
PITSTOP PRODUCTIONS - SOUND DESIGN CREATION CENTRE

INTRODUCTION

PitStop Productions are wanting to build a Sound Design Creation Centre on a Greenfield site in Barnsley.

The purpose of this document is to demonstrate, prove and justify the uniqueness of this development

in order to obtain planning permission.

What is a Sound Design Creation Centre?

A Sound Design Creation Centre is a facility that allows the indoor and outdoor recording of sound

effects that are used in the audio design of video games. This world-first facility will allow sounds to be

efficiently and effectively recorded on site and then be expediently tested and implemented into games.

The reason for building this world-first facility is to:

a) Expand and grow PitStop into one of the leading game audio production companies in the UK

and  the world

b) Attract and support job creation in the Borough of Barnsley

c) Support and work with local College and University Courses

d) Ensure the businesses Location in Barnsley

The image below shows the site on which PitStop wishes to build the Sound Design Creation Centre

which is located in Staincross, Barnsley on Windhill Lane.
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Artist Impression of the Sound Design Creation Centre

Proposed building and plan view (artist impression)

The below image is a suggestion of how the building could look. It is designed to be sympathetic to the

surrounding area, while allowing PitStop the space and resources to produce unique, quality sounds for

video games.
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ABOUT PITSTOP

PitStop Productions was formed in 1997, its name derives from a musical its founder, John Sanderson,

wrote. The show tells the story of two rival families set against a Yorkshire mining backdrop. Since 2007

PitStop has been located in Barnsley having two of its principal offices at Capitol Park and Barnsley Road,

Dodworth.

The premises at Capitol Park were purchased in 2007, and in 2019, as part of its expansion and

investment into the business, PitStop purchased Brook House on Barnsley Road.

PitStop Productions provides audio and image services to the entertainment industry, with a large bulk

of its work concentrated in the video games industry sector.

The map below shows PitStop’s current locations
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PitStop’s Clients

PitStop has a wide variety of clients throughout the UK and rest of the world. The maps below show

where in the UK and world the company’s clientele are based.
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The company comprises of four departments:

Voice Department

PitStop provides voiceover services for video games, with voiceover recording studios in London, New

York and Los Angeles. These locations are necessary as this is where the bulk of the voiceover and acting

talent reside, although a further recording studio is housed in the Barnsley Capitol Park facility.

PitStop also offers voiceover services in foreign languages, known as localisation, with partner studios

throughout the rest of the world allowing native talents to be recorded in-territory.

All voiceover recording sessions are sent to the Barnsley offices where they are edited, labelled, and

implemented into the game. All projects are managed from our Barnsley offices by teams of project

managers, editors and sound implementation engineers.

In 2019, PitStop further invested in its voiceover department by expanding into motion capture services

with voice recording, resulting in the purchase of its new Head Office in Barnsley; Brook House. This

houses the project management and editing teams, with space for departmental and client meetings.

Being situated near major road networks, and adjacent to a Holiday Inn hotel makes it an ideal place for

international clients to visit.

PitStop provides voiceover and localisation services to clients all over the world. Over the years this has

been the most expanded department of the business. The investment into motion capture and

additional office and studio space, has resulted in substantial growth and has created more jobs in the

Barnsley Head Office, demonstrating how well the business has managed expansion.

The link to our latest showreel demonstrates what we have recently achieved:

Voice and Performance Capture: https://vimeo.com/156299842/1a7529eac8

Music Department

PitStop provides bespoke composed music for video games, television, adverts, theme parks and films. In

the early days of the business, music creation was central to the company’s success, but this has changed

over the years.

The industry has seen an influx of music creation studios set up in recent years, and therefore

competition for commissioned work is at its highest intensity.

What makes PitStop unique is its ability to achieve work in this area is due to the way in which the team

collaborates alongside the other departments within the business. Whilst there is an abundance of

composers, there are very few who have the facility and infrastructure to create, edit and adapt the

music to work with the voice and sound design. We are able to add and subtract instruments from

recordings in order to create the best mix.
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Over the past five years the company has dedicated time and resources to perfecting this service which

has led to more and more developers of games eager to work with PitStop, with the one-stop process of

ensuring high quality audio in games.

PitStop offers music composition services in all styles, and its facility at Capitol Park houses 3 recording

studios, 1 vocal booth and 1 live room. The live room is designed to record live instruments/bands and

small ensembles.

Each of the recording spaces have been purpose-built, acoustically treated and sound-proofed to ensure

the output is of the highest quality and fitted with 5.1 Surround Sound.

