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Berlin Career College

Sound Studies and Sonic Arts

Summer Term 2019

Module Focus

Course Title Game Sound Il | Seminar

Course Times and Location Fridays, 13:00 — 17:00 | EIN 112
Instructors Tobias Bilgeri

Email t.bilgeri@udk-berlin.de

Office Hours and Location upon request

Course Description

Game sound is the interactive counterpart to sound design in film with the most distinct feature of non-linearity. It enables to
think differently regarding dramaturgic audio events, for the player in virtual worlds is meant to move freely to some extent.
Therefore, immersion is one of the main reasons many game developers work with professional sound designers to generate a
unique universe of sound.

You will learn distinct differences in audio concepts for several game genres and focus in workshops on handling this practice in
fmod (in combination with Unity 3D). You are encouraged to develop your own approach to game sound design.

e Personal computer with preinstalled free Unity Personal edition and fmod

https:/store.unity.com/download?ref=personal

https://www.fmod.com/

e Complete the basic fmod unity tutorial

https://www.youtube.com/watch?v=KkQ897Xv5sQ&list=PLp4vT3ssm5SWOC|E3PEA]_BCUQN5gs8RI&index=1

e Get familiar with the basic concepts of Unity
https://unity3d.com/de/learn/tutorials/topics/interface-essentials

e Advanced knowledge of a digital audio workstation

o freesound.org online account or similar access to a free sound library

e Headphones

2CP (graded: Practice; not graded: Free Focus):

1. Presentation of a sound concept for a black, empty virtual space, presentation of an executable app with a fully functional
sound environment (10 to15 min), and

2. One-page synopsis (300-400 words) including project description and concept

Attendance
Regular attendance and active participation is expected.

April 26 Introduction / Overview
Presentation seminar leaders and students, Course introduction, fmod introduction

May 03 2D Environment Sound Design
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Workshop / Development of a sound design concept and practice in a 2D gaming environment
May 17 3D Environment Sound Design
Workshop / Development of a sound design concept and practice in a 3D gaming environment
Focus on Foley and Character sound design (steps, tools, idle)
June 07 Atmosphere and tension
Workshop / Development of a sound design concept and practice in a 3D gaming environment
Focus on emotions in atmospheres and music (distress, motivation, confusion)
June 14 Coding Fmod
Workshop / basic implementation of Fmod via code
Jun28 Roundup
Workshop / Exam preparation, bug fixes

Jul 05 Presentation of the projects

Supporting Media

Collins, Karen. Game Sound: An Introduction to the History, Theory, and Practice of Video Game Music and Sound Design.
Cambridge, MA: MIT Press, 2008.

Tekinbasg, Katie Salen, Eric Zimmerman. Rules of Play — Game Design Fundamentals. Cambridge, MA: MIT Press, 2003.
Anthropy, Anna. Rise of the Videogame Zinesters: How Freaks, Normals, Amateurs, Artists, Dreamers, Drop-outs, Queers,
Housewives, and Peaple Like You Are Taking Back an Art Form. New York: Seven Stories Press, 2012.
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