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ABSTRACT 

It can be speculated of what we really hear in film. If 

sound effects really are representing the sounding objects 

we see on the screen. This study investigates the 

perception of sound effects and their realism. The focus 

was set on sound effects for fight scenes in action and 

drama movies. A combination of listening/watching tests 

and interviews were used in order to gather viewpoints 

and opinions on previous mentioned issues. The 

interviews were recorded, transcribed and analyzed. The 

results in this study indicate that movies often are about 

the whole cinematic experience, that certain elements 

and notions are well established and that the audience is 

used to experience it in this fashion. 
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1 INTRODUCTION 

When sound designers create sound effects and foley for film, sometimes they record real-

world examples of the sounds represented in the film. When something makes a sound in a 

film there is a chance that it in fact is the original sound. When recorded sounds are lacking 

in dramatic impact sound designers might have to manufacture new, suitable sounds. This 

can be accomplished by processing both recorded and synthetic sounds, with for instance 

equalizers and compressors. Sound effects are used to amplify the action on the screen and 

sounds without enough impact can take the viewer out of the action and create suspension 

of disbelief. The impact of well done sound editing and sound design can easily be 

overlooked when watching a film due to the fact that when the audio is good, it is less 

noticeable [Dykhoff, 2004]. Regardless of how the sound effect is produced, it needs to 

sound convincing to the audience. It needs to sound real.  

When people attend the cinema, however, they do it to be entertained and amused and 

sometimes the realism might come secondary to the overall experience [d’Escriván, 2009]. 

This study investigates how sound effects in fight scenes are interpreted as well as how 

people perceive realism in these sound effects. The question that will be treated is if 

exaggerated sound effects or more realistic sounds are preferred in action versus drama 

film. Realistic sounds are in this research defined as sounds that are not as processed and 

sweetened in order to heighten the viewer’s experience. Test subjects participated in an 

experiment were they watched fight scene- excerpts from two different movies, one action 

and one drama. The sound on the excerpts was redesigned so that one excerpt from each 

genre had exaggerated sound effects and the other more realistic sounds. Interviews were 

conducted during the experiments. These were recorded, transcribed and analyzed. 

 

1.1 Background 

In the early 1900’s the technology to synchronize sound and moving pictures did not exist. 

This resulted in films with no sound and only text or subtitles inserted into the film were to 

represent the actors’ dialog. At first, silent films shown in cinemas were typically 

accompanied by live musical performances to enhance the story and emotion that was 

performed by the actors. Even from the beginning the use of music was recognized as 

important in film due to its atmospheric and emotional contribution. The only thing lacking 

was sound effects. Film sound, as we know it today, consist of different sonic elements - 

dialog, sound effects, foley, ambience and musical score. Sound effects can be divided into 

five subcategories; hard effects, foley sound effects, background effects, electronic effects 

and sound design effects [Viers, 2004]. 
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In early cinema musical performers synchronized their performances tightly to the action on 

the screen very effectively. Soon it was discovered that musicians could add non-musical 

sound effects too. This became the earliest use of sound effects in film. The term “sound 

effect” has however been around since the Middle Ages, when for example sounds of 

animals, thunder and rain were used in theatrical productions [Bottomore, 1999]. The sound 

effects in early cinema were often performed by people that were standing invisible to the 

audience, for example behind or next to the screen. Depending on the intended purpose of 

the sound effect the performers used both instruments and non-instrumental devices to 

create the desired sound. The performers could see the ongoing play on the screen and tried 

to synchronize their actions based on the effect of the sound. This method was very effective 

and successful because of how controllable the timing of the sound effects became. This 

usage of sound might in sense of cinematic production be called some of the earliest forms 

of foley artistry. 

In early Walt Disney movies the musical score were often written to synchronize cymbal 

crashes and other percussion hits with impacts and body slams. Non-scoring related usage of 

instruments were to purely create sound effects. This musical and instrumental technique to 

create sound effects was later labeled as “Mickey Mousing” which has had a big impact on 

how sound editors and sound designers work with sound effects today. 

Even in early cinema, although sound effects were intended to reflect what was on the 

screen, the sound did not need to be the actual sound of the thing appearing in the film. In 

Sound art in/on film d’Escriván notes that “A sound ‘effect’ is not the actual sound of what 

we see on the screen, so much as the kind of sound we expect to hear; the effect of the 

sound.” [d’Escriván, 2009]. This statement might suggest that picture and sound in film for 

the most part connects through the context of the current story. 

Media Psychologists Pouliot and Cowen states that “… what really matters to the spectator is 

not whether what is presented on screen is true or false, but whether it is entertaining. If 

successful, such entertainment translates into more intense emotional reactions.” [Pouliot & 

Cowen, 2007]. 