For larger scale recordings, such as full orchestral works, PitStop has an established studio partner based

in Budapest.

The link below demonstrates PitStop’s latest work
https://vimeo.com/276041662/8d8e0026f2

Visual Department

PitStop’s visual team creates animation, graphics, VFX, filming, and green screen services for adverts,

film, television and video games.

The team of four is the smallest team within the company but have created a wide variety

of work.

In 2019 John Sanderson decided to re-brand the visual department to PenelopeVFX. It was

felt the uniqueness of the visual team wasn’t achieving the recognition it deserved. This

was also as a result of PitStop becoming widely recognised as the one-stop audio place to

go and the various audio awards the business was winning.

The Lockdown in March 2020 meant the work the team had in production was severely

delayed. The decision was made to use this time to create our own movie. Laika is a short

film based on the true story of the first dog that was sent up into space.

The film is an action movie with a subtle twist of horror. Moreover the production

demonstrates what the entire PItStop team is capable of. Everything in the film (sound,

music, VFX filming) was created in Barnsley and it is hoped will achieve the team the

recognition and acclaim it deserves.

The link below demonstrates our latest work
KWWSV���YLPHR�FRP������������F�FF��DE�
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Sound Design Department

PitStop provides / creates and implements sound effects into video games. Almost every game made has

some element of sound design as part of its content, from the sound made when you press a button, to

the wind whistling through the trees while stalking out a beast on a mountain, to the sound of the beast

itself.

Sound effects are available in library form which can be processed and digitally altered, or they can be

created from scratch using various recording techniques. As the scope of work has evolved for the 12

strong team, the need to create our own sounds is becoming more and more important.

Once a sound has been created it needs to be implemented into the game. This is quite a skilled process

as the sound designer has to configure how and when the sound triggers and in many cases work out

how the sound will change depending on your proximity to it as a player. For example, the sound of the

wind through a tree will change depending on if the player is under that tree or walking away from it.

In addition our clients require our sound designers to work on various software platforms. These are

basically the sound design programs that the games industry uses. The main ones are Unity, Unreal,

Wwise, and Fmod. Our team can work in all these formats.

The sound design team is based at Capitol Park on the upper floor of the building. The team works in an

“open plan office space” which allows for them to work collaboratively. As well as this there is an

additional 5.1 surround studio. They also have access to the downstairs studios which are ideal for

mixing.

Over the past 5 years a huge effort has been made to grow and evolve the team. We have historically

filled vacancies for sound designer roles with staff who initially worked with us as freelance voice editors.

This process has allowed the PitStop to test the ability and suitability of the individual, and allowed the

individual to understand the team and their role. Up until recently this process has been very successful.

In recent months, recruitment of experienced sound design staff is proving more and more difficult. The

company realises it has to deal with this issue by having the means to train up and attract new and

experienced staff to Barnsley.

Out of all the PitStop departments, Sound Design is the area the company needs to be able to expand

the fastest. We are now being approached by companies across the world for sound design services. The

reason for this is that video game sound content is getting bigger and bigger and developers are finding

they need support from larger teams, whereby historically a single individual in-house would suffice.

There are many game developers who do have significant audio teams in-house but there are just as

many that don't. The reason for this is due to floor space shortage in town centre offices, and the fact

that employing a full time in-house sound team is not as economically efficient as hiring our team ad

hoc. PitStop is in a position to offer multiple sound design teams to multiple developers for the specific
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time period the developer needs it. It allows the developers to have a bigger, diverse team working on

their audio and therefore the quality is far better.

PitStop wants to expand its sound design team and services. For this, It needs a facility to create/make

its own unique sound effects. It also needs the facility to attract the best sound design talent to join the

team. As well as this, the unique way PitStop is set up means that we can begin to make a real difference

in the way video games sound.

The current recording space PitStop has is not sufficient for its mid and long term growth.

The link below demonstrates the sound design team’s latest work
https://vimeo.com/158161596/0b1d7b3155

Our Credentials

PitStop Have worked on hundreds of games and world famous attractions over the years. The company

website has more information on this.

https://pitstopproductions.co.uk

The PitStop Team

PitStop employs a total of 45 staff, 26 of which are employed on full-time permanent contracts.
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41% of the staff have been working for the business for 3 or more years

24% have worked for the business for 5 or more years and

9% have been with the company for 10, or more, years.
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The diagram below shows where our Barnsley workforce travel from to work at our Barnsley head

offices. The second diagram shows where those who relocated in order to work for PitStop originally

resided.
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The graph below shows where staff have originated from.
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The graph below shows the qualifications the PitStop team hold, as well as whether they studied in the

North of England.

