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Transcript
Interviewer:
Okay, I’m here with Lindsay Gardner of Vapor Music. I know it’s a bigger group, but you also work with their gaming audio division. Could you introduce yourself and talk a little bit about how you got into the industry?
Lindsay Gardner:
So I’m freelance, and I work with Vapor Music in their Vapor Gaming Audio department.
For Vapor Music, I cast commercials as part of the team there. I also do casting, video directing, and voice directing for the video game department. I’m also a voice actor myself.
I write custom copy for video game demos and commercial demos, so honestly every day is something different. I don’t really focus on just one thing. I enjoy all the different aspects of the industry.
I think one of the biggest benefits of freelancing is flexibility. I can work really intensely for two weeks and then completely shut down for a week if I need to.
Interviewer:
I know the feeling. I also see you’re rocking Blue Jays gear, so clearly you’ve got good taste.
How did you get started in voice acting and performance? I know you studied drama and performance-related subjects.
Lindsay Gardner:
Yeah. I always wanted to be an actor.
Every year as a kid I asked Santa Claus for an agent for Christmas. I remember later, one agency owner joked that if they’d known it was that easy, they’d have sold agents directly to parents.
I grew up in a small town and participated in local theatre productions. Then I went to university for English, anthropology, and drama.
I was always torn between teaching and acting. I actually got accepted into teacher’s college and was working at a Montessori school, but about a month before I was supposed to start, I realized I couldn’t do it.
I needed to get back into performing.
So I started working in schools, casting offices, and anywhere I could just to stay in the industry.
Eventually I stopped pursuing on-camera acting after a really bad experience with an agent.
One day she told me I was fantastic and was going to be a huge success. Then I mentioned I had a small tattoo on my shoulder.
The next day she basically told me I was too old, untalented, and that my career was over.
I was 23.
So I decided, “Forget that.” I called a casting director I’d worked with and told them I was ready to move into the assistant side of the business instead.
That ended up changing my whole direction in the industry.
I eventually worked at Noble Caplan Abrams for about ten years in a bunch of different roles — covering agents, running studios, helping with voice departments, all kinds of things.
That’s really where I first got deeply involved in voice work and casting.
People kept encouraging me to stay in casting and directing because I already understood how to work with performers.
During COVID, I transitioned into another casting agency where we did a ton of free and very low-paid workshops and voiceover classes just to help people keep creating.
We originally made classes free, but so many people signed up that the registration system broke, so we had to start charging five dollars just to manage demand.
Interviewer:
That’s actually kind of amazing.
Lindsay Gardner:
I loved it.
Through all of that, I almost accidentally ended up interviewing with Ubisoft.
The casting company I was working with needed another person for game work, and through a bit of miscommunication someone higher up was told, “Lindsay can do it.”
Ubisoft basically responded with, “Perfect. She’s hired.”
Normally there would’ve been way more interviews and vetting, but instead it was like, “You start Monday.”
I thought, okay, I know auditions, I know performers, I can figure this out.
Interviewer:
Trial by fire.
Lindsay Gardner:
Exactly. It was very different though.
Apparently one of the engineers I worked with thought I did really well, because years later he told me he’d recommended that they hire me permanently.
That led to an interview for The Division: Heartland.
Unfortunately the game was canceled, but that team was incredible and I learned so much.
I got to observe Amanda Wyatt working closely with actors, and watching her relationship with performers taught me a lot about how to direct with empathy and collaboration.
From there I was recommended for Avatar: Frontiers of Pandora.
Adam Ritchie from Massive Entertainment had worked with me previously and suggested they bring me in.
Interviewer:
And you were involved with the mocap work too, right?
Lindsay Gardner:
Yeah, and it was incredible.
Because of COVID restrictions, I ended up supporting the motion capture team directly.
The mocap work was fascinating. They were using first-person cameras and some incredibly talented performers.
One of the performers playing the player Na’vi was basically a contortionist and circus performer. They could move in ways that honestly didn’t seem physically possible.
I ended up working closely with the dialect team.
The coaches couldn’t always be present, so I became the bridge between the dialect coaches and the performers. I’d receive notes from the coaches and then relay them directly to the actors.
At first I didn’t fully know the dialect myself, but over time I learned it enough to help guide performances and answer questions.
What I’m really good at is helping people feel comfortable in uncomfortable environments.
And that cast was phenomenal. Working in mocap gave me a completely different kind of relationship with performers.
Interviewer:
That’s amazing.
I saw your panel yesterday, by the way, and it was really fascinating watching the process happen live.
One thing that kept coming up whenever I read about your work was empathy, communication, and making sessions feel collaborative and fun.
Do you think that negative experience you had when you were younger shaped the way you work with actors now?
Lindsay Gardner:
Absolutely.
I made a lot of mistakes trying to become a performer. I dealt with bad industry practices and situations where people were charging actors for things they shouldn’t have been charging for.
