GTA VI Sound Design Remake: My
Personal Deep Dive

1. My Journey: Project Scope and Initial Vision

So, | decided to jump into this project because | wanted to see if | could actually pull off
something as massive as redoing the audio for the Grand Theft Auto VI trailer. It was a pretty
scary thought at first. When | sat down and looked at that official Rockstar trailer, | realized just
how much work went into it. The original is such a masterpiece of audio layering. It has that
classic rock vibe and that Florida-inspired nostalgia that Tom Petty's music brings out so
perfectly. It is dense and incredibly polished. But for my remake, | wanted to go in a completely
different direction. | wanted to see if | could change the whole feeling of the visuals just by
changing the sound. | started with a total blank slate. | had an empty timeline and a lot of
nerves. | asked myself how | could turn this sunny, vibrant trailer into something gritty, modern,
and high-stakes. | was aiming for an electronic heist thriller feel. This report is basically a way
for me to look back at how | did it, from the first time | went looking for sounds to those late
nights spent trying to get the final mix just right. | spent a huge amount of time thinking about
how sound actually dictates pacing. Even though | didn't touch the visual edit at all, the energy
changed so much once | put in those driving electronic beats. | wasn't just trying to copy what
Rockstar did. | wanted to re-envision the whole story. | had to think about every single footstep,
every engine roar, and every little background noise to make sure it fit this new, darker look |
was going for. It was a massive learning curve for me. | had to learn about the creative side, the
technical side, and how to look at my own work with a critical eye to make sure the final thing
actually felt like a real movie experience. It was tough, but I learned a lot. | really wanted to dive
deep into the specific choices | made. For example, why did | choose a specific synth sound
over another? How did | feel when | finally got that one engine sound to line up perfectly? These
are the things that kept me going. | wanted to make sure that anyone reading this understands
that this wasn't just a technical exercise for me. It was a real creative struggle. | had moments
where | thought I'd never get it to sound right. I'd spend hours on a three-second clip, just trying
to get the right amount of reverb or the right EQ balance. But then, when it finally clicked, it was
the best feeling in the world. | hope that by sharing all of this, | can show just how much heart
and soul went into this project. It's not just about the final product; it's about the journey | took to
get there. I'll talk about the hurdles | faced, the mistakes | made, and the things I'm really proud
of. | want this to be a honest look at my process, without any of that fancy talk that sometimes
makes these reports feel a bit cold. This is just me, talking about my work, and hopefully, it's
something people can relate to. | really pushed myself to the limit on this one, and I'm excited to
share the results with you.

| think the most important thing | realized early on was that sound is the secret ingredient that
makes a trailer work. You can have the best visuals in the world, but if the sound is off, the
whole thing falls apart. | wanted to make sure that every sound | added had a purpose. | didn't
want to just fill up the space with noise. | wanted to create a soundscape that felt alive and
reactive. This meant | had to be really picky about the assets | used. I'll go into more detail
about that in the next section, but for now, | just want to emphasize that this was a total labor of
love. | spent weeks just thinking about the vibe before | even started working in my Adobe



Premiere Pro. | wanted to make sure | had a clear vision in my head so | wouldn't get lost in all
the technical details later on. It was a lot of pressure, especially knowing how much fans love
the GTA series, but | think that pressure actually helped me stay focused and do my best work.
I'm really glad | took the time to do this, because it taught me so much about myself as a
creator. | learned that I'm more patient than | thought, and that | have a real eye (or ear, | guess)
for detail. I'm really proud of how the final project turned out, even if it took a lot of blood, sweat,
and tears to get there. It's definitely one of the most challenging things I've ever done, but also
one of the most rewarding. | can't wait to see what | can do next now that I've got this project
under my belt. | feel like I've grown so much as a sound designer, and I'm ready to take on even
bigger challenges in the future. This project was just the beginning for me, and I'm so excited to
see where this path leads.