In film production the term “production sound” defines sound that is recorded directly on 

the set of the film. Using this method, the sound recorded is the actual sound of the scene 

and therefore it could be argued that it is realistic. The term “post production sound” does 

not mean sounds that are processed in the post production phase of a film. All sounds, both 

recorded and manufactured are namely edited in some way. Post production sound refers to 

sounds that a sound designer creates after the shooting [Yu, 2003]. Sometimes he or she 

combines both recorded and synthetic sounds in order to create new sounds. A sound editor 

is also imitating what our ear and brain is doing all the time, namely mixing the soundscape 

to sort out the significant sounds and to put lesser sounds in the background.  

A sound editor’s goal is sometimes to keep the character of the original sound but make it 

even better. In many cases a technique called “sweetening” is used. Sweetening is the 
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process when a sound is flavored with additional elements such as layering with other 

sounds [Viers, 2004]. A common use of this technique is to enhance intended effects. 

Another, maybe more valid reason to use sweetening is that some sound effects are dull in 

real life and needs to be refined to fit in a film. One example can be explosions. To make a 

sound of an explosion stand out and sound more vicious and powerful sound editors can 

layer lion growls and debris in the background [Viers, 2004]. So called “Hollywood like” 

sound effects might be used to heighten the excitement and intensity for fight scenes in film, 

but also to represent someone’s relation toward his/her opponent as well as someone’s 

physical strength. 

 

Since the early days of cinema audiences has attended with the knowledge that what they 

are about to watch might not be real [Yu, 2003]. However; “The Great Train Robbery” (a film 

that has been argued to be the very first silent film to reach the public cinemas) contains a 

scene where a bandit is aiming and shooting a gun toward the public [Porter, 1903].  Due to 

the novelty of the cinema and its nature this was both fearsome and delightful to the 

audience. 

 

Cinema is not intended to make viewers believe that what is shown is real rather than make 

them believe that it is happening while they experience it. The cinematic realism can 

therefore be narrowed down to the notion that it is when the viewer can see, hear and feel 

what is happening and to some extent hopefully accept it as their temporary reality [Yu, 

2003]. 

When talking about film sound in general there is one major attribute that cannot be 

overlooked; its relation and coexistence with the picture. According to musicologist and writer 

Nicholas Cook we have to understand how sound work in film; it “…needs to be viewed in the 

context of intermedia; that is to say, coexisting media that conform, complement or contrast 

with one another.” [Cook, 2001].  

 

In fight scenes are the actors rarely actually hitting each other [Bordewell & Thompson, 

2010] which means that the sound designers does not have any recordings on what the 

original fight sounded like. The sound effects for different punches, kicks, throws etc. have to 

be recorded and mixed in post production. This leaves many opportunities for sound 

designers that together with the director are forced to decide what the sound should 

provide in the scene. What the sound shall be like often depends on the intended message 

of the film. The sound in a fight scene may drastically change how the fight is interpreted. It 

is probably safe to say that almost everyone have watched a movie where the sound effects 

in a fight scene have been “over the top”. Punches might have sounded like gun shots or like 

someone was hitting wood debris or a sand bag with a baseball bat.  
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1.2 Purpose 

 

The sound effects in film may not be the sound of what we are actually seeing on the screen. 

However, if the sound would not be believable for the audience, the sound design industry 

for film would not be what it is today. Sound designers know that their sound effects ‘works’ 

but there is little scientific research that supports why they work.  

Sound design for fight scenes can often be exaggerated and it is curious how people reflect 

over this. The purpose of this research is to get an understanding on how people perceive 

realism of sound effects for fight scenes in film. Hopefully this can provide guidelines for 

sound designers. 

This study does not aim to draw any generalizations, for that would be impossible due to the 

infinite amount of fight scenes, different sound mixes as well as people’s perception and 

preferences. The goal is to get some opinions and viewpoints regarding these issues. 

 

1.3 Hypothesis 

It is arguable that the action genre mostly is about entertainment and excitement, rather 

than to present something that is supposed to be real. The hypothesis for this study is that 

people will prefer exaggerated sounds on action film because that is what they are used to. 

Drama film, however, could arguably be more realistic and its purpose is often to present 

real world events. Therefore might more realistic sounds be more suitable and preferable. 

 

1.4 Limitations 

As briefly mentioned in section 1.2 there exist almost an infinite amount of fight scenes in 

film and they all have different sound mixes. Individual sound designers put their artistic and 

creative work into these scenes and no one ever sound the same as the other. There will 

therefore be impossible to make a statement on how sound design generally work in film. 

This study is limited to examine how exaggerated sound effects and more realistic sound 

effects are perceived in action versus drama. One fight scene per genre were used and 

analyzed in this experiment. 
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2 METHOD 

2.1 Method introduction 

The experiment consisted of listening/watching tests were the test subjects watched a total 

of four different movie excerpts. The excerpts were short fight scenes from two different 

movies, one action and one drama movie. Fights in these genres tend to contrast each other 

in terms of light, scenery, choreography, sound, music etc. (more on the stimuli in the 

following section).  

