Game Audio. Assignment 2 William Scott. 1703620. 3/5/2018 

Project Outline
Create foley in studio 1 and elsewhere using assorted items supplied by students and collect sounds from external sources to be manipulated into action and environmental sounds relative to the graphics within the game. The game will require a background track. Sounds are then to be uploaded to Angry Bots video game using Unity software. 

Aims 
The aim is to immerse the player into a fantasy world. 
To create sounds that are appropriate to the graphics whilst at the same time being unique. In other words, to anticipate what sounds the player would expect. For example, a gun would be expected to make a bang, water would be expected to splash. 
To add to the excitement.
To explore sound manipulation software within DAWs and use one’s imagination to change the foley library into building blocks of audio suitable to be placed within the imaginary world.

Objectives
To achieve the aims the objective is to complement the action with appropriate sounds. A sound that is inappropriate would be a distraction and will draw the player out of the game. 
To compose a backing track or tacks that will fill the spaces, empty of action and ambient audio, that will seamlessly loop, not become too boring and not overwhelm the other sounds. It should not draw the attention away from the rest of the game. Much like film sound tracks, player should not be particularly aware of it being there, only it’s absence if it were to be omitted.
Filling a shopping list of sounds that will be needed is beneficial and analysing the properties of the sounds, the attack, decay, sustain, tonal properties, beforehand recommended.   
Collect sounds from external sources and field recordings. Sounds like lifts, fans, air conditioning are easily available to be recorded in the field.
Upload the foley sounds into a DAW and customise them to fit the requirements of the game. Record them and store them ready for their application.


Risk Assessment.
Whilst satisfying the recording requirements safety issues are to be considered.
Good studio practice should always be observed to avoid accidental damage to equipment and personnel.
Switch on sequences when recording should be followed. 
Cables should be laid in a safe and tidy manner.
Microphone stands should be placed in such a way they don’t topple over.
Whilst using headphones, volume levels should be adjusted appropriately when changing from one recording to the next. Particularly when changing from quiet sounds to loud sounds, a whisper to a shout.
Where power is required moisture and liquids should be avoided.
On field recordings, it may be wise to work in pairs especially when using headphones around traffic and machinery etc. The assistant can watch for potential dangers such as vehicles and moving parts. In the event of an accident help can be summoned.

Target Audience
Video games tend to be viewed predominantly by a male audience. The main character in Angry Bots appears to be male even though their features cannot be seen due to the ‘space suit’ they’re wearing. The sexuality of characters in video games tends to be obvious and allows the male audience to identify the male characters. 
Female characters are often sexualised and story lines misogynistic. 
Games are based around objectives and payoffs, anticipation and relief. 
A good sound can enhance the feelings. This game is a ‘shoot-‘em-up’ and directed, as with most video games of this type, at male role play. 
The average age of a gamer is around the mid 30’s.
It’s not necessary to try ‘remake the wheel’ in the context of this game. 
An assumption that this game will be played by males between teens and 40’s is fair I think.
This game is clearly an animation is not filled with blood and gore.  
The targets are mechanical not human. It is, therefore, fun and quite child friendly. 


Research and Context
Video games began in 1950’s as platforms for academic research. The early games were conducted as experiments into AI.  The games at that time were based around strategy games like chess or tick-tack-toe. 
The 1970’s saw computer ping pong arrive on the market. Simple sounds of ‘contact’ with a virtual ‘ball’ on a virtual ‘bat’ where used. The sounds and graphics were constrained by the amount of data available at the time.
Video games arrived in public venues such as arcades, hotels and public houses in the form of Space Invaders, Asteroids etc. The sound effects began to evolve to include explosions and shooting sounds as well as background music. Initially, the basic function of sound was to reduce the boredom of the player and give an audio impression of contact akin to the real world. This purpose has been expanded upon and now the sounds are used in a similar manner as the sound track of a film. 
Clearly, for most people, it’s not feasible to record an actual gun shot or explosion and even if one could it’s unlikely to be a clean recording. Sound engineering is the way to achieve acceptable results from raw foley. Realism is not the objective. The game is fantasy based and much is left to the imagination.

Analysis of Final Product 
My final product showed a lack of experience in the world of game audio. I was very happy with a few of the sounds but desperation to complete the task meant corners were cut. Although I created all sounds listed in the assignment, not knowing the context of each one meant some were too long, too short or just plain wrong.
Time, knowledge of the game and a much more comprehensive library of sounds were lacking. 
The result was anything but professional. I would change many of the sounds and spend much more time on the quantity, quality, their creation and their application. A small library of sounds limits the choices available. Ten or twenty versions of each sound and variations within a theme would be a much more realistic quantity to work with generically, bespoke sounds the would be the ideal.  Not being particularly familiar with this game and gaming in general limited my ability to anticipate what sounds will be appropriate and create them accordingly. 





Project Summary.
Putting sound to a video game is a big project. Comprehension of the software is essential. As with most software it has its own vocabulary which must be learned. It has its own mapping and routes to any point within it. The time available to complete this project is, in my opinion, not adequate to learn these things sufficiently well to become competent. 
To become fully conversant with this discipline would take much more time than is available.
It has given a taste and an appreciation of what game audio involves. The sounds created in preparation for the game have helped me become more familiar with the DAWs I used and that has been a very useful exercise. 
Recording the initial sounds was fun and the realisation of how they could be changed into something different has been useful, very interesting, funny, more than a little surprising and to some degree very satisfying.
I have used some of the sounds made for this project in other, musical compositions, and brought sounds from compositions I had already made into the game audio. The cross over between foley and music composition is very interesting and something I shall continue and expand upon.
The time constraints and inexperience uploading to the game mean that I have used a single sound for many similar applications. The same ‘players footstep’ may occur in several different slots. Toward the end of the project, and a little late, I found simple ways of adjusting sounds within the DAW, to create variations on a theme. 
As an exercise in sound creativity and manipulation this project was very worthwhile. It demanded some imagination and exploration of hardware and the software available within ones chosen DAW. Making noises and raw sounds with random bits and pieces around the house was interesting and sometimes surprising. 
The time available to record, manipulate and upload was very limited for game audio novices as a result much of what was placed in the audio files, even though not ideal, had to be utilised. 
[bookmark: _GoBack]If I had uploaded a few weeks prior to the submission date, any tweaks, adjusting of levels or balance and, if necessary, re-recording of sounds that were ill-suited could, potentially, have been done. However, I had not learnt the uploading process and as a result that opportunity was lost. Those failings are clearly evident in the end result.
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