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Sound for Games & Apps
BA (Hons) Degree

Module Details

This course is truly groundbreaking and the first 
of its kind in the UK; a brand new, state-of-the-
art games sound design degree created to meet 
the demand of the rapidly expanding multi-
billion pound games and apps industry.

Gone are the days when game sounds were only beeps 
and tones (think Pac Man circa 1980), game audio has 
grown to be a genre in its own right, on par with movie 
and TV soundtracks – in fact, since 2010 the Ivor Novello 
awards have included a category for best original video 
game score.

Sound, Image, Theories and Philosophies

To highlight the visually saturated culture of 21st century 
society this module explores the theories and philosophies 
of immersive experiences in mixed media. Focusing on 
consciousness theory, perception and immersion it will 
explore our interaction with media through key texts, 
current film, game and app design.

Middleware Audio Integration 1

This module looks at Game Audio Middleware softwares, 
comparing techniques and technologies for implementing 
audio solutions in games. As well as theory of middleware 
form and function, students also spend time exploring 
industry standard middleware packages in a range of 
contexts.

Music Composition and Scoring

Studying the art and craft of composition and scoring 
across a range of styles and genres within a Gaming 
context. During this module you will be working creatively 
to produce a portfolio of musical works in a range of 
styles culminating in a public presentation of original 
compositions.

Audio Assets - Acquisition and Management

This module involves studying the processes of audio 
asset creation and management as there can be multiple 
variations in a single sound asset required for a particular 
game. The theories and techniques of recording, mastering 
and producing game audio assets are combined with 
theoretical analysis and practical implementation of 
systems for storing, organising and retrieving such media 
within varying workflow models.

Introduction to Programming

Exploring the theory and practice of the fundamentals 
of programming with reference to games sound. This 
introduction to programming reflects the need, within 
the Games industry, for sound designers to straddle the 
increasingly blurred line between sound production and 
sound implementation.

Sound Design for Games and Apps

The art and science of sound design for games and 
apps - this module will look at theoretical and real-world 
techniques and technologies which culminate in the 
production of sound elements for inclusion in non-linear 
game structures. This module will also focus on the 
fundamental differences in sound design techniques 
between the linear film sound world and that of the non-
linear games sound environment. In addition to the study of 
technical implementations surrounding game audio design, 
this module will promote research and analysis around the 
aesthetics and art of game sound design.

Year 1

This course is validated and run in partnership with the 
University of St Mark & St John.
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Year 2

Creative Coding

Building on the ‘Introduction to Programming’ module, this 
module takes the theory and practice of coding further, 
with a dual emphasis on implementation and creativity 
within a Games audio environment. The barriers between 
sound designer and audio programmer are bridged here 
as a ‘realworld’ output is central to the module learning 
outcomes.

Immersive Sound

One of the major audio components of any game is its 
immersive sound design. This module analyses 2D, 3D, 
surround and binaural sound implementations within different 
games platforms as well as the theoretical and conceptual 
issues that are involved. A major constituent of this module 
will centre on practical implementation of different surround 
sound configurations.

Studio Techniques

This module develops an understanding of the processes 
and techniques of game audio capture by examining the 
possibilities offered by modern recording technologies. 
The syllabus includes the theory and practice of audio 
recording, production and post-production, understanding 
key audio concepts such as gain structure, equalisation 
and dynamics as well as the use of microphones 
techniques and audio mixing for digital format

Procedural Audio

Procedural Audio, using modelling techniques instead of 
real sound samples, is an upwardly expanding technology 
not only within Game Audio but also within Game 
design itself. This module will focus on current and future 
developments, providing you with the facility to create your 
own Procedural sound designs and implementations within 
real-world game scenarios.

Middleware Audio Integration 2

Audio Middleware, the backbone to a burgeoning area of 
Game Sound design, is software that exists as a bridge 
between a conventional, user-driven sound design interface 
and deeper level, code-generated, sound implementation. 
This module will combine study of the major software 
packages embedded in the Games Sound design workflow 
with theoretical and conceptual issues surrounding 
communication between games design hierarchies and 
game audio design.

The Creative Practitioner

This module expands on the concepts around professional 
development and exposes students to a wide variety of 
creative industry expertise. Project scenarios will serve 
as the basis for students to engage in real process and 
practice.

Pyschology of Sound

The syllabus for this module will typically include the per-
ception and interpretation of sound, auditory illusions, au-
ditory scene analysis, music and memory, psychoacoustics 
and cross modal perception. This all important understand-
ing of how humans process and react to sound and music 
provides an invaluable insight into their affective properties 
and how these can be harnessed through the process of 
sound design and composition.

Innovation in Sound Practice

This module is all about innovation within Game Audio 
practice. It covers listening strategies and surround sound 
and 3D spatialisation. You will gain an understanding of 
sound diffusion, manipulation and transformation and 
sound programming environments. Alongside this business 
models will be developed culminating in a range of publicly 
accessible student projects in a range of game sound 
contexts.

Honours Project 

The honours project is an independent piece of work 
undertaken at the end of the degree. This involves the 
identification and articulation of a viable theoretical or 
practical area of research. This is an opportunity for you to 
pursue an area of personal interest supported by one to 
one tutorials from an academic supervisor.

Portfolio Production

The primary tool for anyone wanting to work in a sound-
based creative industry is a viable portfolio. This module will 
equip you with the means to achieve this. The module is 
intended to run alongside all other activities and will reflect 
the constant evolution of your progress with tangible assets 
that will be invaluable during and after your studies. The 
portfolio will contain primarily sound-based media but may 
also exhibit film excerpts and sound design within actual 
game footage.

Year 3