The diagram below shows our staff retention rates over the past 3 years.
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The final diagram shows how the company has created ‘better jobs’ within the area.

As is evident from the data shown, the spread of employee location does not make the Barnsley location

a necessity for the business. However, the team are very much wanting to stay in Barnsley and many of

the staff are planning on moving closer to work.

The team are also quite excited about the difference PitStop can make in Barnsley as the company is

becoming regarded as quite a unique and creatively exciting place to work.

As is shown, PitStop has a talented and educated team of young people working in a niche industry.

The challenge for the business is to grow this team even bigger within the Barnsley area and provide

more and better jobs.

THE GROWTH OF PITSTOP

In the past three years, PitStop has significantly grown. For the 6 months of trading this year. The

company has seen sales increase by 122% and a net profit increase of 375%. Despite the Covid pandemic

the company has displayed resilience and this is due to the way it has structured its departments and

also its position in the games and digital market.
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The graph below shows the financial growth and estimated growth of the business

Please note that these predicted rates of growth take into account the set up and running of the Sound

Design Creation Centre.

The diagrams below show PItStop’s past, present and estimated job creation as well as our recruitment

rates.

.
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The letter below is from PitStop’s Accountants who have been asked to support the companies claim of

expansion and confirm its financial growth
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Future Growth

PitStop realises that it cannot allow itself to stand still. It owes it to the  existing team to gain a bigger

and more influential presence in the games and entertainment sector. While the company has rejected

offers to be acquired, it is in the early stages of exploring potential investment opportunities that have

been presented. The investment may not be necessary as the business may be able to sustain this with

its own resources.

With the Sound Design Creation Centre realised, the business is confident in creating a further 15 new

jobs within a year of its completion.

However over the next 5 years, through expansion of services, it plans to create a further 50 jobs. This

would give the company a workforce population just shy of 100.
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How the Company intends to expand

PitStop’s growth strategy at this stage is being achieved on a department by department basis.

It is important to understand that PitStop is attempting to be the world  leading  one stop supplier for

audio and visual services.  The combination of cross selling our services is where the company will

achieve its digital niche.

Stage 1 - 2018-2021 - Expansion of voice over department

Expand recording studio capacity from 3 studios to 8

Purchase of additional office facility in Barnsley at Brook House Dodworth

Expand US and European client base

Create 20 new Jobs

Offer animation services to extend motion capture services

Stage 2 - 2019-2023 - Expansion of Sound Design Department

Evolve and expand sound design team from 5-25

Expand and create world first facilities to attract new clients and employees

Create facility to support sound design training and excellence

Evolve relationships

Expand client base throughout UK Europe, Asia and US

Stage 3 - 2021- 2024 - Expansion of Visual Team

Expand and evolve visual department

Purchase rental of office in Barnsley to create 12 new jobs and 30 freelance jobs

Create firm foothold in video game mocap  animation sector

Create own IP for TV

Expand position in theme park ride sector

Stage 4 - 2022 -2026

Begin process of investor opportunities to lead to flotation of business

Begin process of acquiring other audio and visual companies

Expand and combine services to achieve a strong foothold in games TV and theme park market

Create PItstop degree - modular degree

Case study of how investment in the voice over department has grown the business

In 2018, PitStop began R&D (research and development) into how we could better record voice actors

and at the same time capture their actions and movements while performing these lines.

We had a client who we had a successful history with who also wanted to use this process in their next

game.
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In 2019, PitStop purchased Brook House to accommodate the expansion of the voiceover department.

As well as this, the company opened and built a studio complex in Croydon, Greater London. The

business had realised that in the next 5 years, more and more clients would need to capture the actions

and voice of actors to dramatically improve the quality of the performances in game.

In 2020, PitStop further expanded the studio facility by adding an additional floor to its studios in

London, and in February 2021 will be able to offer 5 voiceover recording studios in London, three of

which are fitted with motion capture cameras.

This investment has been a huge success for PitStop with the company showing a massive upturn in

growth of business for the first half of this financial year.

FUTURE ISSUES

Recruitment

PitStop’s location has proved challenging for the company in terms of recruitment. To attract outside

skilled employees to Barnsley has, and will, be an issue for the foreseeable future. However, since 2007

the company has overcome this issue by a process of slowly building the business allowing it time to

find, build and evolve the team.

