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Videogames!
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Sound Design in Two Easy Steps. 
C Andrew Rohrmann aka scntfc 
Composer and Sound Designer



WWise



Fmod Studio 





What is it that you are making? 
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!
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What is it that you are making? 
!
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What is it that you are making? 
!
RPGFPSMMORTS-like?



Is the action fast or slow paced? 



Is the action fast or slow paced? 
Is there even action? 
Is it just walking? 
Is it just shooting? 



Is the action fast or slow paced? 
Is there even action? 
Is it just walking? 
Is it just shooting? 
Questions questions. 
Question your questions…



Tempo based or no “tempo”? 
Action vs Ambient. 
Etc.



How quickly will music need to 
adapt to gameplay changes to 
convey the mood properly?



Define the parameters you want to 
affect the music.



• Action, or lack thereof 
!
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• Action outcome (boss battle victory or player death) 
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• Action, or lack thereof 
• Action outcome (boss battle victory or player death) 
• “Destroyed the Death Star” moments 
• Time of day 
• Location 
• Character level-up 
• Out of ammo 
• Sweet Cheevo, obtained! 
• Bad hair day
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Region: Asteroid field 

Region: Caves 

Enemy Class: Imperials 

Enemy Class: Bugs 

Enemy Class: Pirates 

Boss battle 

Victory 

Loss 
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Fine Tuning:* 
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Fine Tuning:* 
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Fine Tuning:* 
• Proper phrasing 
• Transitions and fades 
• Tempo 
!
!
!
!
*Hahaha. Get it? Tuning? LOL! So, so funny.



Fine Tuning:* 
• Proper phrasing 
• Transitions and fades 
• Tempo 
• Key 
!
!
!
*Hahaha… whew.



And now for a word from our sponsors…
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strongforthefuture.com 

@scntfc