During the test, both the action fight and the drama fight were played twice and the only 

thing that differed was the sound effects for the fight itself.  

The original sound were completely removed from the excerpts and replaced by new sound 

mixes. One version of each scene had exaggerated, “Hollywood like” sound effects for 

punches, kicks and knees while the other had more realistic sound effects (like it would 

sound in real life). 

 

     Action scene           Drama scene 

 

    Exaggerated sound     Realistic sound         Exaggerated sound      Realistic sound 

 

 

The test subjects were interviewed in Swedish (their native language) during the experiment 

and they could see the excerpts as many times as they needed to in order to answer the 

questions. The interviews were recorded, transcribed and analyzed. Five main methods were 

used for the analysis: sentence concentration, categorizing, narrative structuring, 

interpretation and ad hoc methods (section 2.6.5) [Kvale & Brinkmann 2009]. 

 

2.2 Stimuli selection 

The stimuli were chosen by the following conditions. 

 10-20 seconds long fight scenes 

 There should not be any dialogue during the scene (because it will be difficult to 

reproduce that in this project’s post production phase) 

 The scenes should contain only hand-to-hand combat, i.e. no weapons 
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 The fight should be between only two people in order to ease the test subject’s focus 

 In order to simplify the sound design process, the scenes should not take place where 

there are a lot of sounding objects visually present, for instance: bypassing cars, odd 

ambience noises, lots of crashes and other impacts besides the punches and kicks. 

 No heavy assault/battery 

 No gore or disgusting events 

 

Conditions that were applied only for the action scene 

 Preferably two athletic fighters, i.e. people who might have fought before 

 Rapid movie cutting 

 Spectacular fight choreography 

 

2.3 Action scene 

2.3.1 The visual 

This section will explain the visual information in the chosen action scene, everything from 

lighting to choreography. 

The scene takes place in the middle of a sunny day on a big roof top, in what seems to be an 

industrial area. The viewer gets to follow a struggle between two athletic young men who 

both are wearing tank tops. Due to the fact that this experiment only cover a short sequence 

of the movie it seems like they are fighting over a bomb that is about to go off. The 

surrounding areas consist of concrete pillars, rebar and unfinished concrete walls.  

The fight itself is a so called “fair” fight where no one seems to have the upper hand. Both 

fighters punch, knees and kicks the other one, falls down and then go at it again. No one 

seem to get hurt either. The fight is very strictly choreographed and it contains spectacular 

throws and other typical-for-film fight moves. 

The camera work is one of many important elements in order to make an action scene 

engaging and to create a rapid pace. This particular scene contains 22 picture cuts and many 

different camera angles. The image is constantly shifting between close ups, cut-ins, mid 

shots and wide shots.  
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2.3.2 The auditory 

The original sound for this scene is very typical for movies in the action genre. The sound 

effects for the punches, knees and kicks can seem exaggerated due to the fact that they both 

sound and feel very heavy and are very prominent in the soundscape. It almost creates a so 

called “in your face” experience. These sound effects consist of different layers.  

 Low frequency sounds like heavy impacts 

 Higher frequency sounds like slaps 

 Swooshing sounds before every punch, knee or kick 

Foley-wise the scene contains footsteps, some clothing sounds and other subtle sounds, 

when for example the characters are grabbing or pushing each other. The scene does not 

have any audible atmospheric sounds or ambience and is accompanied by upbeat, electronic 

dance music.  

 

2.4 Drama scene 

2.4.1 The visual 

This scene takes place on the country side at a remote farm. A seemingly upset boy in his 

late teens approaches a man who is working in a stable, and start to beat him up. In the 

background there is a small crowd of other boys who watches the fight. They seem cheerful, 

scared and upset. 

Compared to the fight in the action scene this does not seem as fair due to the fact that the 

older man does not fight back. It is although arguable that the fight is justified and that he 

might have deserved it but this is nothing that is clear in this short sequence. 

The boy punches the man several times before they both fall and rolls outside towards the 

crowd. The man has blood in his face and both him and the boy are grunting and moaning. 

Compared to the action scene (where there were multiple punches and kicks and no one 

seemed to get hurt) these punches look painful. A few more hits land before an adult comes 

running, stops the fight and drags the boy away. 

This scene has a blue-gray color scheme and is played out in the winter. There are a total of 

15 picture cuts but a lot fewer camera angles compared to the action scene. The cuts are not 

necessarily for an exciting effect rather than just to show the audience what is going on. 
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2.4.2 The auditory 

This scene seems to be representing a real life event and the sounds are subtle. There are, 

like in the action film, different sounding elements. The foley consist of footsteps in snow 

and on wood, some clothing and sounds from the hay when the two characters fall and rolls 

around. There are also sounds of pigs, horses and shouts from the crowd. 

