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The Creative Process
This project began with me choosing what clip I was going to create my own sound design for. My initial idea was to take an action-packed clip from the 2023 survival horror video game, ‘Resident Evil 4’. This would provide me with an opportunity to create a library of many different sounds – gun shots, reloading, running, hand-to-hand combat, ambient weather sounds such as rain, etc. 
However, after looking through the many clips I could find on YouTube, I instead found a completely unrelated clip from a film that deeply interested me both personally, and in the sense of Sound Design. This was a clip from the 1979 horror sci-fi film, ‘Alien’ (1). Specifically, it was a clip taken from the latter half of the film, where the space station’s self-destruct sequence is activated, 
I felt that the film’s setting, a space-station, lent itself well to having some very interesting sound design creation experiences. The reverberating electrical hum, the tinny interior walls echoing every sound made within them, the multi-layered self-destruct activation mechanism, and the frantic behaviour of the film’s protagonist, Ellen Ripley. All of this led me to think that recreating the audio for this clip would be a rewarding process, with a clear overhead goal: make it sound suitably Sci-Fi.
After selecting the clip I was going to use, I began to plan out how I was going to tackle this project. This consisted of me creating a Word Document that detailed all the sounds that featured in the scene. I split these sounds into 2 sections – sounds that I would find on stock sounds websites, and ones that I would recreate myself as Foley audio.
After completing this document, I originally had the sounds at an almost 50/50 split between stock and Foley, however, the final product consisted mostly of Foley sound effects, and only 4 sounds that I got from sound libraries (Soundscrate (2) (3) and the Adobe Sound Library built into Premier Pro (4)). I also used an online voice generator to create the ‘self-destruct activation’ voice. (5)
The reason why I decided to create the majority of the SFX in my scene using Foley was because I thoroughly enjoyed being creative with constructing sounds. For example, for the frantic breathing sound featured in the clip, rather than just having myself breathe into the recording device, I decided to try and recreate it using the sound of a beanie hat being dragged disjointedly across a wooden table.
Other sounds I recreated include the unscrewing of metal bolts, which was done by recording myself unscrewing and re-screwing the cap of a wine bottle. 
Ambient metal sound effects were created by having myself drag and hit pots and pans on the floor of my kitchen.
The sound of the character in the scene running down a hallway was created by having myself tap my knuckles on a wooden table whilst listening to the original audio, to match the speed of the base recording used in the film.
I found doing this very enjoyable and much simpler than I originally thought it would be. I feel that using Adobe Premier Pro to compile, synchronise and edit these sound effects was a streamlined process with which I had no major troubles. The software was easy to use, and I found a lot of it self-explanatory.
For example, most of the sounds I created required a lot of reverb to be applied in order to match the ‘emptiness’ of a space station floating through the stratosphere. Applying this reverb was as simple as double-clicking the relevant sound and applying the reverb in the top-right menu. Selecting different types of reverb was necessary, as the bigger the sound, the bigger the reverb needed to be. The sound of a metal hatch being thrown to the ground (Heavy Reverb was applied to this) is louder than the faint electrical hum in the background of the scene (Room-Scale Reverb was applied to this), so the reverb applied reflects this.
Tweaking the volume of each individual sound was a necessity, too. Some sounds that I recorded were naturally louder that others (for example, the button-pressing sound was louder that the footsteps), so I needed to make sure to apply a realistic amount of volume to each sound.
I also decided to reverse some of the Foley sounds I had captured, such as the lever-pulling, metal hatches opening, and some of the breathing SFX, as I thought that this would help them feel more ‘unnatural’ and fittingly Sci-Fi. I used a YouTube tutorial to guide me on how to do this. (6)

Reflection
All in all, I feel that I generally applied myself well to this project. I had a simple, streamlined time whilst using Adobe Premier Pro, as well as the handheld recording device used to capture Foley audio.
I am very happy with the final video – especially with the sound synchronisation in certain sections (screwing in the metal rods, and the self-destruct cylinders appearing).
I am happy with the effects I used; however, I do need some more practice in getting it perfect. Some of the reverb applied to some sounds does not sound quite right (not ‘tinny’, or ‘space-station like’ enough), and after tweaking it countless times, I could not get it to a level where I was 100% happy with it. 
This is mainly true for the running and breathing sound effects I created. The breathing especially, as I feel the volume for it is too low, yet when raised, feels too high – I struggled to find a perfect middle ground with it.
In future, I feel that these problems can be fixed by simply practicing in the use of Adobe Premier Pro. In any future sound design endeavours, I plan to focus on the realism aspect of sounds in order to improve my projects.

The Original Video
YouTube link to original video (for the final video, I cut it down to 1 minute 25 seconds, so it was not too long): https://www.youtube.com/watch?v=J9CqREun_Bg
The Final Video
YouTube link to my final video: https://www.youtube.com/watch?v=6U1qq7_5QH0
I have had to upload my video to YouTube and provide the link, as adding the video file to this document makes the file size too large to upload to Moodle.
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