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Crafting and Evaluating Sound Design for Film, Games, and Animation, 20-30 seconds Ad

1. Select an Animated Short Scene

I selected a scene from the animated short film “Spring” because it offered strong storytelling, creature presence and scale, emotional interaction and a minimal dialogue for a strong focus on sound. 
The scene builds emotional tension and wonder, shifting from uncertainty to a gentle sense of trust and connection as the creature approaches.
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2. Storyboard Review and Sound Planning

Examples of Sounds – FreeSound
· Dark cinematic intro
· 1141 Breathe cinematic trailer riser.wav
· Horror Logo
· Hybrid Cinematic – 30 sec
· Ambient Hip-Hop
· Hopeful Piano/String Cinematic Ambience Drama...
· Cinematic Hybrid – 30 sec

Sound Design Breakdown

1. Calm Exploration
At this stage, the character is moving through a natural environment.

Sound ideas:
· Light wind passing through trees (soft, wide stereo)
· Subtle foliage movement and leaf rustling
· Footsteps on dirt and grass (close and detailed)
· Cloth movement from the character’s clothing
· Distant birds and insects to stablish a living environment

Design Approach: I'll keep the soundscape open and natural, with a balance frequency range. This creates a baseline normality before tension begins.

2. Subtle Tension Begins
The atmosphere starts to feel slightly off.

Sound ideas:
· Gradual reduction of animal sounds (birds/low background music fading out).
· Introduction of low frequency rumble (very subtle)
· Occasional distant branch creaks or snaps.
· Slight increase in wind intensity or deep music that creates impact and tension.

Design Approach: Using contrast by removing familiar sounds.

3. First Signs of the Creature
The presence of something big is suggested but not yet seen.

Sound ideas:
· Deep, distant thuds (implying heavy footsteps).
· Ground movement (rocks shifting, dirt sliding).
· Very low, filtered breathing or animal-like exhalations. 
· Tree trunks creaking under pressure.

Design approach: I could focus on scale and distance. Using reverb to make sounds feel far away but powerful. Avoiding clarity, keeping it mysterious.

4. Creature Movement Intensifies
The creature is now closer and more active.

Sound designs:
· Heavy footsteps with layered impacts.
· Organic textures (clothe movement, subtle wet or leathery sounds).
· Branches breaking and vegetation being pushed aside
· Increasingly audible breathing.
Desing Approach: Layer multiple elements per action
· Impact (low frequencies)
· Texture (mid frequencies)
· Detail (high frequencies)
This creates a rich and believable creature presence.

5. Reveal of the Creature
The creature is fully revealed.

Sound ideas:
· Large cinematic whoosh as the creature moves into frame
· Close, detailed breathing low-frequency enhancement
· Subtle vocalization (low growl or tonal creature sound)
· Environment reaction (wind displacement, leaves scattering, sounds of the birds get louder...)

Design Approach: Momentarily reduce background ambience to emphasize the creature. The use of dynamic contrast (from quiet tension to powerful presence) to enhance impact. Silence before appearance, wildlife disappearing and wind intensifying.

[image: ]
3. Source Sounds:
I downloaded the sounds mainly from Freesound and some from Uppbeat, and I found two of the sounds like the music, on YouTube.
Examples: forest ambience, footsteps, creature reveal, tree movement / impact, staff interaction, background music etc… 

4.  Synchronisation and Editing

The synchronisation process involved importing and matching sounds to specific actions and movements within the chosen Spring scene. Different sound layers were added to support environmental atmosphere, creature presence and physical interactions. Forest ambience, movement sounds, impacts and tonal elements were placed and adjusted to fit the visual timing of the animation.
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One of the main challenges was achieving believable timing. Some sounds initially felt disconnected from the visuals, particularly during fast movements and creature interactions. To improve this, repeated adjustments were made using timeline editing and keyframing. Volume automation helped create smoother transitions between quieter atmospheric moments and stronger impact sections.
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Audio editing tools were also used to modify sound qualities. Audio Gain was applied to balance clips individually, while Pitch Shifter was tested on selected sounds to create deeper and less human textures for creature-related elements. This experimentation helped develop a sound palette that felt more organic and suited the tone of the animation.
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5. Mixing and Final Output

The mixing stage focused on creating a balanced final composition without overcrowding the scene. Because several sound layers were used simultaneously, maintaining clarity became an important challenge. Ambience, creature sounds and impact effects needed to remain audible while still feeling part of the same environment.
The Essential Sound panel was used to organise sound categories and apply loudness adjustments, while the Audio Track Mixer was used to control overall levels and refine the relationship between tracks. Small adjustments to volume, reverb and panning helped improve depth and realism.
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A key creative decision was avoiding overly aggressive “monster” sounds and instead using organic textures, low frequencies and tonal resonance to support the creature’s emotional presence. The final output aimed to enhance narrative tension, atmosphere and environmental immersion while maintaining a coherent and balanced mix.
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The project improved my understanding of how sound influences emotional tone, pacing and narrative interpretation. I learned about layering techniques, importance of subtle ambience, mixing and balance and relationship between sound and visual storytelling. Matching sounds accurately to movement and timing required repeated adjustment.


Link to the video with the final sound (just in case, I’m also leaving a link, it’s unlisted on YouTube)

· https://youtu.be/M1bwbL_OteA
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