The sound effects for the punches are very different compared to the action film. They take 

up very little space in the soundscape and can almost seem bland and therefore, maybe 

realistic. The fact that the sounds feel more realistic makes the scene more dramatic.  

The music in this scene is an orchestral piece, played by strings, that feel gloomy but yet 

heroic.  

The atmospheric sounds consist of blowing wind and some almost inaudible mumbling in the 

crowd. 

 

2.5 The sound editing process 

The purpose of this experiment is to study how the test subjects interpret and correspond to 

the different scenes when there are two versions of sound effects. 

The original sound was completely removed from the two fight scenes but was kept for 

reference. New sound tracks were created in order to gain full control of the stimuli. This 

section will explain the sound editing process. 

The goal with the sound editing was to create four different sound mixes for the four 

excerpts. The software used for this was ProTools 8LE and its provided plugins. All projects 

had a sample rate of 44.1 kHz and bit depth of 24. The sounds that were used had at least 

44.1 kHz/24 bit.  

Except for the fight itself, it was crucial that both versions of the action scene sounded 

exactly the same. The only difference between the two versions should be the sound effects 

for the punches, knees and kicks. The same applied to the drama scene. This was done in 

order to ease the comparison process for the test subjects but mainly to eliminate other 

differences in the soundscape which could affect their perception. 

Most of the sounds were taken online from several sound libraries. These were free to use in 

non-profit contexts. The sounds that were not taken from libraries were recorded with a 

Zoom H4N hand recorder in a damped acoustic environment. Unless otherwise is 

mentioned, were the sounds taken from sound libraries.  
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The purpose of the sound editing process was to create complete, good quality soundtracks. 

The test subjects should preferably not notice that these soundtracks were not the original 

ones in order to reduce the suspension of disbelief and bias.  

The sound editing was controlled and approved by three unbiased assessors, one being a 

sound engineer student who has worked with film sound before. 

 

2.5.1 Sound mix - Action scene 

Ambience 

The ambience sounds consisted of a mixture between blowing wind, traffic, construction 

site, a jackhammer and a bypassing police siren (Doppler Effect). The purpose of the 

ambience sounds was to fill up the soundscape in the final mix. They were not supposed to 

draw any attention away from the fight. 

 

Dialog 

As mentioned in the section with conditions (2.1), the scenes should not contain any dialog 

but this does not mean that there were no human sounds. Grunts and moaning were 

recorded and used with the condition of that these sounds did not sound artificial or post 

produced. They had, just as the ambience sounds, a filling effect. 

 

Foley 

Due to the nature of this fight there was a lot of work with the foley. The two fighters are 

constantly stepping/running around, grabbing each other and touching each other’s clothes.  

The footsteps were a mixture between sounds of sneakers on concrete and on gravel, as 

they are fighting on a half finished, gravelly concrete floor. The footsteps were cut and timed 

to almost every little tread and step. 

Noisy jackets and sweaters were recorded and used as clothing sounds. The clothes were 

waved in front of the microphone as well as punched and grabbed on, which were used 

when the characters grabbed each other. 

 

Sound effects (exaggerated) 

The exaggerated sound effects were mostly taken from sound libraries and they were 

layered with other sounds as well as mixed with equalizers, compressors and reverb in order 
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to be presented as prominent in the soundscape. These sounds can be likened with sound 

effects from almost any block buster action movie were the sound effects for punches etc. 

sounds very enhanced and heavy. Frequency wise, these sounds contains information in the 

whole frequency spectra, but the low end was more prominent. The viewer should really 

feel the punches.  

There are arguable two key elements when mixing these kinds of sounds. One is that the 

sounds themselves shall take a major role in the soundscape. The other is that just before 

every punch or kick there should be a subtle swoosh sound that heighten the initial impact 

and makes it sound stronger.  

 

Sound effects (realistic) 

The realistic sound effects consist of a mixture between recorded sounds of chest hitting 

fists and slaps against forearm. The chest hitting provided deep, bass rich sounds that 

together with the slaps worked well as a sound effect for punches against head and face. 

These realistic sound effects were supposed to sound as a fist fight would sound in real life 

as well as to partly blend in with the background sounds. 

 

Music  

The original music (upbeat, electronic dance music) was used in order to maintain the same 

feeling to the scene.  

 

2.5.2 Sound mix - Drama scene 

Ambience 

Compared to the action scene, it was harder to place ambience sounds in the drama scene. 

In a city environment there could be a lot of things going on, but on the countryside the 

possible sounding events are limited. The final ambience mix consisted of a snow storm 

sound with associated wind blowing, subtle sounds of pigs and sheep and voices from a 

small crowd.  

