Crafting and Evaluating,
Sound Design
By Joseph Lee, 2405184

The clip I chose to use was the introductory video and trailer, these being the same thing, for the game “Helldivers 2”[1], developed by Arrowhead Game Studios, I chose this clip because I believed that it would give me a wide range of sounds to be able to work with, I also chose the intro sequence because it featured a few different locations where the atmosphere was different, allowing for different styles. Because of this, I was able to go into the creation of the sound design with a very clear picture of how I wanted the end result to look like, and what I could use to make that happen.

The first thing I did was create a “shopping list” as I called it, for the sounds I would need in the final product, I also made a storyboard to help me pinpoint when and where exactly I’d need these sounds in the final outcome.
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Figure 1, “Shopping List”
The shopping list helped and allowed me to come up with a quick, easy list of sound effects I would need to get for the project. I used this, as a shopping list, to check off the sounds I had and the sounds I still needed at the time, it proved critical to the end product, due to my terrible memory.
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Figure 2, storyboard
The soundboard used the previously shown shopping list to help me pinpoint where in the video the sounds I’d previously identified as needing would show up in the final video, this helped with my co-ordination in regard to the atmosphere, and tone, and my development throughout the duration of the video.
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Figure 3, Initial Premier[2] Timeline
During the start of the creation of the sound design, I realized that most, if not all of the sounds I needed to use I had no way of recreating, either due to later time constraints, inaccessibility to resources, or due to lack of knowledge in how to create the sounds in the first place, so, using online sources for sounds, I started to import them to the project timeline, so I could figure out how the software worked, but also so that I could line up the sounds to the exact points where in the sounds were needed. Furthermore, my goal with this was to create an atmosphere that would get people excited for the game, with the fast paced action shown in the trailer, I attempted to replicate that same energy in the voice acting, and with the design of the sounds, most focused specifically with the gunshots and the epoch’s massive explosion.

Unique Circumstances
Due to my usage of online sources, I was able to find sounds that fit well with my vision of what I wanted to make, thanks to this I didn’t need to worry about most sound effects, only needing to worry about manipulating the volume (decibels) of the sounds. However, to make up for my lack of a need to manipulate the sounds much, I needed to do the Voice Acting for the video, which, while I am not the best at voice acting, and with the addition of my mic picking up the fans in my room, I wasn’t expecting the best outcome in terms of the voice acting.

Reflection
In hindsight, I could’ve handled many things differently about this project, for instance, my overall knowledge in premier wasn’t the best, as I wasn’t even confident with being able to change or add effects to the sounds I had. In future I could learn from this mistake by making sure to do thorough research beforehand about the software and how to use it effectively. In addition, while my voice acting itself wasn’t great, I could have potentially used a better mic to guarantee a better quality, and should have used some level of noise cancelling so that the fans in my room weren’t audible, or noticeably audible at least. Furthermore,  one of my biggest struggles during this project was planning, while I did attempt to plan with the storyboard and shopping list, I had a hard time sticking to the plan, and while this may have been partially due to having missed at least 2 weeks of work due to an illness I had, I still could have made up for that time and could have handled the rest of the time I had both before and after the illness better, this would’ve allowed for a more completed project that would have sounded better. Finally, I don’t feel like I was quite able to fully capture that feeling of excitement and hype I wanted to create for anyone who would watch this, this could be remedied by making use of fade-ins, where it was needed most with the “hellpods”, which are what the helldivers use to descend down onto a planet, going down to the planet, by making sounds echo, like at the start where the helldiver is inside an empty room, and many other atmospheric changes could be done if I had managed to both manage my time better and if I had a greater understanding of the software. 
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0:54->1:24 (https://www.youtube.com/watch?v=SSSTiZATKE (Helldivers 2 Intro
Cinematic))
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-scene 1-
0:00 through to 0:02 - voice acting

0:02 through to 0:10 - diluted wind + voice acting + clink of helmet being put on

-scene 2-

0:11 through to 0:13 - voice acting + wind rushing (substituted with the tail end of an
explosion sound)

-scene 3-
0:13 through to 0:20 - gunshots, a lot of gun shots (smaller explosions), + voice acting
0:20 through to 0:24 - voice acting, epoch firing

0:23 through to 0:25 - detonation from epoch hitting target

0:25 through to 0:27 - water splashing sounds put at lower decibels to replicate blood
splattering

-scene 4-

0:27-END (0:29:51) - gunshots, stabbing and voice acting.
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