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WALL-E: https://www.youtube.com/watch?v=QHH3iSeDBLo
 
This essay will discuss how the use of Foley is a key component in the creation of Acoustic Acologies. The main theorist to be discussed will be Michel Chion. Further discussion will be in relation to the theories of Acoustic Acologies and the works of Hildegard Westerkamp. The first half will discuss the importance of creating an Audioscape for WALL-E and the use of foley to create a mood and atmosphere. The second half will discuss how the techniques has been applied to the ‘Day at Work’ opening scene and the overall purpose and effect it has on the audience. The conclusion put forward because of this discussion will be that the use of Foley and the variety of different audio theories has created a modern day “Silent” film. 
 WALL-E is an animation that is set in a plausible rendition of distant dystopian future where human beings have abandoned earth. I have selected the clip named “Day at Work” as it introduces the audience to the main protagonist “WALL-E”, a trash-collecting robot. It has been given the “Best Achievement in Music Written for Motion Pictures” in 2009 at the Academy Awards (IMBD, 1990-2017) and branded as a modern day silent film. 
“for a shot of a hammer, any one of a hundred sounds will do" (Chion, 1994, p. 63)
When creating WALL-E, the use of Foley was essential to create the audioscape which was realistic yet natural to the dystopian planet. Ben Burtt is the Sound and Character Voice Designer that worked on WALL-E as well as the early Star Wars films. In the making of WALL-E, Ben Burtt tells the audience that he wants to experiment with everyday items to achieve a realistic noise e.g- An elevated spring being hit creates a laser gun effect. This helps creates a world which does not exist and feels like it could be habitable. In the documentary, Ben Burtt explores how Disney made specialised equipment to create sounds such as a train leaving a station. The recording equipment was not portable enough to get the real noise of a train. Instead, they created a studio in which they created these sounds in a controlled environment to get the noise that they desire. This type of Foley equipment could be “played like an instrument” and was played at various tempos and rhythms. Despite this, Ben Burtt uses a mixture of controlled and real life sounds to create the audio for WALL-E. In the Documentary, Angus Maclane the Directing Animator, jokingly gives insight to the lengths of which Ben Burtt will go to so that he can achieve the perfect sound. He states that Ben Burtt was “combining the sound of chinchillas mating with a wilderbeast and a driving cement truck” (Maclane, 2009) to make WALL-E’s treads.

“Semantic listening often ignores considerable differences in pronunciation” (Chion, 1994, p. 28)
Similar to Chaplin’s work, WALL-E tells the story through the use of sound and the lack of dialogue used. This is known as ‘Sematic Listening’, a technique which audiences use for the purpose of gaining information about what is communicated in sound (Chion, 1994, p. 28) . A great example of this would be at the beginning of the clip when WALL-E accidentally crushes a cockroach that runs out in front of him and there is an absence of non- diegetic sound in this moment. This tells the audience how to think and feel in this situation as it adds seriousness to the action. Through the use of ‘syncretic sound’ (Chion, 1994, p. 58), A loud crunch can be heard which is soon followed by shocked body language. WALL-E gives a robotic screech which communicates to the audience that he did not intend to do this. He looks down and realises what he had done and gives a robotic sigh to let the audience understand that he is upset by his actions. This affects the audience as it shows us that WALL-E possesses emotion over things, which is a human quality, using sounds alone. The non-diegetic track continues to play after the audience realises that the cockroach is okay. WALL-E then indicates to the cockroach to stay at home which coveys that WALL-E is also capable of having relationships.
Within the first fifteen seconds of the clip, the film has many emotional beats and comedic elements, similarly to “The Tramp” character played by Charlie Chaplin in many of his films. This is communicated by the pairing of audio, visuals and the lack of dialogue which means that this story can be understood internationally and by a variety of age groups. 
“EVE has some lights on her that indicate when different things are happening, helping with that visual language” (Hauser & Stanton, 2015, p. 86)
During the first few seconds of the clip, the audience learns that WALL-E is a robot that only communicates through a variety of robotic noises such as bleeping, buzzing and saying his name in different volumes and pitches. Not only does this help the film become universal but also children can understand the simple sounds the character can make due to the lack of their own vocabulary. Relating back to Stanton’s point, the use of visual language of EVE later in the film, also aids in the telling of the story universally. Whereas, WALL-E emotes with his eyes, a similar trait that humans use. Humans always use a sound with an action to further support what they mean. For instance, when a human wants to be heard, they clear their throat to grab the other persons attention and also, they use a facial expression to further explain their emotion.