 

Dialog 

In the original soundtrack the two characters were grunting and moaning a lot. This is 

difficult to mimic, both in terms of performance as well as in mixing. In the new 
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recorded/reproduced soundtrack, these sounds were toned down both in volume and in 

amount. 

 

Foley 

Compared to the action scene this scene had less foley to work with. The sounds for the 

footsteps were taken from footsteps in snow, on grass, on sand and on wood. These sounds 

were mixed and timed to the picture. The clothing/grabbing sounds were recorded with the 

same technique as previous recordings. Different sounds of body falls, clothing and wooden 

impacts were layered when the two characters fell and rolled around. 

 

Sound effects (exaggerated) 

These sound effects were also taken from sound libraries. Some of them were the same as 

used in the action scene but they were edited and processed to not sound exactly the same. 

The sounds were mixed and edited almost in the same fashion as in the action scene due to 

the fact that both should sound alike in terms of sound information, frequency content and 

placement in the soundscape. 

 

Sound effects (realistic) 

This mix also used the recordings of chest hitting and slaps and were mixed and edited in the 

same fashion as in the action scene. The original soundtrack was used as reference.  

 

Music 

The original music was unable to be found so similar music was used instead. The new music 

track was also string based and it maintained the feeling of sadness and heroism. 

 

2.6 Experiment design and execution 

2.6.1 Preparations 

In order to ease the comparison process for the viewer the four different excerpts were 

paired together with its counterpart, i.e. the viewer would always see either both the action 

excerpts or the two drama excerpts first. However, not everyone would watch the excerpts 

in the same order. This resulted in a total of 8 different orders in which the excerpts could be 
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played. Both the video and audio were randomized in order to avoid a biased effect on the 

results due to the order in which they are played.  

 

 

Randomization of the different excerpts: 

1 = action scene with exaggerated sound effects 

2 = action scene with realistic sound effects 

3 = drama scene with realistic sound effects 

4 = drama scene with exaggerated sound effects 

Order 1: 1 – 2 – 3 – 4 

Order 2: 1 – 2 – 4 – 3 

Order 3: 2 – 1 – 3 – 4 

Order 4: 2 – 1 – 4 – 3 

Order 5: 4 – 3 – 2 – 1 

Order 6: 4 – 3 – 1 – 2 

Order 7: 3 – 4 – 2 – 1 

Order 8: 3 – 4 – 1 – 2 

 

The orders were randomly generated for the seven test subjects 

 

Test subject 1: Order 7 (3 – 4 – 2 – 1) 

Test subject 2: Order 5 (4 – 3 – 2 – 1) 

Test subject 3: Order 1 (1 – 2 – 3 – 4) 

Test subject 4: Order 3 (2 – 1 – 3 – 4) 

Test subject 5: Order 6 (4 – 3 – 1 – 2) 

Test subject 6: Order 4 (2 – 1 – 4 – 3) 

Test subject 7: Order 3 (2 – 1 – 3 – 4) 

 

The four different excerpts were paired together (within the orders above) as single video 

files with a 4-5 seconds long pause between each excerpt. The total length of a full viewing 

was 1 minute and 17 seconds with the three short pauses included.  

 

 

2.6.2 Interview questions 

 

In an interview it is important to maintain a steady and comfortable flow, in order to keep a 

profitable conversation with the test subjects. The main questions and some follow up 

questions were written down on a paper (interview guide) which was used as a guideline 
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during the interviews. The two most important questions were which version of the two 

different sounds the test subjects preferred and also which sounds they found most realistic. 

These questions were somewhat two parted, because they were regarding both the action 

and the drama film. More about the questions in section 2.6.4.  

 

2.6.3 Test subjects 

The test subjects were students at Luleå University of Technology. All of them were asked to 

participate in person but none of them knew the purpose of the experiment. They were 

handpicked by the following conditions in order to get a relatively wide distribution and 

because there were many possible students who could match these criteria. 

 Between 20 and 30 years old 

 No one should have studied TV production or sound engineering. People that have 

worked in these areas tends to have a hard time being unbiased when it comes to 

analyzing these kinds of stimuli due to the fact that they focus on the quality of the 

production rather than the experience as a whole 

 Both male and female subjects 

A total of seven students participated in the experiment. Five males and two females with an 

average age of 24. None of them had any experience working with either TV, film or sound 

engineering. 

 

Survey 

Before each interview the test subjects were asked to fill out a survey (see the appendix 

section to view the whole survey). They were also informed on the following.  

 They are about to watch fight scenes from movies 

 The fight can be interpreted as disturbing and offensive 

 Their participation are 100% voluntary 

 The experiment are 100% anonymous   

 

 

Table 1. Survey data 
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2.6.4 Experiment execution 

The experiments and interviews were individual for each test subject and were conducted in 

the studio control room at Luleå University of Technology’s department of acoustics. The 

video were played on a 40” flatscreen TV and the audio through a stereo pair of studio 

monitors with a complementing subwoofer, via a Control 24 console and ProTools 7 HD. A 

5.1 setup did not feel necessary due to the fact that the focus would be on the sound effects 

and they were in mono. 

