Dota 2 Trailer
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Life of its Own
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