At this juncture in the company’s growth it does need to recruit from outside in order to locate and

attract experienced personnel. The workforce PitStop is trying to attract are not always money

motivated. Sound design for all its current team is as much a way of life as it is the job. Without

exception the sound design team at PitStop are passionate about their art and strive to continue to

improve.

The Sound Design Creation Centre would be the ‘dream facility’ for sound designers, as it would be a

facility that would allow them to create and express sound in a way that they would never have been

able to before. The ability to record sound both indoors and outdoors in a purpose-built space that takes

consideration for microphone positioning, wind baffling, and safe spaces where objects can be dropped

from height and perfectly recorded, would be a huge magnet for the workforce the company is looking

to attract.

PitStop is an independent creative services company. The industry terms this as an ‘Indie’ meaning that

the company is not owned by parties that have obligations to specific consoles or publishers.

Competition for audio work on a global scale is becoming tougher as more and more people are trying to

work in the industry. Music producers, film composers and sound artists are migrating towards games,

and while this is welcomed, PItStop needs to be able to stand out from the rest.
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The company knows that a Sound Design Creation Centre would firmly establish the business and help

establish its Barnsley location as an audio niche location on the games industry world map.

Competition

At this moment in time the games industry is in a process of bigger companies acquiring smaller games

companies. Companies such as Sumo Digital in Sheffield (https://www.sumogroupplc.com) and Team17

in Wakefield (https://www.team17group.com) are such examples of companies acquiring smaller

developers.  The same model applies to service companies (of which PItStop is categorised). Companies

such as Keywords (https://www.keywordsstudios.com) and PoleToWin (https://www.ptw.com) are

attempting to buy up companies to strengthen their presence in the world market. These companies are

the competition PitStop faces.

PitStop has historically competed very well against these giants. This has been achieved by the company

positioning itself as a high-end quality business priding itself on its attention to detail in the way the

company works with its clients. John Sanderson describes it as clients having the choice of either staying

in a 5-star Boutique Hotel or a Budget Hotel. This strategy has worked well for PitStop but it has to

enhance its services and quality to ensure its future survival and growth.

The Sound Design Creation Centre will, without doubt, bolster PitStop’s position and reputation. Clients

will be attracted to the idea of knowing their in-game sound is unique. Marketing departments will love

the multiple stories and editorials that will evolve from such processes and this will in turn make the

facility and PitStop more desirable to future and new clients.

Standards and Technology

The games industry is forever changing with new technology and processes being introduced at a huge

pace. While the industry is settling into a routine of process, its very culture is based on creating new

and fresh concepts for players.

PItStop has historically been very successful in keeping abreast of these changes and progressions. The

company, as with its investment in motion capture with voice over services, has managed to offer the

right services at the right time.

As will be later discussed in this document, game audio has recently been given closer attention by the

technology included in the latest PS5 and Xbox Series X launches. Both consoles have made surround

sound and sound positioning a focal point, and consequently audio content and standards will increase.

Historically, audio has taken a back seat to other aspects of video game development, but due to the

new platform launches and the demands of players wanting bigger and better production quality, audio

will now garner far more attention in the game development process.
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THE VIDEO GAMES INDUSTRY

The Video Game Industry - State of play - Audio

The following information is provided to support the claims made in this document about the market in

which the proposed Sound Design Creation Centre will function.

The following section refers to the growth and reasons for growth in the game audio section of the

industry:

Future trends in video game development

Audio in video games has greatly progressed since the original bleeps and bloops ‘chip’ sounds. In fact,

the graphics have also drastically improved alongside the capability of the hardware that run video

games.

Recent developments in ‘next gen’ consoles have gathered a lot of excitement in the video game

industry, specifically amongst audio professionals who cite the biggest change in audio capabilities for a

long while. This is due to “3D audio”, which can very crudely be likened to ‘surround sound’, or at least

described as something that will improve how sounds immerse you into a video game world, by adding

realism to how the sounds function around you.

Because of 3D audio and improvements of ‘surround sound’ there is a need to improve the audio in

video games as a whole. What 3D audio means for next-gen games can be simply defined as meaning

“that [sound designers] can go into more detail, more layers, more plug-ins. So, making things sound like

they're more in the space” notes Jay Kazi, Senior Sound Designer at Sumo:

https://www.ign.com/articles/3d-audio-ps5-xbox-series-x.

With the introduction of 3D audio on next gen consoles, it is becoming harder and harder to rely on

sound libraries to provide the quantity and variation of sounds needed. Especially since 3D audio now

requires objects to be recorded from multiple perspectives in order to effectively portray realism. The

developers/audio team behind Microsoft Flight Simulator echo these thoughts, "We quickly realized we

would have to start from scratch and record all original content if we were going to reach our goal of

defining a next-gen audio standard”. Further commenting "We needed more perspectives to create a

breathing 3D audio mix, multi-channel layers, more variations and longer loops":

https://www.asoundeffect.com/flight-simulator-2020-sound/.

