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Task. write about the 
following 

Response 

Type of production 
 

Computer Game Level – how long/what kind of scene/intention of loop? 
An at least two minute long piece that can be looped until that stage of the level is completed.  
A slow to medium paced, quietened, but still prominent horror track that creates the illusion of tension and increased 
paranoia looking to make you check what’s behind you more often and make it an anxious, unsettling struggle to 
explore new areas. Nothing is actually going to happen during this part of the game, but it’s a psychological game 
with the player with the soundtrack, but that doesn’t mean music won’t suggest the threat’s not there and you just 
have to keep moving further towards your objective with the music made to cause your imagination to make you 
think you’re in a desperate situation enough to make your skin crawl at the noises, but not isolate what’s making 
them. 
You need to move through a darkened, abandoned, but interestingly just functional hospital environment dark enough 
you need to hug the walls, the lights flicker causing shadows to cast in different directions so nothing is ever the 
same and disorienting to you when you see the location again, the lights when off completely force you stop in the 
middle of the darkened room and listen to the noises of things around you, the game forces you to pay hard attention 
to the screen to memorizes the path you want to take when the lights go out again if you want to make as much 
distance as possible in short spaces of time and don’t want to stop moving which is the intention. It’s frightening and 
tense so you sometimes pick up speed and bump into things, stumbling and kick things on the floor. You have to look 
for your friend who you got separated from and are following the last place you hear him call, then he wouldn’t 
answer back. The game will put you on edge and torture you by making you pay really close pay attention in this 
intimidating situation and look in the places you don’t want in order to find your friend. 

Finance 
 

Did it cost anything e.g. Stock music purchases? 
Nothing 
 

Time 
 

Produce a weekly planner. 
01 
 

05 Clean the ambient sound recordings. 
Import the ambience and set the tone for 
your scene with music in Logic. 

02 
 

06 List spot effects sounds that could be in the 
interactions: 
Flap of curtains 
Flap of paper work 
Flap of wings 
Crow caw/pigeon coo 
Crunch of glass/sediment 
Drag of chair 
Squeaky gurney 
Door creek/slam/handle clicks 
Light switch 
Dripping 
Wet steps 
Tray falling 
Scalpel picked from platter 
Shutters 
Hospital gown sounds 
Window closing 
Paper interactions 
Bump into something 
Things clatter on floor 
Breathing 
TV static 
Electrical whirrs 
 
Decide which 8 sounds best fit your creative vision and 
figure out how to make those sounds. 
 
Final 8 sounds: 
Crunch of glass/sediment 
Squeaky gurney 
Door creek/slam/handle clicks 
Dripping 
Wet steps 
Bump into something 
Things clatter on floor 
Breathing 
 
Record the 8 sounds. 

03 Comprehensively research the uses of music and 
sound in video games. 
Briefly describe the psychology of sound. 

07 Import all necessary sound files into Logic and 
Audacity and clean them up. 
 



Research at least 3 similar games that include the 
ambience you’re looking to set breaking them down 
to find what makes them and what they add to the 
scene and visual elements. 
 

 

04 Complete the quiz on Moodle. (There is no quiz) 
 
Complete marking criteria for P2, M2 and D2 – how to 
make sound or games. Look into ‘Foley’ too if it’s not 
there. 
 
List of ambient sounds: 
Echoes for the diegetic sounds 
Flicker and buzz of lights 
Wind 
Rain 
Pace and feel of score 
 
Record ambient sounds. 

 

 

Personnel 
 

Was anyone else involved in the production? 
 

Materials 
 

Computer/Software requirements – Recording equipment use? 
Phone  
Olympus Digital Voice Recorder VN-5500PC 
Logic Pro 
Audition 
Audacity 

Contributors 
 

Names of people involved with any used sound files. 
 

Locations 
 

Where did you use the computers? Recording locations? 
Used the computers on site and home when possible. 
Recording Locations – Home and School 
 

Health and Safety 
 

Sound Levels/Working at computers/etc 
 

Codes of Practice 
 

MCPS-PRS/TIGA/BIMA clearances to use files 
 

Sound file list 
 

What specific files did you use/how long/etc? 
 

 


