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Introduction to Sound Design

Key concepts, workflow, and tools for creating effective audio in media.

1. What Is Sound Design?

Aspect Description
Definiti The art and practice of creating, recording, manipulating, and arranging audio
efinition
elements to support storytelling, gameplay, or interactive experiences.
Goal Enhance mood, convey information, and immerse the audience.
_ Film, television, video games, theater, virtual/augmented reality, podcasts,
Mediums .
installations.
L Foley, synthesis, field recording, mixing, spatial audio, interactive audio
Disciplines

programming.

2. Core Elements of Sound

Element Role in Design Typical Tools

Narrative clarity, character

Dialogue _ . ADR rigs, noise reduction plugins
identity

Music Emotional under?current, pacing DAWS, virtual instruments, stems
Real?world textures (footsteps, o

Foley Mic rigs, portable recorders

clothing)

o _ . Sample libraries, synths, granular
Sound Effects (SFX)  Highlight actions, convey physics

processors
Ambience/Atmosphere Spatial context, depth Field recordings, convolution reverb
Silence Tension, focus, transition Automation, gating

3. The Sound Design Workflow



Introduction to Sound Design

1. Pre?Production

o Read the script / design document.

o ldentify key moments that need audio cues.

o Create a sound brief (list of required sounds, reference tracks, mood notes).
o Plan recording sessions (location, talent, gear).

2. Asset Acquisition

o Field Recording: Portable recorders (Zoom H6, Sound Devices) + shotgun/omni
mics.

o Foley: Live?room with props, mic placement strategies.

o Synthesis: Software synths (Serum, Massive) or hardware modules.

o Sample Libraries: Commercial packs (Boom Library, Sound Ideas) and royalty?free
sources.

3. Editing & Processing

o Trim, crossfade, and clean up recordings.
o Apply noise reduction, EQ, compression, and de?essing.
o Layer multiple recordings for richness.

4. Design & Manipulation

o Time?stretching / Pitch?shifting for creative effect.
o Granular synthesis for evolving textures.

o Reverse, glitch, convolution to match visual cues.

o Use modulation (LFOs, envelopes) to add movement.

5. Mixing

o Balance levels, pan, and spatial placement.

o Use reverb and delay to place sounds in a virtual space.

o Apply dynamic processing (compressors, limiters) for consistency.
o Create stems (dialogue, music, SFX, ambience) for final export.

6. Mastering / Delivery
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o Final loudness normalization (e.g., LUFS standards for film, games, podcasts).
o Export in required formats (WAV, AIFF, OGG, etc.) and channel configurations
(stereo, 5.1, 7.1, Ambisonics).

7. Implementation (Interactive Media)

o Import into middleware (Wwise, FMOD) or game engine (Unity, Unreal).

o Set up audio events, parameter controls, and RTPCs (real?time parameter controls)
for dynamic response.

o Test on target hardware (headphones, TV speakers, VR headsets).

4. Essential Tools & Software

| Category |
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