Due to the next gen console performance improvements, graphics and environments are becoming more

and more detailed, in short, the sounds simply need to follow suit. The improved performance of the

hardware means more allocation of processing power will go to audio, and therefore game developers

are expecting that extra level of detail in sound to be added to next gen games. This is echoed by various
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game audio professionals in a recent GamesIndustry.biz article: "What's interesting with the next gen

stuff is they've improved on having dedicated hardware for doing specific audio calculations” and "Ray

tracing is an improvement that impacts audio too, allowing developers to better simulate how sound is

traveling through the environment"

https://www.gamesindustry.biz/articles/2020-11-16-what-next-gen-consoles-really-mean-for-audio.

This extra detail that the hardware can now handle in real time, means that there is a need to expand

and influence the audio standard in the games industry, to keep up with the rapidly improving

‘photo-like’ graphics.

These days, the budget rise of AAA video games are quickly catching up with the higher budgets of the

film industry too. So along with the extra allocation of hardware performance, an additional allocation of

budget for audio should follow

Other UK Audio companies similar but not the same as PitStop

The map below shows the location of what may be deemed as PitStop’s competitors. There are very few

independent companies that offer a one-stop audio solution and those that do, are smaller in size than

PitStop.  Some of these companies may just offer voice over services or have a staff that is purely

freelance. However, PitStop does compete for work with these businesses on a regular basis.

The below map shows the location of competitors:
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It is important to note that, aside from PitStop, not one of the companies listed have invested in a

one-stop facility.  The Sound Design Creation Centre will be another such first for the UK game audio

industry and it is hoped it will sincerely add to the kudos of UK game development.
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The section below has been supplied by TIGA to show the growth of the video games market :

TIGA are the network of games developers and digital publishers representing the video games
industry  (https://tiga.org)

The video games industry is one of the sectors that the UK should aim to promote over the coming

months and years. The sector is economically significant. The UK has over 1,000 video games businesses

which directly employ over 18,000 people. The video games industry indirectly supports over 30,000

additional jobs.
[1]

The game development sector generates annual tax revenues of £907 million for the

Treasury and contributes £2.2 billion to UK GDP annually.
[2]

The sector provides high skilled employment: approximately 80 per cent of the development workforce is

qualified to degree level or above. The best UK universities work closely with industry to provide well

educated and trainable graduates for our growing industry.

The industry supports economic growth in clusters throughout the UK: approximately 80 per cent of the

workforce is based outside of London.
[3]

There are Important games clusters across the UK, including in

cities such as Birmingham, Brighton, Cambridge, Dundee, Edinburgh, Glasgow, Guildford, Leamingon

Spa, Leeds, Liverpool, London, Manchester, Newcastle, Nottingham, Oxford and Sheffield.

Games development is export focused: approximately 95 per cent of games studios export at least some

of their content.
[4]

Not only do many games businesses export, but for many studios exports constitute

the lion’s share of their revenue. For example, Rebellion generates 90 per cent of its turnover via exports.

The sector is well placed therefore to support an investment and export led economic recovery.

The video games industry is relatively resilient to Coronavirus engendered lockdowns. Games

development is a highly collaborative process. Fortunately, games development is a digital sector and

work can be undertaken and delivered remotely.

Our video games studios operate in a growing industry: there were 3.1 billion games consumers in July

2020; research from Unity comparing global mobile and PC games usage for the period January to May

2020 with the equivalent period in 2019 showed a 46 per cent increase in daily PC gaming and a 17 per

cent increase in daily mobile gaming during the lockdown; and research from Superdata suggests that

digital spending grew 12 per cent year on year in 2020, reaching $127 billion across mobile, PC and

console.
[5]

Since 2014, employment in the sector has grown by an annual average of 8.9 per cent.

Investing in the UK video games sector means investing in an industry of the future. With the right

support, our video games sector has the potential to create more high skilled jobs in games businesses

across the UK in an industry that is export focused and pandemic resilient.
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[1]
Gibson, N. and Wilson, R., Making Games in the UK 2020 (TIGA, 2020).

[2]
Gibson, N., and Wilson, R., Making Games in the UK 2020 (TIGA, 2020).

[3]
Gibson, N. and Wilson, R., Making Games in the UK 2020 (TIGA, 2020).  .

