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[bookmark: _GoBack]This project is intended to be a physical and practical example of what I have learned of the intricacies of sound design, specifically, that of sound effect and soundtrack composition for video games. The final product of this being an immersive top-down shooter game level incorporating various sound effects tied to in-game objects and assets as well as a soundtrack that fits the mood well. 

Aims and Objectives
· To create a soundtrack that fits the theme of the level.
· Playtest the game personally with no sound and attempt to imagine what the world would sound like and note any sound effects that jump out at me.
· Study other games of the genre and attempt to assimilate different ideas, motifs and themes with my own work.
· To manufacture and assign relevant and high-quality sound effects to the various in-game objects.
· Record sound effects whenever relevant for a more realistic feel; this also helps to fuel ideas for other sound objects.
· However, use synthesis whenever possible as it is much easier to manipulate.
· Imagine what the object would sound like in real life and attempt to emulate it whilst adding something unique.
· To Immerse the player within the game world
· Go for a more realistic approach as to how everything would sound as this is easier for the player’s mind to comprehend and ultimately adapt to.
· Fine-tune the volume levels and E.Q to better represent the world around the player.


Schedule & Extra Endeavours 

Initially, I had planned to, as well as what was covered in class every Wednesday, do at least one hour of extra work, in my own time, a day. This was mainly to ensure that the specific knowledge gained during these classroom interactions would not fall into redundancy and thus be inevitably forgotten once the project itself came around. This extra work would simply have been creating random sound effects and using various methods of audio manipulation and recording audio from the outside world to attempt to ingrain different recording techniques within my work. Some of this work was meant to lead to inspiration for the project itself, for example, if I knocked something over in my room and liked the sound it created, I would attempt to recreate and record that sound to use for an explosion or gunshot. This work was in also addition to a group foley recording session conducted on the 19th of February, in which the majority of my audio files were sampled from. However, due to various reasons such as a slight misjudgement in time management and various other coursework-related commitments, I wasn’t able to keep up with even the loose schedule I had made for myself. This inevitably hampered my project significantly and meant I had left myself more work to do in the closing weeks before the deadline date. However, all of the targets for content I had set myself were achieved, albeit in more of a rushed manner. One problem I did face in the second half of the project’s timeframe was that Unity was only able to be properly utilised within the university building and could not be accessed at home, for fear of file corruption. This lead to me not being able to perform work implementing sounds in a home environment, limiting the hours in the day I could work.

Risk Assessment

Risks during the process of sound design are usually overlooked, due to a large amount of pure common sense in being able to avoid situations that may cause harm personally or to others in the studio or during recording sessions off-site. Below is a list of possible endangerments and the suggested course of action in order to prevent accidents.

· Trip hazard due to wires on the floor during studio recording – if possible, tape wires down, if not, then make sure they are placed avoiding the centre of the room, everyone present should be made aware of the location of said wires.
· Electrocution risk due to large amount of specialist electrical equipment within studio. – no food or drink to be allowed into studio, only authorised personnel to operate recording equipment, check for any damage to wiring beforehand, anyone operating equipment should be supervised at all times.
· Risk of hearing damage from combination of incredibly sensitive microphones and loud monitors and headphones – if recording quiet sounds that require high gain on the microphones then make sure to not make sudden loud noises during recording, always remember to adjust the gain from the minimum setting and slowly increase so as to not clip the audio and potentially cause harm to yourself or others. 
Target Audience

One can assume that the target audience for this game would be in the early to late teen bracket, this is due to the inclusion of some violence, even if it is soft and without gore. Deeper psychological arguments aside, there appears to be a fascination from young teenagers, especially males, to play violent shooters. This appears to have dictated the the game level design and affects the in-game sounds, leading to a grittier feel, whilst also retaining a ‘cool’ factor.

The platform this game suits could be within the realms of the console market, and could certainly work as a mobile port as it would work as a twin-stick shooter. However, I would add that functionality on P.C and Macintosh computers appears to be the primary objective, with console and mobile an afterthought. 

Research and Context

Being a long-time gamer and one that has shown an interest in game sound design, a lot of my research comes from prior and current first-hand experience of quality sound design. In the context of this project, I took a lot of inspiration for how I wanted the weapon sound effects such as the gunshots and the ricochets from classic ww2-era shooters such as the old Call of Duty games, the sound designers for these games were lucky enough to be able to record period firearms first-hand in their case in order to effectively represent the weapons in-game. [footnoteRef:1]  As I obviously did not have this opportunity I could only use the sound effects generated as a loose inspiration for realistic gunfire effects. [1:  GamerSpawn. (2009). Call of Duty: World at War - Behind-The-Scenes: Audio. [Online Video]. 14 September 2009. Available from: https://www.youtube.com/watch?v=4Saej74mwOY. [Accessed: 29 April 2018].
] 


In terms of the musical accompaniment to the game level, I took a more simplistic approach. I loosely based the creative process I utilised in order to score the background music on the older arcade style shooters like the original DOOM by id Software and it’s 2016 remake scored by Mick Gordon. I got the feeling from these two scores that a simple approach to musicality often works better in certain genres than complex music which can seem a bit over-the-top. However, as Mick Gordon states in an interview with Danny O'Dwyer for the Youtube channel Noclip: “the music should really sit front and centre, the player needs to be aware of the music, the music should play an emotional payoff role.” [footnoteRef:2] I took this idea forward into my composition and set out to make simple, to-the-point music that sits in the background of the scene but also holds the theme and mood of the game together, forming the basis of the general atmosphere. [2:  Noclip. (2016). Mick Gordon on Composing DOOM's Soundtrack - Extended Interview. [Online Video]. 24 December 2016. Available from: https://www.youtube.com/watch?v=Bthei5ylvZ4. [Accessed: 12 April 2018].] 








Final Product & Analysis of Project

Upon reflection, I feel the project, as a whole, had the potential to run a lot smoother than it actually did. For example, some sound effects within the game world tend to drown out others that I felt should have had a higher priority and the mixing of certain groups of frequencies could have been done a lot more professionally. However, this can be, in part, attributed to the more limited set of tools and general functionality Unity, as a piece of software, ships with in regards to sound, as in my opinion, audio in Unity is almost an afterthought. I do believe that the more semi-realistic audio palette I chose to implement fits the tone of the product well, however, when it came to designing the sound effects, rather than the soundtrack, I quickly discovered that adopting a more grounded approach, happens to be somewhat limiting compared to a looser collection of sounds, I concluded however that, although it would be easier to design if the weapons could sound like stereotypical sci-fi lasers and I didn’t have so many boundaries, it may lead to the element of a running theme being lost, which in my opinion, would detract from the project severely.

In conclusion, although there was a fair amount of teething problems within Unity itself and almost no work was able to be performed outside of the Mac lab, I feel the game has emerged relatively polished and fits the theme and style of gameplay. If I were to repeat or start another game project, I would pay more attention to time management, possibly use another game design studio or ensure that Unity is able to work at home, as that is where I work most comfortably.
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