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I have created the backing sound track for a pre-made game named ‘Angrybots’. The game is set on a space station, overrun by aggressive robots. You play as a space soldier, were the aim is to hack the terminals and escape. Using a game editing app called ‘Unity’ I was able to add sounds within the game and test how they sounded. All the sounds are created by myself via mixing audio from a Foley session and sound walks. There are also a few sounds completely made with editing software.

Aims and objectives

My aims for the end project are as follows:

To implement a well flowing Soundscape that is easy to listen to.
This will be achieved by:

· Keeping the soundtrack spaced out and not too busy 
· Making sure the recordings used are of good quality 
· Having the volume levels and triggers correct throughout 

To create an immersive backing track for the game to keep the players interaction 
This will be achieved by:

· Making sure the sounds interact well with their counterparts 
· Correctly using the stereo spacing to create a 3D sound image for the user
· Although set in a Science fiction area, keeping the sounds realistic and not too outlandish

Compose a sound track to loop in the background to take away some of the darkness of the game and intrigue the player.
This will be achieved by:

· Using a simple track as to not annoy or fatigue the listener 
· Keep the attack soft on all instruments and use a higher tone
· Finding a spacelike sound to make sure no immersion is broken


Gannt Chart 

I created a Gantt chart to help me track progress and realise what needs to be doing on the task at hand. 
The original plan looks like this.
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Risk Assessments.

There were a few risks that needed to be combatted whilst I was collecting the sounds for the game. 
Firstly, on the 19th February a Foley session was conducted in the studio with other students. We all did research prior and brought in materials we thought could help us create audio for the game. As there was a group of people involved, it was decided that only one person would record sounds at a time. In addition, all materials were led on a table that had been taped off and designated as the only area to use Foley within. Wires were also stuck down and kept away from the Foley area. This was to minimialise any possible accidents whilst recording. 
Secondly, I myself went on a sound walk to collect a few sounds for the game using a Dictaphone. I Set a time frame of 1 hour and pre planned the best route to take. Keeping away from busy roads and unsafe areas. When finding a sound, I felt would fit in the game, I made sure the time I spent recording was minimal to avoid any accidents.

Target audience

The game itself is directed towards a mature audience for a PC or console platform, although since it’s a standalone mission it may fair better on PC were the indie market is higher grossing. As the game is set on a space station, this will interest any gamer with the inclination to science fiction. The controls and flow of the game is much like an FPS (first person shooter) such as Dead Space or Fortnite.  

Research 


The first video game sound effect came to the world in 1972, when Pong was brought to the attention of many avid gamers. That sonar like sound was the first consequence to an action within a Video game. Before this, all video games were silent. 1977 was when the most prolific sounds came about with the Atari Video Computer System. The audio game industry has progressively soared to higher heights to this day, becoming a very crucial part of any game design. 


To start with I decided to research the audio section of the Unity manual to get myself familiar with the different options and commands of the game engine. You can add sounds to almost any object within the scripts or just on their own. Co-ordinating the reach and volumes of the sound with the in-app interface.

 After getting to grips with the program, I started looking for ways to create sounds for our game with household objects and things I could easily get my hands on. Peter Burgis of Pinewood studios created a few videos showing how he uses Foley within his work. Celery is used for broken bones, scissors tapping together for the ticking of a clock and even standing on sugar to resemble a gritty floor.  

To help with the game audio I decided it best to research similar games and how they created the sound for it. I watched a video by Mark petty of gearbox software, who created the sound for ‘borderlands 2’, a game that is set in a more mature but similar setting to that of Angry Bots. With it having a lot of weaponry, set in a space aged setting, with lots of robots. I thought it was a great game to gain some inspiration from.  Petty did mention when making weapon sounds you should also try to include the mechanisms such as the trigger to create an extra level of immersion. Much like the different movements of the robots’ legs in my project.  

I also searched for videos by Pinewood Studios as they had worked the Foley on many titles, including Alien Isolation.  a very close style of scene to the angrybots game with immense immersion. I also studied how the sounds were acquired for Skyrim: Elder Scrolls V, as the sound effects are very high quality and immersive. Mark Lampett mentioned about ‘Making sure you used all 3 frequencies in your sounds, High, Mid and low ‘which I thought was a brilliant little trick to keep your sounds full.

With the Skyrim audio, Mark talks about how he prepared beforehand, knowing it was a natural landscape. He went out on soundwalks, finding insects and bustling winds. He also tried to find anything Nordic, which is another main feature in the Elder scrolls game. 

End Result

I believe the end project has come out very well. Many of the sounds could have been more interactive and immersive (Taking into consideration of what the other sound designers have shown). That said, the robot movements, footsteps, doors and explosions I think created quite an immersive feel to the game. Much more sounds could have been implemented more precisely (triggers within the actual game script) and also a voice line for the main character could have amplified the story for the audience. The backing sound track I have put to the game I feel adds a little mystery and fun to the game. Instead of creating a scary dystopian type feel. 











Did I achieve what I set out to do? 
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As you may be able to tell from the Gantt chart, things took much longer than I expected, and I had to increase deadlines for most of the tasks.

The project over all was lots of fun, but very challenging on a personal level. I don’t believe I spent enough time implementing the sounds into the game and more care could have been spent on the mixing of the audio. My time management is to be improved the next time I undertake a similar project, I need to recognise that somethings require extra attention. I also believe more prior research to the games setting and how to create certain sounds will have boosted the game into another bracket of quality, especially with an added voice and story line. 
The soundscape is easy to listen to, although there are a couple of sounds relating to the robot alert noises that could have been toned down a little to avoid any annoyance. I believe the backing track used was immersive. The robots’ footsteps and player footsteps work well and seem realistic. I think I could have improved the weapons audio, with a deeper track layered with it as it is a little too high pitched. The rest of the sounds seem to fit the flow of the game well. 
The backing track for the game I believe was really helpful to bring it away from being so dark and gloomy. I used a simple floating synth and took inspiration from game sound tracks like Escapists and Elite dangerous making sure it wasn’t too busy or loud. I don’t think the track breaks any immersion, if anything compliments it and adds a bit of mystery to the game. 
Overall, I would say I am very pleased with the way my project has turned out, but I would have liked to have spent a lot more time on the sound design on my backing track. 
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