[4]
Wilson, R., Business Opinion Survey 2020-21 (TIGA, 2021).

[5]
https://www.gamesindustry.biz/articles/2021-01-06-digital-games-spending-reached-USD127-billion-in-2020

The following letter of support has been supplied by UKIE who are the trade association for UK games

and interactive entertainment industry. This further outlines the growth of the video games industry

(https://ukie.org.uk)
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THE SOUND DESIGN CREATION CENTRE IN DETAIL

The Functionality of the Sound Design Creation Centre

The Sound Design Creation Centre will aim to service the growing needs of game developers. With

access to such a dynamic recording space, there will be opportunities to further tailor PitStop’s services

to meet the needs of its clients. For example clients could be invited to join a ‘recording session’ where

set sounds required by the client’s brief will be recorded live. For example, the client may want PitStop to

capture something exceptional like a piano being dropped from a height, an engine of an old VW beetle,

footsteps in muddy puddles, gravel and sand, stone being hit outdoors by a sledge hammer. They may

also want to hear and see what they have recorded working in-game and tweak, change and re-record

sounds as they feel necessary.

The Sound Design Creation Centre will allow this to be done efficiently and to the highest standards. Our

clients will have the freedom to experiment with recording both inside and outside and always be able to

hear the sounds integrated into the game. PitStop are very confident this facility will be of huge appeal

to clients from all over as they will have the space and technology to create, record and test sound

effects.

PitStop needs to attract better and more skilled staff as well as be able to train and evolve talent it has

nurtured. It can do this by offering facilities and quality of work that attracts talent to the area.

The Sound Design Creation Centre will enable the business to grow and the skill set of all the team to rise

and flourish.

Not discussed in this section, is how the Sound Design Creation Centre plans to work with Universities

and Colleges, but this will be covered later on in the document.
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The sketch below is a suggestion of how the Centre could look, The unique use of space allows the indoor and

outdoor processes of recording to work seamlessly and simultaneously.
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The outdoor space at the back of the centre will feature partitioned areas to allow the recording of

sounds that need additional sound insulation from the elements, such as wind and rain.

There will also be hoists fitted to facilitate objects being dropped from height.

How the Sound Design Creation Centre will grow the business and create jobs

The key to PitStop’s growth and future success is the ability to predict niche opportunities in the market

place and be able to quickly utilise them.

There is no such facility in the UK that has been designed and built for specific indoor and outdoor sound

design creation.

The reasons for this are:

Ɣ This area of the games industry is still relatively new

Ɣ The freelance nature of the industry means it has not been financially viable for many companies

Ɣ Until recently game audio has been relatively undervalued

The chart below shows the new jobs PitStop plans to create in the  first two years of its creation.
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Attached at the end of this proposal is a letter of support from Barnsley College detailing the strong links

the company has with them in helping design curriculum, delivering lectures and masterclasses.

The table below shows our current staff occupancy along with their potential maximum occupancy
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&UR\GRQ � ��
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PitStop needs to make it clear that not all the jobs it will create will be housed in the proposed centre.

The facility itself will perpetuate jobs throughout the existing offices.

The Sound Design Creation Centre will monetise in the following ways
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Ɣ Attract AAA game developers to work with PitStop as their audio provider.  An audio budget for

such AAA titles generally equates to 5-8% of the games budget. An average overall budget for a

AAA game title is in the region of £12-£20 million .

Ɣ Be a creative rental space for game developers. The facility would allow other audio

development teams to rent the facility in order for them to create their own sounds on an adhoc

basis. The hire rate for full use of the facility will start at £1,200 up to £2,000 per day.

Ɣ The Centre plans to monetise from associated training and development courses. In Year 2 of its

opening, PitStop plans to publish and sell unique sound libraries to world wide sound designers.

All of these sounds will have been created at the Sound Design Creation Centre.

The below chart summarises how the SDCC will monetise

PitStop envisages a year on year growth of at least 25% to the business . Based on the letter supplied by

the Company’s Accountants  and the letter provided by UKIE about the games industry growth the

company considers this growth to be conservative in its predictions.
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What makes the Sound Design Creation Centre so unique

There are no other comparable facilities in the UK, probably not in the world, which have been

specifically built for the creation of sound effects in video games.

There are indeed many recording studios throughout the UK but there is nowhere that has the facility to

effectively record sounds both indoors and outdoors and then have the ability to immediately test and

implement them into the game.

This is not to say sound has never been recorded outdoors before, but to have the flexibility to record

indoors and outdoors in one purpose-built facility would be a world first.