Before the experiment started, the test subjects were informed of that they were about to 

watch fight scenes from two different movies and that they would be interviewed, but also 

that they could terminate the test at any time. If they felt a need to, they could watch the 

excerpts again. Nothing on that they should focus on the sound or nothing about the 

experiments purpose was mentioned. This was done in order maintain their hopefully 

unbiased minds and to prepare them for the experiment. 

The whole test video (the four different excerpts) was shown to the test subject. After the 

first viewing they were asked to describe their initial thoughts, what they had seen, how 

they interpreted the scenes and if they noticed any difference between the excerpts. 

Depending on how the test subjects responded, the following questions could be very 

different from interview to interview. It was important that the subjects tried to explain their 

own jargons and phrases that they used to describe how they, for example, interpreted a 

sonic attribute within a sound.  

The following are some questions that were asked in most of the interviews. They are not 

necessarily written in the order they were asked. 

 Did you notice any difference between the different excerpts? 

 Can you describe that difference? 

 How would you describe that sound? 

 How did you perceive the difference? 

 What was the effect? 

 In which genre would you place these two movies? 

 Why would you say that this is a *genre*? 

 Can you explain what you mean by *description of a sonic attribute*? 

 Why would you say that it sounds more realistic? 

 Why do you think you prefer that sound? 

 What makes them sound exaggerated? 

 

It was also important that they tried to place the two different scenes in a genre and explain 

what made them choose like they did. It could be anything from scenery, lighting, clothing, 
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atmospheric sounds etc. These answers can be used as information regarding what elements 

that contributes to, and characterize the different genres.  

In about 3 of 7 experiments, the test subjects did not notice any difference between the 

excerpts and they were thereafter asked to focus on the sound before watching it again. 

 

2.6.5 Analysis methods 

The purpose with a qualitative interview has been said to describe and interpret the themes 

that occur in the interviewee’s life [Kvale & Brinkmann 2009]. This approach is applied on 

this research when describing and interpreting the test subject’s perception. This section will 

describe how the interviews were transcribed and analyzed.  

The whole interview process followed steps 1 to 4 in “The six step of analysis”, according to 

[Kvale & Brinkmann 2009]. Steps 5 and 6 did not feel necessary, both due to time limitations 

and also because further interviews might not have resulted in any new contributing 

information.   

1. The test subject describe their world during the interview, what they see and how the 

interpret it. 

2. The test subject discovers new conditions during the interview; they see new meanings in 

what they experience. They start to see new connections in their world due to the basis of 

their spontaneous descriptions without help from the interviewer’s interpretations. 

3. The interviewer concentrates on, and interprets the meaning of what the test subject 

describes during the interview and then “returns the sentence”. The test subject then has a 

chance to say for example “I did not mean that” or “That was exactly what I was trying to 

say”. This dialog continues ideally until there is only one possible interpretation of what was 

said. In this kind of interview interpretations happens all the time with a possibility that 

something is confirmed or dismissed. 

4. The transcribed interview is interpreted by the interviewer. Three major parts can be 

identified in this analysis. At first the huge amount and often complex interview material is 

structured for analysis. This is often done with transcription in a computer program, such as 

Word. The next part consists of a clarification of the material so that it is available for 

analysis; for example by sorting out excessive material such as abnormalities and repetitions, 

sort out the substantially from the unsubstantially. What is substantial or not depends on 

the purpose of the research and hypothesis. During the analysis process meanings of the 

interviews are developed, the interviewer’s perception is clarified and gives him/her new 

perspective on the phenomenon. Five main methods for sentence analysis is distinguished; 

concentration, categorizing, narrative structuring, interpretation and ad hoc methods (more 

on the analysis methods further on). 
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5. A fifth step could be to conduct a new interview when the interviewer has analyzed and 

interpreted the finished interview. The material is then presented for the interviewee that 

could comment the interpretations. 

6. A possible sixth step could be to extend the description so that it also covered the actions, 

where the interviewee starts to act from their newly won instincts from the previous 

interviews.  

Every interview was recorded with a Zoom H4N hand recorder. The interview’s length varied 

from 14 minutes up to 30 minutes. They were on average about 22 minutes long. 

 Test subject 1 – 22:27 

 Test subject 2 – 14:13 

 Test subject 3 – 25:15 

 Test subject 4 – 14:30 

 Test subject 5 – 22:54 

 Test subject 6 – 30:16 

 Test subject 7 – 24:37 

Total: 153 minutes and 32 seconds. 

 

2.6.6 Interview transcription and analysis 

After the experiment phase was done the interviews were transcribed in Microsoft Word. 