2. How | Found My Sounds: Sourcing and
Management

Finding the right sounds was honestly one of the hardest parts of this whole thing. Since | wasn't
using any of the original audio, | had to find every single sound myself. It wasn't like | could just
grab a bunch of random clips and hope for the best. Everything had to be high-quality and, most
importantly, legal. | spent a huge amount of time browsing through libraries, acting like a curator
for my own project. | was looking for sounds that would specifically support that electronic thriller
vision | had. If a sound didn't have the right texture or weight, I'd just throw it away. | ended up
building this massive custom library before | even touched my Adobe Premiere Pro. This
required a level of organization that | hadn't really used before, but it was absolutely necessary.
If | hadn't stayed organized, | would have gone crazy during the later stages when things got
really intense. | had to name everything properly and put it in the right folders so | could find it
quickly. It sounds boring, but it really made a difference. | felt like | was building a puzzle, and
each sound was a piece that had to fit perfectly. Sometimes I'd find a sound that was almost
right, but I'd have to spend time tweaking it to make it perfect. It was a slow process, but | didn't
want to settle for anything less than the best. | also had to think about how all these sounds
would work together. | didn't want them to clash or sound disjointed. | wanted the whole thing to
feel like it came from the same world. That meant | had to be very consistent with the types of
sounds | chose. It was a lot of work, but in the end, it was worth it because it gave me a solid
foundation to build on. | learned so much about the importance of sourcing and how much it can
impact the final quality of a project. It's not just about finding sounds; it's about finding the right
sounds for the specific story you're trying to tell. | think this phase of the project really helped me
develop my ear for detail and my ability to think ahead. It was a great lesson in discipline and
organization, and I'm definitely going to use these skills in all my future projects.

2.1 Choosing the Right Music

The music is really what makes the trailer work. In the original, the Tom Petty track sets a very
specific tone. To do something different, | spent a lot of time on YouTube looking for
non-copyright electronic music that felt urgent. | wanted something with heavy, driving synth
leads and deep bass. | wanted it to feel like a heist was about to happen. The track | finally
picked completely changed how | saw the characters. Suddenly, Lucia and Jason didn't just look
like a couple on a joyride. They looked like professional criminals in a high-pressure situation.
This new musical spine was the reason for every other sound choice | made. It dictated the
energy and the pace of everything else. I'm really happy with how it turned out because it really



helped me achieve that gritty thriller vibe | was going for. It was a lot of trial and error, but when |
finally found the right track, it was like everything else just fell into place. | spent hours listening
to different tracks, trying to imagine how they would fit with the visuals. Some were too fast,
some were too slow, and some just didn't have the right emotional weight. But this one had that
perfect balance of tension and excitement. It made the whole trailer feel more serious and
intense. I'm really glad | didn't settle for the first track | found, because the one | ended up with
really elevated the whole project. It was a great lesson in the power of music and how it can
completely transform a story.

2.2 Building the World: Environment and Diegetic Assets

| used a lot of public domain databases. | wanted the world to feel like a place people actually
live in, even if the music was a bit more stylized. | used the BBC Sound Library for all my
organic, high-quality background noises. | needed the beach to sound busy, so | added crowd
noises and gull cries. | also used urban traffic hums for the city scenes. These layers are what
keep the trailer from feeling empty. For the more mechanical sounds, | used Pixabay. | found
camera shutter sounds for the social media part, which helped make those quick cuts feel
shappy. | also found heavy metallic sounds for the beach gym scene and different car engine
sounds. Every sound was organized in a special directory, which made my work a lot easier. |
made sure every file was named right and backed up. This discipline meant | could just focus on
being creative once | started the actual sound design. | think it's really important to have a solid
base of realistic sounds to ground the more creative elements of the project. It makes the whole
thing feel more believable and immersive. | spent a lot of time just listening to these
environmental sounds and trying to figure out where they would fit best. It was like painting a
picture with sound. | wanted to make sure that every little detail was there, even if people don't
consciously notice it. All those small sounds add up to create a much richer and more
interesting experience. I'm really proud of how the environment sounds in the final project. It
really helps bring the world of GTA VI to life in a new way. | learned a lot about how to use
environmental sounds to create a sense of place and atmosphere, and I'm definitely going to
use these techniques in my future work.

e BBC Sound Library: This was where | got all my high-fidelity background stuff. |
needed the beach to sound like a real place, with people talking and birds squawking. It
wasn't just about making noise; it was about making it feel authentic. | also got some
great urban traffic sounds from here to help ground the city scenes.

e Pixabay Sounds: This was my main source for all the mechanical and impact sounds. |
found some really cool camera shutters for the social media montage, and some heavy
metallic clanks for the gym scene. | even found some great car engine noises. Having
everything organized in a project directory really saved my life.

By the time | was done with sourcing, | had a library that felt like it all belonged together. | made
sure every file was named properly and backed up. This really helped me stay focused on the
creative and technical parts once | started the actual work. It's so much easier to be creative
when you're not constantly looking for files or trying to remember where you put something. |
think this phase of the project really taught me the value of preparation. It might not be the most
exciting part, but it's what makes everything else possible. I'm really glad | took the time to do it
right, because it made the rest of the project so much more enjoyable. | feel much more
confident in my ability to handle large amounts of data and keep everything organized. This is a
skill that will definitely come in handy as | move on to bigger and more complex projects. I'm
really proud of how much I've learned during this process, and I'm excited to keep growing as a



sound designer.