The core of the Centre’s success will be PitStop’s ability to attract bigger contracts from existing and new

clients throughout the world. The key to this is having a skilled, experienced team with a facility that

allows the expression of creativity to be achieved to the highest of standards.

For the type of games PitStop are planning to work on, the sound effect assets needed will be created

based on either PitStop creating an asset list or the client. The sound in most cases will need to work

WITH the gameplay and therefore a screening room will be necessary.

The indoor facility will have two floors: (these sketches are for demonstration only and not designed by

architects)
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Ground Floor:

Recording Hall: Allowing the recording of large objects to recorded in multiple ways using

variety of microphone setups. The space will also house a crane system that will

enable  the dropping of large objects.

Recording Studio A: Control Room which will Record the sounds created in the Foley Room

Foley Room: A Space to record Bespoke sound effects in a controlled internal Space.

Storage Space: Space to store Microphones and Props for Future Recordings

Kitchen: Green Room space for Staff and Guests

Foyer : Space to sign in meet and greet Clients

Top Floor:

Recording Room: A control room that will record the sound being made in the Recording Room

Mixing Rooms: An acoustically treated space to review/mix and implement sounds into game.

Meeting Room: Space to meet and discuss with staff and clients.
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The Uniqueness and Opportunity

PitStop are very confident that the time is right to expand into opening its Sound Design Creation Centre.

It has a proven track record in anticipating what the games industry audio market needs and is of the

view that there has never been a better time to do this.

The company is also certain that such a facility will attract talent from outside the area, something it very

much needs and the conversations they have had with educational establishments are very positive.

How the Sound  Design Creation Centre lInks with Pitstop’s other offices

The uniqueness of PitStop is that it can serve as a one stop solution for games industry audio. Bigger

clients much prefer to work with this type of service as it is time effective and, more importantly, the

process of blending music, voice and sound design is a process that can significantly improve the quality

of the game. Therefore a client visiting Pitstop for these services will spend time in each of the

company’s departments formulating the creative strategy for the game.

The sound design creation centre will be the location where sounds effect creation is prepared, trialled,

tested and implemented into the game. It will crossover with time spent at Unit2 whereby the music

creation can be treated in the same way, and in Brook House where casting samples are reviewed and

discussed.

The company sees the facility as being a place which is ‘booked’ for sound effect recording sessions

whereby within those booked sessions many different processes  of recording multiple sounds effects

can be carried out.

The indoor outdoor facility means that our clients have the freedom to try out multiple processes to

achieve the right sounds for the games they are working on.

Once recorded the client can hear/test  these sounds in game and therefore quickly and effectively

decide their suitability.

Logistics: How the Sound Design Centre will Function alongside the Other offices

PitStop’s Sound Design Team is located at Unit 2 Capitol Park Barnsley S75 3UB.

It is intended to locate 5 permanent staff  at the Sound Design Creation Centre .

The rest of the team will travel from S75 3UB when necessary to record or create sounds

The distance from S75 3UB to the proposed Windhill lane site is  5.2 miles or 7.9 if the M1 is used.
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Pitstop intends to have a pool of electric cars to transport staff from one site to the other. The intention

would be to have multiple electric charging points as each site.

The company envisages a wide array of clients from all over the country and the world wishing to use the

facility. With visiting clients from far afield the company intends to operate a system whereby

international clients would be accommodated at the Holiday Inn Hotel which is directly opposite the

company’s head office and transported to the site by one of our electric vehicles.

Many of our clients use public transport and we intend to pick up and drop off at relevant train stations

and airports, as we historically have, with one of the electric vehicles.

Evidence of the Suitability  of the Site

As demonstrated, PitStop requires the space to have a bespoke building without the  interference of

other offices within its immediate vicinity. The reason for this is that the space would require enough

distance to not have its work interrupted and to also not interrupt other company’s work.

The site does not need to be completely silent, but does need to be  far enough away from any serious

noise pollutants  e.g. busy motorways, heavy plant equipment/ schools . The site at Staincross meets this

criteria, as the positioning of the building would enable relatively quiet recording at the back of the

proposed structure.

When this criteria of significant outdoor space combined with a bespoke purpose built facility there is

very little alternative option within the borough of Barnsley.

Environmental Ecological Offset

In anticipation of the Sound Design Creation Centre going ahead the company has secured the services

of a planning consultant who will provide the relevant surveys to ensure the ecological balance of the

site is achieved and is an improvement on what is there at present.

Pitstop has every intention of ensuring the visual/aesthetic appearance of the site is improved as well as

helping contributing to grow the local economy.

