
7 Sins Audio 

Concept/Story 
7 Sins is a first person horror game inspired by Hideo Kojimaʼs Silent Hill 
P.T.. It takes place in a fictional, dream-like world in which the player is 
confronted by his psychotic state of mind caused by his troubling past. The 
player spawns in a 3-part corridor and is able to walk through the 
aforementioned as desired. When he reaches the end of the corridor the 
screen fades to black and the player is respawned at his initial spawn 
position. This takes place 6 times and is accompanied by continuous 
change of the playerʼs environment. In every level there is one hint to a 
certain digit. These hints/digits are either represented or appointed by 
musical and/or environmental audio stingers. In order to successfully 
complete the game the player will have to pay close attention to his 
environment and align the digits on the code board in level 7 in the same 
order as shown or heard in Levels 1 through 6. 

Main Responsibilities 
–   Field Recordings for Sound Effects 

–   Studio Recordings for Sound Effects & Dialogue 

–   Sound Design/Synthesis for Sound Effects 

–   Editing for Sound Effects, Ambience, Dialogue & Soundtrack 

–   Pre-Mixing for Sound Effects, Ambience, Dialogue & 
Soundtrack 

–   Scoring/Synthesis for Ambient Soundtrack, Menu and Credits          
Soundtrack                               

–   Audio Implementation  



Tools 
–   DAW

Pro Tools, Logic Pro 

–   Synthesizers, Samplers

Native Instruments Kontakt, Reaktor, FM8, Battery 4 

–   Audio Processing Plugins

Fabfilter, Waves, Izotope, Native Instruments, Xfer, Oxford 

–   Noise Reduction

Izotope RX 5 

–   Audio Implementation 

Unreal Engine 4 

–   Microphones

Neumann KM184, Neumann U87, Audio Technica BP4029, 
AKG C411 

–   Field Recorders

Sound Devices 702  

General Information 

Audio Format: Stereo

Game Length: ~ 10-15 Minutes  



Production 
For the ambient soundtrack I created multiple different 2-5 second 
segments (Soundtrack Bases) which I made using a software piano and a 
lot of processing with reverb. After recording one key stroke for every 
segment in slightly different keys, I reversed the recorded sample, cut it to 
a proper length and processed it again with reverb and an EQ to get rid of 
certain harmonics that could harm the atmosphere of the game and edit 
certain frequency content that made sense in relation to the rest of the 
soundtrack and their space in the main mix of the whole game. I also 
added mid to high frequency sounds to the ambient soundtrack to give it 
more variation. Two of these were initially voice samples, one was 
processed with reverb/delay (Delay Ghost) and the other with a sample 
reverse and reverb (Human Voice Backwards) while “Tension Rising” was 
created using FM synthesis (see figure below).  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I chose the wave form shown in the image (1+2+3 Saw) for operator F and 
introduced modulation with operators D and E, added some self 
modulation on operator F and changed the ADSR curves individually to 
create a sweep-like sound. 



After having exported the files from Logic Pro and imported in Unreal 
Engine 4, I glued all segments together in a sound cue with additional real 
time processing using modulators and delays to create continuously 
returning waves of horror in different variations (See figure below). 

For the playerʼs footsteps I recorded a variation of footsteps on wooden 
floor as well as stone plate floor. To achieve a sound of heavy boots I used 
squeaky hiking boots and recorded them with a shotgun microphone. I also 
distributed some small stones on the stone plate floor to add some grit to 
the sound. After having recorded the footsteps I chose the best samples, cut 
them, added some EQing, got rid of unnecessary noise and exported them 
at an appropriate sample rate to save on computational power in the game 
engine. The files were then added to a sound cue, randomised and 
modulated for variation (See figures below). 
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The news report coming from the small radio in the corner of the first part 
of the corridor was recorded in studio using a Neumann U87 at a close 
distance to take advantage of the proximity effect and some pitch 
processing in Pro Tools since the voice actor (me) doesnʼt have the typical 
deep voice you hear on the radio. After having recorded the voice sample I 
processed it with slight pitch processing as aforementioned and ran it 
through an EQ with a bandpass filter and edited some unwanted 
resonances to make the sample sound like itʼs being played from a small 
radio. To make the radio sound more authentic I also recorded and added 
some room tone and processed it with distortion and a bandpass filter to 
layer on top of the dialogue. In order to give the radio a broken 
characteristic I cut the dialogue, leaving gaps at certain points to simulate 
drop outs and underline the gameʼs atmosphere  
(See figure below). 

After having processed both dialogue and the noise loop I exported them 
as two separate files and imported them into Unreal Engine. A sound cue 
was created with both noise and dialogue as separate files. The sound cue 
is played when the player crosses a trigger point in-game (Green line/
sphere in figure below). 
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While the noise component is played in a loop the dialogue component is 
only played once (See figure below) to raise the difficulty of the game and 
pique the playerʼs curiosity. 

For the overall environmental ambience I created a loop from a 30 second 
sample of a multichannel storm recording including rain and processed it 
with a lowpass filter to simulate frequency dependent occlusion. When 
entering a new environment inside the same building (bathroom for 
example) a new room tone is introduced, still containing the storm sample 
but at a reduced volume. In order to transition from one area to the other I 
scripted a fade in/out system in blueprint (See figure below) which is 
activated when the player crosses the trigger in the bathroom doorway. 
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For the bathroom sequence I also recorded a door slam with both a contact 
and shotgun microphone, mixed them together and processed the sound 
with an EQ and some compression to give the sound a more aggressive 
feel in order to make the sound stick out a bit more. To add a bit more 
weight to the door slam event I also created a volume ducking system that 
pushes all sounds down in volume (except for the playerʼs footsteps) 
shortly before the door closes. 

(See figure below) 
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For the lamp sound in the bathroom I layered two different sounds which I 
recorded with a shotgun microphone. One of them is the sound of a 
defective coffee machineʼs on/off switch and the other is a static noise 
from a lamp. In order to make it more authentic I set up a blueprint which 
alters the volume of the lamp sound depending on the lampʼs amount of 
brightness over time. (See figures below) 
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The sounds for the dissolving mannequins were created using two noise 
generators from Native Instrumentsʼ Massive and the sound of the 
defective on/off switch previously recorded. I was going for a sound that 
comes close to a piece of wood going up in flames. For the low frequency 
content I processed white noise with a lowpass and a bandpass filter, 
opening the lowpass filter over time and added some reverb to give it 
depth and a surreal feeling. A similar approach regarding processing was 
taken for the mid to high frequency component. I went with a paper rustle 
like noise and also processed it with a lowpass and a bandpass filter but 
without a macro setting changing the lowpass filterʼs cutoff. Last but not 
least I topped it off with the defective on/off switch sound and processed it 
with a high pass filter to make sure there is enough space for the paper 
sound to cut through. 



I also added a rain sound every time the player comes near a window in 
the overall game and spatialized it accordingly to give the game more 
depth and to complement the storm ambience playing in the background. 
The sound additionally becomes quieter when the player turns away from 
the sound source which becomes especially noticeable when monitoring 
with headphones. I used the natural sound distance algorithm for volume 
attenuation and set the listenerʼs focus azimuth to 35 degrees for max. 
volume and an angle of 90 degrees for minimum volume (See figures 
below). Even though this makes little sense in real life it feels right in 
context with the storm ambience and the ambient soundtrack. 
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