3. My Creative Process

Now we get to the fun part: actually being creative. This is where | got to use all those sounds |
found to build the narrative. The GTA VI trailer moves really fast, jumping from aerial shots to
phone videos to car chases. My biggest challenge was making all these different clips feel like
they were part of the same story. | realized that the sound design had to be the glue that held
everything together. | spent a lot of time experimenting with transitions. For example, when the
trailer cuts from a wide shot of the coast to a close-up, | adjusted the sound stage to match. |
didn't want it to just be a flat wall of sound. | wanted the audio to breathe with the visuals. This
meant | was constantly changing the perspective of the audio to match what the camera was
seeing. If the camera was far away, the sound was muffled and echoed. If it was close, it was
sharp and immediate. | think this really helped make the trailer feel more immersive and
professional. | also spent a lot of time thinking about the emotional impact of each sound. |
wanted to make sure that the audience felt the tension and excitement of the heist. This meant |
had to be very careful about how | layered the sounds and how | used volume to create impact.
It was a lot of work, but | think the final result was really effective. I'm really proud of how | was
able to use sound to guide the audience's attention and create a more cohesive story. It was a
great lesson in the power of creative sound design and how it can be used to elevate a project. |
learned a lot about how to think about sound in a more narrative way, and I'm excited to use
these skills in my future work. | think this project really helped me find my own creative voice
and develop my own unique style. I'm really happy with how it turned out, and I'm looking
forward to taking on more creative challenges in the future.

One thing I'm really happy with is the social media montage. | wanted those clips to sound like
they were actually coming through a phone speaker. | used some filtering and compression to
mimic that low-quality mic response, and | think it really added to the immersion. In the prison
scene at the beginning, | kept the sound tight and claustrophobic. But then, when the trailer
moves to the ocean shots, | blew it wide open. By changing the room tones and acoustic
characteristics to match each cut, | was able to really heighten that cinematic feel. | spent a lot
of time tweaking these details because | knew they would make a big difference in the end. |
wanted the audience to feel like they were right there in the world of GTA VI. | think these small
touches are what really make a project stand out. It's not just about the big sounds; it's about all
the little ones too. | learned a lot about how to use filtering and other effects to create a sense of
space and realism. I'm really proud of how these details turned out, and | think they really
helped make the project more believable. It was a great lesson in the importance of attention to
detail and how it can really impact the final quality of a project. I'm definitely going to keep
pushing myself to find new and creative ways to use these techniques in my future work. | think
this project really helped me develop my skills in this area and I'm excited to see what | can do
next.

Overall, my creative process was all about experimentation and iteration. | wasn't afraid to try
something new, even if | wasn't sure it would work. Sometimes it didn't, and I'd have to go back
and start over. But that's all part of the process. | think it's important to be willing to take risks
and try new things. That's how you grow as a creator. | learned so much about my own creative
process and how to stay motivated even when things get tough. I'm really proud of how | was
able to take a simple idea and turn it into a full-fledged soundscape. It was a lot of hard work,
but it was also a lot of fun. I'm excited to keep exploring new creative ideas and see where they
lead me. | think this project really helped me develop my confidence as a creator and I'm looking



forward to taking on even bigger and more ambitious projects in the future. I'm really happy with
the final result and | cant wait to see what's next for me. | think this was a great learning
experience and I'm so glad | took the time to do it. It's definitely something I'll never forget.

4. The Technical Side of Things

Now we get into the technical stuff. This was the nuts and bolts part of the project. It's one thing
to have a creative vision, but it's another to actually make it happen with precision. | had to be
super careful about synchronization, layering, and frequency mixing. If a sound was even a few
frames off, it would ruin the whole experience. | spent hours nudging clips back and forth in the
timeline to make sure every impact felt right. It was a very tedious process, but | knew it was
necessary for a high-quality final product. | really wanted to make sure that everything was
perfect. I'll talk more about how | handled synchronization and mixing in the next few sections. It
was a lot of trial and error, but | learned so much about the technical side of sound design. |
think it's really important to have a good understanding of these technical skills so you can
actually execute your creative ideas. I'm really proud of how | was able to handle these
challenges and create a project that is both creatively and technically sound. It was a great
lesson in patience and precision, and I'm definitely going to use these skills in all my future
work. | think this project really helped me grow as a technical sound designer and I'm excited to
see what | can do next. I'm really happy with how it turned out, and I'm looking forward to taking
on more technical challenges in the future.

