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Project Outline
Our project outline was to create a soundtrack and sound effects to a given game that was on the Unity Engine. We had to include Music, environmental, parts of Foley and triggers in the project. 

Aims + Objectives

After finishing this project, I would hope to achieve the understanding of using Unity and understanding its processes and techniques from developers prospective. I also hope to effectively use the techniques in other situations and independently solve issues that will inevitably occur and then learn how to solve other through experience. Due to me learning more I also hope that I will have a wider range of skills to use in other events and situations. 
I hope to use my more specialist skills in this project to achieve the highest grade and a better understanding of this project. 

I would hope to have a better understanding of unity by spending time analysing the layout and experimenting with what unity has to offer, to learn from my mistakes. I would also take notes down on the processes and methods on doing certain tasks, so I can look back at them in later events, so I can implant them into my head and become more independent. I would also work as a small team to share thoughts and skills that I know with other team members, so they can exchange they knowledge and learn from each other, share Foley techniques, and ways of creating sounds. 

Risk Assessment

Throughout this project there are many risks that could occur and have a very high probability of slowing down the process of completing the project by the deadline. 
Risks that may occur in the recording studio is damage to equipment if people don’t follow the correct procedures or handle them with care. Such as plugging the mics in when the sliders and gain on the desk are up. This could result in damage to the speakers and the quality of the mic. Another risk is that when recording Foley, you could hit the mic which could result in damage to the mic and the quality of the recoding could be impacted severely which would make the sound of the game less professional. Also breathing heavily or back ground noise such as air conditioning or talking would impact the quality of the recording. You could prevent this by making sure no electronic stuff that makes noise is on and make sure the studio doors are shut and only the minimum personnel required are in the studio making the sounds. 

Another risk or hazard in the studio is the possibility of tripping over cables from mics. There are a few ways to prevent this, one way is to tape down cables so they’re securely down and won’t move and bulge up. Another way is to have a good cable management, this means don’t leave cables tied up or overlapping and don’t let the cables hang from the mic stands, always follow round the stand so there are least possible chances of tripping and damaging equipment and yourself.

When recording sounds, it is vital to save the session just in case any programs or file corrupts do this after every couple of sound are recorded. It is important to save onto multiple devices, such as the actual hard drive embedded in the mac/computer, a USB Stick and then copy it onto an external hard drive for maximum protection in case files get lost, deleted, or corrupt. This also applies when working in Unity while implementing the sounds you’ve produced. 

Another risk is transferring progress done in unity to another mac, it has a known flaw that unity gets a little funny when data gets transferred from one mac to another. The way to prevent this is to make sure you use the same Mac throughout the project. 

Target audience

[bookmark: _GoBack]This type of game is a bird’s eye view Sci-fi shooter. From what I can tell there is no excessive gore or blood and no strong language, nothing to signify that this isn’t suitable for a specific age so therefore this is a child friendly game. This kind of game would preferably suit a PC, due to its easy controls via the arrow keys and mouse, but nothing would stop this for being an arcade game on consoles via the online store, would be a good exposure to the game if this was mulit-platform. Even mobile would benefit for this game as there are only navigation controls and a fire button so, the controls are simple for this platform too, it also wouldn’t take up much of the screen and most of these modern day smart phones will easily be able to handle the game due to the processing power of these phones. 

This game has a few reasons to be drawn to it, it suits an all-round range variety of audience, very rare these days do games have an all-round target audience, if this is a basic game then if it gets enough attention, the developers can expand on this idea and make a better game with the same tactics used. This game does have a bit of potential.

Research and context

In Foley there are crucial techniques that need to be considered. One of the crucial ones is Microphone placement. For this you would need to get any hyper cardioid condenser mic like a Neumann KM185, Oktava mk-012, Audix SCX1/HC. These mics will capture good audio, sensitive mics are great for picking up subtle sounds like wind, gentle footsteps. 

However, when recording an outdoor scene, you would be better off with a shotgun mic, especially if there are a lot of things happening in the scene at once like wind, ruffle of leaves, birds.

When in-between cuts you should stay silent and hold your breath, this gives the recording a more realistic and professional finish. Also, it’s good to test the sound before recording. This give the engineer a sense and what’s good and what’s not, to see if the artist is in the right place and if the sound has the right dynamic to match the action being shown on the video for the artist.

For the gun bullet sound, we recorded a screw being dropped into a small glass jar. This replicates the sound of the bullet hitting the ground. I also used a Mic interference as the warning “self-destruct” voice and siren. And a coffee mixer as the enemy buzzer hover sound and robot joints moving.
In previous games, like halo there was a great deal done to the sound, it was praised on their sound track and has arguably the most recognised intro soundtrack in the 21st century to date, when they implemented sounds they used Foley for everything and layered up many sounds to make one, in this case I did this for the door sliding and locking due to many sounds being played at one, mainly synth and percussion sounds I used, in this case I used midi for these complicated sounds instead of Foley.

Analysis of Final Project 

For my final product, I was happy with the sounds I produced, I thought they didn’t lack in quality, the mech footsteps and bullet firing speed fitted perfectly, it was satisfying watching all the sounds come together. The sound track I had a good time composing, I think with the two different sections in the whole sound track fitting well in the production of was a success. However, I struggled to make them fit naturally within unity. It sounded a little off and didn’t fit as I wanted to. Next time I need to work more on implementing them, I spent too much time composing and producing the sound track its self. 

With the sounds I wanted them to be arcade sounding but with a hint of realism. Especially with the robots and gun shots. I realised towards the end of the project that my foot steps and music wasn’t mixed well compared to other sounds, I felt like some of the minor sounds were louder and drowning out some of the more prioritised sounds, such as the hover for the enemy buzzer hover sound was too loud and drowned out pretty much everything else.

Project analysis 

I Manage to get a stead pattern throughout the project, I did a lot of things in order and focused on a few tasks maximum at a time, however I felt like I spent too much time on certain things which wasted valuable time, It made me feeling rushed towards the end and made my final product feel unfinished or professional as I would of liked. 

After using Unity, I feel like I know a lot more about sound awareness, Doppler effects and depths of sound, the layout of unity was a bit overwhelming and it took a lot of time for me to get remotely used to it at all. I feel like I used my skills from other assets to help me progress further in this project and I also feel like my team working skills have expanded. Unfortunately, I feel like I would still struggle with unity in the future if any other new components would be introduced. 
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