Together with the supervisor of this study it was decided that only the things that were 

spoken would be transcribed, i.e. no gestures or facial or tonal expressions analysis were 

done. It is common that these features also are analyzed and the reason for not doing this 

was time limitations and the fact that what was interesting and relevant was the actual 

answers, statements and descriptions.  

A technique called sentence condensation was used during the transcription. It means that 

the test subject’s expressed sentences are formulated more concisely. Long expressions are 

compressed in shorter statements, in which the substantial implication remains but are 

reformulated in a few words. This result in that larger text parts are reduced to shorter, 

more concise expressions [Kvale & Brinkmann 2009]. During the transcription phase the test 

subject’s language and semantics were, to some extent, “cleaned up” and corrected. It is 

common to do this when translating spoken words into written language in order to sort out 

irrelevant idioms and nonsense [Kvale & Brinkmann 2009].  

In the transcriptions only half of the paper space was used on each page in order to make 

room for comments and quotes that would be used in the analysis. The interview 
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transcriptions became roughly 48 (half full) pages in total. In order to sort out the relevant 

information from the irrelevant it was necessary to go through the transcribed interviews 

and write down comments, short expressions and select important quotes.  

Sentence categorizing [Kvale & Brinkmann 2009] is a method that was used to reduce and 

sort these comments, short expressions and quotes and put them into different categories. 

These categories were broken down to: 

 Descriptions of the action movie 

 Descriptions of the action movie’s exaggerated sound effects 

 Descriptions of the action movie’s realistic sound effects 

 Descriptions of the drama movie 

 Descriptions of the drama movie’s exaggerated sound effects 

 Descriptions of the drama movie’s realistic sound effects 

 Direct answer to the research questions 

 Justification of the test subject’s answers 

 Important quotes 

 Other statements 

The information was sorted and color coded within these categories. These categories ended 

up with a lot of material that needed to be structured and summed up in a readable fashion. 

A method called narrative structuring was used for this, which simply means that rather 

than to line up adjectives and single words, a text is organized into a sentence in order to 

reveal a clear meaning. It focuses on what was told during the interviews and tries to expand 

its structure. A narrative analysis can form a coherent story from the much incoherent 

information from the different interviews. The narrative analysis is often reducing the 

interview text but can in some cases expand the potential meaning to a more elaborate 

story [Kvale & Brinkmann 2009]. 

Ad hoc is also a method that was used to create sentences from the interview material. 

Unlike sentence condensation and categorizing, ad hoc is a mixture of different techniques. 

The text can be read in order to create first impression on the material. Thereafter can some 

parts be revisited and further quantifications can be made. Deeper interpretations of certain 

expressions and descriptions lead to the development of richer texts which can contribute to 

a deeper meaning in the results. 

Sentence interpretation is a method that was used to analyze and interpret the meaning of 

the results. An interviewer has a perspective on what is being studied and interpretations of 

the results are made from this perspective. Structures and connections are then developed 

beyond what is directly said [Kvale & Brinkmann 2009]. 

The information was translated from Swedish to English during the writing of the results. 
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3 RESULTS 

The following sections will present the summarized information that was analyzed in the 

previous stage of the study. The result section is divided into sub sections where the first 

three sections will treat information regarding the action scene and the three following the 

drama scene. Last there will be a section that specifically treats the main questions of this 

study.  

 

3.1 Description of the action scene 

As mentioned in section 2.6.4 it was important that the test subjects would put each movie 

in a genre and describe why they would put a certain movie in the chosen genre. Every test 

subject stated that the action scene were in fact an action. The following is how the test 

subjects described and interpreted the action scene. Text that is not in quotation marks is 

either comments on the results or detached descriptions from the test subjects that has 

been used to create sentences.  

 

Light 

Some of the test subjects reacted on that the action scene was brighter than the drama 

scene and one described it as “Hollywood-like lighting”. Another described it as very bright 

and stated that “They are not trying to tone down the colors which can be argued to be 

stereotypical for action film.” when talking about the scene’s color scheme. 

 

Scenery 

Several test subjects got vibes from other action movies, such as Die Hard and Mission 

Impossible from the scenery of the action scene. “When they are fighting on a roof top I 

associate with many modern fight films, Mission Impossible and all of those other movies. It 

becomes somewhat cliché.” It is a typical theme and setting for this kind of movie with 

industrial area and the sirens in the background. 

 

Fight choreography 

One test subject thought the music and the choreography made the fight feel like a dance. 

Several test subjects were agreeing on that the choreography itself felt exaggerated and 

unrealistic. That no one fights with such detailed choreography. Almost everyone agreed on 
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that these guys seemed to be experienced fighters that know how to fight and also that it 

feels like a fair fight that is however, both wild and brutal. 