The company intends to encourage all its staff to move to electric vehicles and this will be demonstrated

by the creation of multi EV points throughout its premises as well as a pool of electric vehicles for

company use.

Research Into Other Locations
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The company has  attempted to locate other such sites. Barnsley council did share with PitStop a list of

its commercial property and PitStop has also added to that by locating other commercial property spaces

through local estate agents and property websites.

The list below shows the sites that have been considered.

All the current properties available are unsuitable for PitStop to use. Those sites that do have land are in

locations where the cost or size and proximity to unwanted noise pollutants  would also not be suitable.

The below chart shows why they are not suitable.
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Long Term Growth of the Sound Design Creation Centre

In the first three years of the centre’s evolution PitStop plans to attract larger projects from an extended

client base.

The company has already achieved a positive response from major developers throughout the world and

based on the SDCC happening PItStop is very confident that the business will significantly grow. The letters of

support found at the end of this document justify this.

Based on the SDCC  being built, the company expects to see an up turn in sound design work of around

50-100% over the next 5 years

The announcement of the sound design creation centre will attract a great deal of attention within the game

audio community and therefore put PitStop firmly on the world stage.

The letters of support offered from a wide array of businesses/ trade representation groups and Barnsley

College already demonstrates this.

Alongside all this the company is formulating a marketing strategy that will ensure the services the business

provides is firmly on the games industry radar.

Timing and Progress

As stated in this document, the pace of change in the digital arena is ferocious. For the first time in its 24

year history, PItStop would really benefit from the support and swiftness of the council to help the company

achieve its objectives.

To lose momentum on this in the current market would be a waste of the company’s potential but more

importantly, deny Barnsley the chance to create more high quality jobs as well as being part of a world first
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How the Centre will Function with Colleges and Universities

PitStop are already in conversations with Barnsley College, who support what the business is intending to do.

The fundamental way in which this will occur will be PitStop working with these institutions to integrate the

facility with the courses that the College will offer.

PitStop are in the early stages of creating its own degree course with a purpose of giving this to Universities.

The idea would be to create a modular degree whereby Local institutions can utilise the infrastructure

PitStop has created.

The intention is to make Barnsley the UK centre of game audio excellence. The SDCC will help attract

students from all over the world offering them apprenticeships /internships in conjunction with the colleges

to create word leading game audio courses.

This will not only mean the area educating students from outside the area it will help solve PitStop’s long

term recruitment issues.

Attached at the end of this document is a letter of support from Barnsley College.

SUMMARY

Ɣ The company intends to be the global centre for game audio excellence

Ɣ This is a world first concept and will achieve huge positive attention for Barnsley

Ɣ PItStop is a thriving and growing business working in the digital sector
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Ɣ Historically the company has demonstrated it’s experience in growing and evolving and how this

can be successfully achieved

Ɣ The intention of the business is to grow further in the future basing itself firmly in Barnsley

Ɣ The company is confident that the proposed Sound Design Creation Centre meets the objectives

within Barnsley’s Digital Economy Policy and will create  at least  15 ‘better’ jobs in the first two

years of its realisation

Ɣ This growth will lead on to generate more ‘better’ jobs in other departments as the one-stop

audio visual reputation of the business flourishes

Ɣ The Sound Design Centre will create 50 new and better jobs in Barnsley over the next 5 years

Ɣ The facility will entice talent outside the area to relocate and work at Pitstop

Ɣ This facility will also allow PitStop to offer collaborative training for future sound designers

through their partnership with local colleges and universities

Ɣ PitStop would propose to visually enhance the current site, within agreed limitations.

Furthermore and more importantly, meet biodiversity net gain requirements to offset any harm

to the green belt status of the site. This will be done on the advice and guidance of

environmental/ecological specialists

Ɣ The centre will focus national attention on the intentions, ambitions and support of Barnsley

Council helping it attract more business and be on the radar of future niche technology

companies

Ɣ Pitstop needs to realise this centre as quickly as possible to further evolve its foothold in the

games industry space

Ɣ Without this facility Pitstop may have to move out of the Borough

Ɣ The Sound Design Creation Centre will be part of PitStops intention to open further offices in the

borough of Barnsley and will enable PitStop to remain in Barnsley, helping the business to grow

significantly and at the same time contribute to the local economy

Letters of Support  Pitstop have obtained for the Sound Design Creation Centre

As is demonstrated below there is huge support for what PItstop is wanting  to achieve. These letters are

from a variety of clients/ trade organisations and educational institutions.
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