4.1 Getting the Sync Perfect

I made sure my Adobe Premiere Pro timeline was locked to the exact frame rate of the video.
This was something | couldn't compromise on. | focused on anchor points, which are specific
visual beats that need a matching audio transient. For example, in the gym sequence, the
sound of the barbell hitting the floor had to happen at the exact moment the visual momentum
changed. The same went for car doors slamming and tires screeching. If these didn't line up
perfectly, the trailer would feel amateur. | aimed for microsecond accuracy to make sure the
sound felt physically connected to the image. It was a lot of work, but | think it really paid off in
the end. I'm really proud of how the sync turned out. It really helps make the trailer feel more
realistic and impactful. | learned a lot about how to use synnchronization to create a sense of
realism and immersion. I'm definitely going to use these techniques in all my future work. I think
this project really helped me develop my skills in this area and I'm excited to see what | can do
next. It was a great lesson in the importance of precision and how it can really impact the final
quality of a project. I'm really glad | took the time to get the sync just right, because it really
makes a difference.

e The Gym Sequence: | spent a lot of time making sure that metallic clank of the plates
perfectly mirrored the weight's movement. It needed to feel heavy and satisfying, like you
could almost feel the weight yourself.

e Automotive Transients: Every car door snap and engine roar was synced with
frame-by-frame precision. If the tire screech lagged by even two frames, the sense of
speed was lost. | had to be very careful with this.

4.2 Mixing and Frequency Management

The biggest technical headache was the electronic track | chose. It was very busy sonically, with
a lot of low-end and bright synths. If | just dropped my sound effects on top, everything turned



into a muddy mess. | had to be very strategic about carving out space for each sound. | used a
strict frequency allocation matrix to make sure the music and the effects weren't fighting each
other. | used high-pass filters on things like bird chirps and ocean waves to get rid of
unnecessary low-end rumble that was already being filled by the music. For the low-end sound
effects, like the engine idles, | actually cut specific frequencies out of the music track itself using
precision EQ. This pocketing technique meant that every transient, like a gunshot or a car
crash, could punch through the music clearly without having to be ridiculously loud. It kept the
overall mix clean and prevented any distortion. It was a lot of work, but | think it really helped
make the final mix sound professional. | learned a lot about the importance of frequency
management and how it can really impact the clarity of a mix. I'm definitely going to use these
techniques in all my future projects. | think this project really helped me develop my skills in this
area and I'm excited to see what | can do next. It was a great lesson in the technical side of
mixing and how to create a clean and impactful final product. I'm really proud of how the mix
turned out, and | think it really elevated the whole project.

| spent a lot of time experimenting with different EQ settings and filter types to find what worked
best for each sound. It was a lot of trial and error, but | eventually found a balance that | was
happy with. | wanted to make sure that every sound was audible and clear, but | also didn't want
the mix to feel too busy or overwhelming. | think | was able to achieve a good balance in the
end. | also used some subtle compression and limiting on the master bus to help glue
everything together and give it that final polished sound. It was a lot of work, but | think it was
definitely worth it. I'm really proud of how the final mix sounds, and | think it really shows how
much care and attention | put into the technical side of the project. It was a great learning
experience and I'm excited to keep growing as a technical sound designer. | think this project
really helped me build a solid foundation of technical skills that | can use in all my future work.
I'm looking forward to taking on more technical challenges and seeing what | can achieve.

5. My Reflections and Lessons Learned

Looking back, | learned so much from this project. It was a huge undertaking, but I'm so glad |
did it. | realized that sound design is just as much about critical thinking as it is about creativity
and technical skills. | had to look at my work objectively and admit when something wasn't
working. Taking a project from zero audio really highlights the delicate balance between music
and sound effects. My biggest realization was that louder is not always better. In my early
versions, | kept cranking up the volume of every effect just so it wouldn't get lost. The result was
a mix that was just plain exhausting to listen to. | had to step back and analyze why my mix felt
flat. | compared my work to industry-standard trailers and realized | was missing dynamic range
and spatial placement. | started using volume automation much more subtly. Instead of a police
siren being equally loud the whole time, | panned it across the stereo field and used filters to
make it sound like it was moving past the camera. This made the scene feel 3D instead of 2D.
I'm really proud of how | was able to handle these challenges and create a project that is both
creatively and technically sound. It was a great lesson in patience and precision, and I'm
definitely going to use these skills in all my future work. | think this project really helped me grow
as a sound designer and I'm excited to see what | can do next. I'm really happy with how it
turned out, and I'm looking forward to taking on more challenges in the future.

