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Cinematic Description for “Ultraviolet”
About the clip

I chose this clip because it was intense, yet there weren’t a lot of sound effects in the original version, so it left more creative room for me to work with.
Main Challenge

The biggest challenges were synchronizing motorcycle samples and goosing shattered glass samples for the “glass opera” on the skyscraper.  
Bikes

For the redline and acceleration/deceleration sounds I mostly used sounds I recorded for Midway at Die Werkstaadt’s (SF) bike dynatron in 1997.  The dynatron gave stable sounds that withstood pitch editing without (I like to think) introducing too many transients. 
For the high speed “air whine” I used loops that I created for “Roadburners”.  It was nice to finally use these sounds since the engine scheme of that game didn’t support “sweeteners”.  I made these back at Midway looping fly-bys from racing bikes and adjusting the volume envelopes to even out the gain.
For the gunning of the engine and the “load” sequences (when the rider stops at the edge of the building and then burns out over the corner) I used library sounds of dragster bikes.
The skid sounds I used for the bike were Cuda car skids I recorded for Midway.

Helicopters

I used all library sounds for these.  Because all the samples fluctuated slowly through a narrow pitch range, I leaned less on pitch shifting and used samplers and eq distortion MIDI controls to make them sound more like they were moving through the air.
Cars

I used library sounds for skids and library sounds for one of the car engines.  To differentiate the 2nd car I used my own Cuda samples from Midway.
Glass and Impacts

I used all library sounds.  To accelerate the individual glass shatters to keep up with the helicopter machine guns I spliced and faded lots of attacks into long sequences, and used long debris sounds as ambient noise.

Bullet sounds and metal impact sounds were all out of sound libraries.

Nanoland

For the anti-gravity device on the bike I used a combination of library tesla sounds, analog sounds created using Reason’s noise generator, and ambient technical sounds created using Reason’s Malstrom grain synth.
Managing Tracks
I managed sounds using Nuendo 3 folder/group track functions and by dividing groups into separate projects as sounds multiplied – eventually assigning each group track to a separate project.  Then I these into a final project, mixed, added sweeteners, and filled in holes.