A huge part of my goal now is helping people avoid some of the bad experiences I had.
I just want people to feel respected.
I was also bullied a lot growing up, so I’ve always been very sensitive to people being treated badly just to boost someone else’s ego.
I try to lead sessions by thinking about how I would want to be treated.
Every performer works differently, though. Some want lots of feedback and collaboration. Others want space.
Sometimes in sessions I’ll ask performers whether they want me reading lines with them or whether they’d rather do all their takes solo.
Some people love having the interaction.
Others don’t want it at first because they think needing help means they’re not good enough.
Then halfway through they’ll suddenly say, “Actually, yes, read with me.”
And that’s completely okay.
Interviewer:
Right. Everyone processes performance differently.
You mentioned teaching earlier. Do you think your years coaching actors helped shape how you direct now?
Lindsay Gardner:
One hundred percent.
My old schedule was basically actor after actor, every thirty minutes, all day long.
One session would be theatre. The next would be audiobooks. Then commercials. Then animation.
Interviewer:
So in a single day you’d get everything imaginable.
Lindsay Gardner:
Everything.
Most of the time I hadn’t even read the scripts beforehand, so I became extremely good at cold reads.
I’d jump between voice booths and on-camera auditions constantly. Sometimes I was literally holding hand puppets for eyelines while trying to record actors.
That environment forced me to learn how to communicate with every type of performer at every experience level.
My job was helping actors feel confident.
If somebody wasn’t ready after thirty minutes, I’d tell them to go learn their lines and come back later. I’d even skip lunch to help them get there if needed.
Not because booking the role mattered more than anything, but because I wanted them to leave feeling confident about what they delivered.
That process also taught me how to analyze audition sides very quickly.
You learn to understand why certain scenes are chosen for auditions.
For example, a lead television audition might include three scenes that aren’t even about the plot. They’re there to test your emotional range.
Can you play vulnerable? Angry? Romantic? Funny?
Can the audience believe this character arc over an entire season?
Interviewer:
And actors have to communicate all of that in such a tiny audition window.
Lindsay Gardner:
Exactly.
So I became very focused on intention and “want.”
Why is the character saying this line?
As long as the performer commits to a strong choice, authenticity usually comes through.
Honestly, in auditions, a bold wrong choice is often better than a safe flat one.
Casting directors can redirect someone who commits fully.
But if there’s no commitment at all, there’s nothing to build on.
That’s what auditions are really about.
Interviewer:
You should watch Wonder Man when you get the chance.
It’s obviously a Marvel show, but it spends a ton of time showing the actor audition process — self tapes, anxiety, endless retakes, all of it.
It actually looks exhausting.
Lindsay Gardner:
Honestly, modern self-tapes are brutal.
Actors now have to become their own director, lighting technician, editor, and performance coach all at once.
Sometimes they’re asked to shoot entire commercial scenarios from home.
Like, “Can you film this in your car and make it look like you’re going through a drive-thru?”
The amount of work performers put into auditions now is enormous.
That’s why I think spending time with actors and giving proper feedback matters so much.
Interviewer:
When you work with very experienced actors versus newer actors, does your directing approach change?
Like someone such as entity[“people”,“Jennifer Hale”,“voice actor”] — obviously one of the legends of the industry.
Lindsay Gardner:
It really depends on the individual.
Some newer actors walk in convinced they know everything.
Some veteran performers walk in completely collaborative and open.
Because I look younger than I am, I’ve definitely had veteran performers question why they should listen to me.
Usually I just say, “Let’s work through it and see what happens.”
By the end of the session, almost everyone realizes I’m not there to control them.
I’m there to offer suggestions and help guide the performance.
They can use those ideas or ignore them.
Sometimes even a suggestion that isn’t correct sparks a better idea.
That’s the whole point of collaboration.
Interviewer:
Last question, because I think they’re about to kick us out.
What are your top tips for performers trying to give their best audition or performance?
Lindsay Gardner:
The first thing is: break the seal.
Just say the lines.
The second is: settle into it.
If you’re nervous, take a huge deep breath and release all that tension before you start.
Honestly, yelling something really loudly can help too.
In game sessions especially, if I can get someone to shout something ridiculous or swear loudly first, it burns off the nervous energy.
Then when they move into the actual performance, they’re more relaxed and natural.
Sometimes I’ll ask actors random questions before a read just to get them out of their heads.
The moment they stop obsessing over the performance and start genuinely reacting, things suddenly become authentic.
At the end of the day, acting is play.
Interviewer:
Very last thing — what are you most excited about coming up next?
Lindsay Gardner:
Honestly, I’m just excited to keep working on games.
I’ve got another project coming up next year that I’m really looking forward to.
Interviewer:
Awesome. Thank you so much for your time.
Lindsay Gardner:
Thank you. I appreciate it.