The shift from rock to electronic music was also a huge eye-opener. It proved to me that sound
design isn't just about making things sound real. It's about controlling the emotion of the piece. |
was able to turn a sunny, satirical world into something that felt like a dark, high-stakes drama
just through frequency balancing and track selection. This project taught me the importance of



the iterative process, which means constantly listening, reflecting, and refining until everything
finally clicks into place. It's a lot of work, but it's the only way to get a really high-quality final
product. | spent a lot of time just listening to my work and trying to figure out what was working
and what wasn't. | wasn't afraid to make changes, even if it meant starting a section over from
scratch. | think this willingness to iterate is what really helped me create a project I'm proud of. |
learned that you can't always get it right on the first try. You have to be patient and keep working
at it until it's perfect. I'm really glad | took the time to do this, because it taught me so much
about the creative process and how to be a better sound designer. I'm excited to use these
lessons in my future work and see where they take me. | think this project really helped me
develop my own unique approach to sound design and I'm looking forward to continuing to grow
and learn.

Another thing | learned was the importance of collaboration, even when you're working alone. |
spent a lot of time looking at other people's work and trying to learn from them. | also asked for
feedback from friends and family, which was really helpful. They were able to point out things |
hadn't noticed and give me fresh perspective on my work. It was a great way to improve my
skills and make the final project even better. | think it's really important to be open to feedback
and willing to learn from others. It's the only way to really grow as a creator. | learned so much
from this project, and I'm excited to keep learning and growing in the future. I think this project
really helped me build my confidence and I'm looking forward to taking on more challenges. I'm
really happy with how the final project turned out, and I'm so glad | took the time to do it. It was a
great experience and I'm excited to see what's next for me.

Looking back, I'm really proud of how | handled the transition between different environments.
The way the audio breathes with the visual cuts is something | worked hard on. It's not perfect,
but the lessons | learned about frequency separation and transient timing are things I'll take with
me into every future project. This remaking process has definitely made me a more critical
listener and a more proficient engineer. I'm really happy with the final result and | can't wait to
see what's next for me. | think this was a great learning experience and I'm so glad | took the
time to do it. It's definitely something I'll never forget. | feel much more confident in my skills
now, and I'm ready to take on even bigger challenges. | think this project really helped me find
my own creative voice and develop my own unique style. I'm really proud of what I've achieved,
and I'm excited to see where my career goes from here. I'm going to keep pushing myself to
learn new things and improve my skills, because | know there's always room for growth. This
project was just the beginning for me, and | can't wait to see what the future holds.

6. Wrapping It All Up

Ultimately, this sound design remake was about proving that | could create a professional-grade
soundscape from scratch. By staying organized during sourcing, being obsessed with sync
during editing, and using strategic EQ during the mix, | was able to give the GTA VI trailer an
entirely new sonic identity. This project pushed me both creatively and technically, and it gave
me a much deeper appreciation for the work that goes into AAA audio production. | feel much
more confident in my ability to handle complex sound design tasks and manage the full lifecycle
of a post-production project. I'm really proud of how it all came together. It was a long and
difficult journey, but it was absolutely worth it. | learned so much about myself as a creator and
about the art of sound design. I'm excited to take these lessons with me into my future work and
see what else | can achieve. This project was a major milestone for me, and I'm so glad | took
the chance to do it. | hope that by sharing my process, | can inspire other aspiring sound
designers to take on their own challenges and see what they can create. Thank you for



following along with my journey. I'm really excited about the future and | can't wait to share more
of my work with you. This is just the start, and | know there's so much more to come. I'm ready
for whatever comes next, and I'm excited to keep growing and learning as a sound designer.

This project has been an incredible experience, and I'm so grateful for the opportunity to have

done it.

7. My References and Technical Data

References

[1] Rockstar Games, "Grand Theft Auto VI Official Trailer 2," 2023. [Video].
[2] "BBC Sound Effects Library." [Online Sound Database].

[3] "Pixabay Audio Database." [Online Sound Database].

Appendix A: Production Planning Log (May be slight inaccuracy)

Timestamp Visual Event Sourced Sound Asset
Applied

00:00 Jason Driving Scene Low ambient room tone +
distant buzzer

00:02 Store fight scene Store Sounds (Slap sound +
banging on metal counter)

00:05 Highway Scene Jet engine roar + high-pass
tire hum + Birds

00:10 Outdoor Gym Scene People talking whistling at
jason + seagull sounds +
background noise

00:14 In Store scene walking out Fridge hum+door
opening+tills going off

00:20 Driving past cops arresting a | Sirens + Shouting +

bunch of people COmplaing about police etc



https://www.youtube.com/watch?v=GTAVI_Trailer2
https://www.bbc.co.uk/sounds
https://pixabay.com/sound-effects/
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