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Certified Specialist Programme in Sonic Branding

Sound Design and Production

Sound Design and Production are crucial components of the Certified Specialist Programme in Sonic
Branding. Here are some key terms and vocabulary related to these areas:

1. Sound Design: the process of creating and manipulating audio elements to enhance the overall sonic
experience. Sound designers use various techniques and tools to create sound effects, soundscapes, and
other audio elements that add depth and richness to a variety of media, including films, video games, and
advertisements.

2. Frequency: the number of sound waves that pass a point in space during a certain amount of time,
measured in Hertz (Hz). High frequencies have a short wavelength and a high pitch, while low frequencies
have a long wavelength and a low pitch.

3. Amplitude: the height of a sound wave, which determines the loudness or volume of a sound. A higher
amplitude means a louder sound, while a lower amplitude means a softer sound.

4. Decibel (dB): a unit of measurement for sound level or loudness. A decibel is a ratio that compares the
measured sound level to a reference level.

5. Timbre: the quality or character of a sound that distinguishes it from other sounds of the same pitch and
volume. Timbre is determined by the combination of a sound's overtones or harmonics.

6. Harmonics: the frequencies that are multiples of the fundamental frequency of a sound. For example, if
the fundamental frequency is 100 Hz, the first harmonic is 200 Hz, the second harmonic is 300 Hz, and so
on.

7. Envelope: the amplitude of a sound over time, often described in terms of attack, decay, sustain, and
release (ADSR). Attack refers to the time it takes for a sound to reach its full amplitude, decay refers to the
time it takes for the sound to decrease in amplitude, sustain refers to the time the sound remains at a
constant amplitude, and release refers to the time it takes for the sound to decrease to zero amplitude.

8. Sound Effects: audio elements that are added to a soundtrack to enhance the overall sonic experience.
Sound effects can include ambient sounds, foley effects, and mechanical sounds.

9. Ambient Sounds: background sounds that add depth and realism to a soundtrack. Ambient sounds can
include natural sounds, such as wind, rain, and birdsong, or man-made sounds, such as traffic and
machinery.

10. Foley Effects: sound effects that are created by manually manipulating objects to produce specific
sounds. Foley effects are often used to create sounds for film and television, such as footsteps, door slams,
and rustling leaves.

11. Mechanical Sounds: sound effects that are created by machines or mechanical devices. Mechanical
sounds can include engine noises, alarms, and beeps.

12. Synthesizer: an electronic musical instrument that generates sound by synthesizing or creating electronic
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signals. Synthesizers can produce a wide range of sounds and timbres, and are often used in sound design
to create unique and distinctive audio elements.

13. Sampler: an electronic musical instrument that records and plays back audio samples. Samplers can be
used to create sound effects, soundscapes, and other audio elements by manipulating and layering
recorded sounds.

14. Digital Audio Workstation (DAW): a software application that is used for recording, editing, and
producing audio. DAWSs often include a range of tools and features for sound design and production, such
as synthesizers, samplers, and effects processors.

15. Equalization (EQ): the process of adjusting the balance of different frequency ranges in a sound. EQ can
be used to boost or cut specific frequencies, which can help to create a more balanced and pleasing sound.
16. Compressor: a dynamic processing tool that reduces the dynamic range of a sound by reducing the
volume of louder sounds and increasing the volume of softer sounds. Compressors can be used to create a
more consistent and balanced sound.

17. Reverb: a spatial effect that simulates the acoustic properties of a space, such as a room, hall, or
stadium. Reverb can be used to create a sense of space and depth in a sound.

18. Delay: a time-based effect that creates a repeating echo of a sound. Delay can be used to create a sense
of movement and rhythm in a sound.

19. Distortion: a non-linear effect that adds harmonic content to a sound, creating a gritty or dirty sound.
Distortion can be used to create a more aggressive or edgy sound.

20. Spatial Audio: a type of audio that creates a sense of space and depth by using multiple audio channels
or speakers. Spatial audio can be used to create a more immersive and engaging sound experience.

Challenge:

Try creating a short sound design using some of the techniques and tools described above. Start by
recording some ambient sounds, such as wind, rain, or traffic. Then, add some foley effects, such as
footsteps or door slams. Use a synthesizer or sampler to create some unique and distinctive sound effects.
Finally, use EQ, compression, reverb, delay, and distortion to shape and manipulate the sound. Experiment
with different settings and parameters to create a sound that is both interesting and engaging.

Example:

Imagine you are creating a sound design for a science fiction film. You might start by recording some
ambient sounds, such as the hum of machinery or the sound of spaceships flying overhead. Then, you
might add some foley effects, such as the sound of laser guns or robotic movements. You might use a
synthesizer to create some futuristic sound effects, such as beeps, boops, and whirrs. Finally, you might use
EQ to boost the high frequencies and create a more futuristic sound, compression to create a more
consistent and balanced sound, reverb to create a sense of space and depth, delay to create a sense of
movement and rhythm, and distortion to create a more aggressive and edgy sound. The final sound design
might sound something like this:
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By using a variety of sound design techniques and tools, you can create a rich and engaging sound
experience that enhances the overall media experience. Whether you are working on a film, video game, or
advertisement, sound design and production are crucial components of the sonic branding process. By
mastering these skills, you can create sonic branding that is both memorable and effective.
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