Similar to Chaplin’s work, his films can be understood internationally as they do not contain dialogue. A notable exclusion to this convention is the film “The Great Dictator”, where most of the film is silent until the last few minutes, where a certain scene has stood the test of time because of its empowering speech. Without this scene, the film could be misinterpreted by the general audience.
 “Europe heard the approaching drumbeat of Sound. Chaplin held out, resisting a full soundtrack for his films until—significantly—The Great Dictator.” (Murch, W. 1994, Foreword).
This is very similar to how WALL-E is constructed as there is no discernible dialogue until the last few moments of the film. Body language, environmental sounds, background music, emotional and physical humour are used to drive the narrative forward and to create a realistic atmosphere. This can be seen during a montage of WALL-E as he collects various items left behind from the humans. A rubber duck, a trophy, a boot, a ping pong bat, a bra and ring box where he promptly throws away the ring. He reacts to these items by using various noises such as “Woh”, whistling and beeping which suggests he is interested in how things work. All the items that WALL-E picks up are missing their counterparts e.g- The Rubber duck without the bath, one boot without it’s pair and a ring box without the ring. His reactions convey to the audience that he’s clueless and could relate to the child-like mindset of the films target audience. The dystopian planet is contrasted with the upbeat underlying non-diegetic track which suggests that this world is all that WALL-E knows. We as an audience understand that WALL-E is going to work and that it is a daily routine. The upbeat track also sets the mood for the audience whilst they are discovering the world that WALL-E resides. 
[bookmark: _Hlk500964193]“We gestate In Sound, and are born into Sight. Cinema gestated in Sight, and was born into Sound.” (Murch, W. 1994, Foreword).
To elaborate on Murch’s quote, as babies, sounds are repeated for us to learn whereas Sight is what we are born with. When taught as children, sounds are always paired with visuals like in children’s development books such as ‘Noisy Farm’ by (Scheffler, 2013). Books like this help children to understand the source of where sounds are coming from and to understand the world that they are in. WALL-E main target audience is children who emote with noises rather than language, pairing both the visuals and sounds it creates a soundscape which helps them with their development. 
"images makes us hear sound differently than if the sound were ringing out in the dark" (Chion 1994, p.21)
An example of this can be seen when WALL-E pairs the audio and visual when scolding the cockroach. This reinforces the parent and child relationship which the audience would have.  In contrast to this, if you close your eyes to Hildegard Westercamp’s “Beneath the Forest Floor” (Westerkamp, 1996), you can imagine a world populated by noises. Naturally as humans, we look for the visual reference and come up with a mental image of the source. These natural noises create a strong acoustic audioscape for a film such as WALL-E as they are seen to be natural and appropriate for the world that he lives in.
Before the montage, the use of syncretic buzzing sound is used when Wall-E’s feet encounter a textured metal, which gives a sense of realism to the audience. Relating back to my previous point, if this sound effect was not present in the world and audioscape that has been created, it would seem odd and out of place. It is then followed by banging when the cockroach jumps after WALL-E in excitement. 
As mentioned previously, A montage of WALL-E working and collecting various items left behind from humans. This scene has numerous transitions, using the trash as a time lapse, which shows the length of hours WALL-E works to clean up after the humans. The non-diegetic soundtrack draws to a close as it reduces in tempo. Another defining feature of this soundtrack is the ticking noise which connotes that WALL-E is exhausted after a day of work. 
In conclusion, the importance of sound is often disregarded in film, as people do not understand the effect it could have on the acoustic-acologies of a scene. The use of timing, pitch, volume and layering is taken into consideration when creating a soundtrack for a film as any one of these elements could make or break the atmosphere in that specific scene. Foley is a key component of using everyday objects creatively to build worlds from the ground up. Often described as the invisible artists, Foley artists are often taken for granted as their work seems so natural and effortless. Audiences do not even realise that there is augmented sound being played within the scene. Without the use of acoustic-acologies, movies would be just visual noise and be devoid of context, even silent films had some form of soundtrack to affect the emotions and expectations of the audience. The sound used in WALL-E was quite comical and suited the target audience for that film. However, if the non-diegetic soundtrack was replaced, it could be used to make the audience tense and frightened of the dystopian planet which would give the narrative a new perspective. 
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