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Disclaimer!
•“Professional Perspective” 
•A very broad industry
•Many stakeholders

• Console makers, software designers, 
peripheral ecosystem (eg Gaming 
Headsets, PC soundcards)



Why Hearing Safety in Video Games?

• Large Impactful Industry
• Billions of people play Video 

Games
• Many for long periods of time

• Important for our Audience of 
Players to enjoy our products 
safely

• Industry “wants to do the right 
thing”

• Headphones extremely popular 
(per Microsoft, Sony)





A New Topic!
•This hasn’t been 
something we as an 
industry have given much 
thought to…

•…but close to some things 
we have worked on**

Loudness 
Standards

Accessibility

Listening 
Environment 

Settings

Audio 
Customizability

** Game Audio Authoring 
recommendations/standards are not well 
enforced or fully adopted







Example: Player option: Different output 
Mixes for Different Listening Environments





Possibility of Implementation

•Technical Feasibility
• Is it possible?

•Practical Feasibility
• Can it be achieved with reasonable effort



Possibility of Device Implementation
• Consoles: tight control over entire audio system

• Dosimetry (to extent possible)
• Volume limiting options
• Parental Control Volume
• Status/Dosage Meters
• WHO-ITU-870-like specification, modified for gaming likely 

possible
• PC’s

• Much more challenging due to open architecture (Soundcards, 
Different PC makers, looser standards)



Possibility of Software/Content Implementation

• Initial Informal Discussions Promising
• Microsoft Game Studios
• PlayStation Design and Audio Team

•“Cautiously optimistic”
•Education & Evangelization 



Summary: We want to be safe, but…
• Immersion is our goal
• Ideally find ways to be both safe and fully 
immersive

•Device Standards may be easier to 
implement/enforce than SW 
Recommendations/Standards

•Open platforms (like PCs) will be a very large 
challenge



Summary: We want to be safe, but…
• Immersion is our goal
• Ideally find ways to be both safe and fully 
immersive

•“light touch” during the most immersive portions 
of the game

•Open platforms (like PCs) will be a very large 
challenge
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