 

The characters 

All the test subjects talked about how the two guys were supposed to be presented as 

experienced fighters. Some pointed out that this could be due to their clothing (tank tops) 

and exposed muscles. Their clothing also made it feel more action. One test subject could 

not relate to the two guys at all because of the lack of emotions. Two others suggested that 

it seems to be a fight between the villain and the hero, whom will save the day. 

 

Sounds in general 

This section is how the test subjects described other sounds than the sound effects for the 

punches etc. There is a lot of sounding events in the background which makes the scene feel 

more lively and intense. The sirens are also a contributing factor to that stressful and intense 

feeling. It is intense, up-building and upbeat music which encourages and spur.  

Most of the test subjects did not notice the music and explained that it was because it did 

not take up much space in the soundscape. It had, however, a contributing feeling without 

being prominent. They felt it but they did not notice it.  

One test subject stated that one reason for their lack of interest in action movies in general 

is because they often sound wrong when the sounds are exaggerated.  

 

Feeling/mood 

Almost all of the test subjects talked about the pace of the action scene. They thought that 

the tempo was high and that the fight was brutal and epic. Some pointed out that the scene 

was charged with aggression, which were described as the only noticeable feeling in this 

scene. Three persons talked about that they did not like action in general because it is, like in 

this scene, to flashy and too much. That it is not realistic and that the persons are fighting 

because it is supposed to look cool and like a show. Some also stated that this is the purpose 

of most action and that you always know what to expect. 

 

Miscellaneous  

This section is covering general thoughts that treat miscellaneous information that did not fit 

in the other categories. 
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Two test subjects reacted on the bomb timer that is shown in a short cut. They thought that 

the bomb might be the reason why the two guys are fighting. One of them wants to disarm 

the bomb and the other is trying to stop him. One stated that the ticking bomb theme is a 

typical theme for an action scene. 

When talking about the action genre as a whole there was many statements on that it 

should be lots of everything. The whole concept is maximized and action demands that every 

element and component is exaggerated.  

 

3.1.1 Action – Exaggerated sounds 

When describing the exaggerated sound effects the test subjects used a lot of adjectives. 

Exaggerated, Hollywood-like, applied, unrealistic, more bass, silly, prominent, beefier, 

enhanced, intensified, exciting, distinctive, bigger, thicker, heavier and more brutal. The 

most commonly used were “enhanced” and “exaggerated”. 

All the test subjects were agreeing on that these sounds were in fact enhanced in some way. 

However, this did not get the same effect on everyone and there were some different 

thoughts regarding these sounds. 

Some talked about how the focus was shifting with the sound. When the sounds for the 

punches were exaggerated the focus was more on the fight itself than on the scene as a 

whole. This is mentioned by a few persons. ”If you keep the sound up you keep the 

excitement up as well.”, ”If the sound is intense you focus on that something is about to 

happen. It is about the mood.” and ”It sets a more intense mood and put more focus on the 

fight itself.” One test subject described the importance of the rest of the sounds like “Sure, it 

is important that the background sounds also are prominent and present because they 

probably adds a lot to the scene.” The relation between the background sounds and the 

exaggerated sound effects were explained like ”It sounded like the sounds were louder and 

more prominent in a way, in relation to the background sounds. They appeared as more 

distinct and sharp. That is sharper, as in louder and intense. It was more attenuated in the 

other version.”  

When talking about the meaning of enhancing sound effects in this fashion: ”I think that you 

need to have sounds that enhances the whole scenario because I think that the scene itself is 

kind of silly when they are jumping around and kicking like that.”, “It is not supposed to 

sound like a real punch, it is rather supposed to sound like something more than a punch.” 

Other ideas on why it is exaggerated or enhanced are that it is stereotypical and almost 

required in movies like this.  
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Most of the test subjects seemed to think that these sounds might not be real punches, that 

it sounded unreal and too much. Some described them like the sound of someone hitting a 

sand bag and another that the sound must have been modified to sound heavier. One 

person compared the exaggerated sound effects to the sounds of a blunt weapon hitting 

flesh “Dff, dff”. One of the test subjects were bothered by the exaggerated sound effects 

when they were analyzed but claimed that it would not matter otherwise. 

 

3.1.2 Action – Realistic sounds 

This section will treat the other version of the action scene, i.e. the one with more realistic 

sound effects. These sounds were described as bland, thinner, softer, less bass, weak, 

lighter, realistic, rough, lashing, naked and attenuated. 

A common denominator in these descriptions was that these sounds were weaker and more 

realistic. 

There were several viewpoints about why they sounded more realistic. One was the lack of 

swoosh effects before the punches, which usually is used to enhance the impact itself. 

Another theory was that the punches were masked by the background sounds and in that 

way made both the sound effects and the fight itself feels less important. One person 

phrased it like ”The attenuated sounds sound like in real life, like they were recorded and 

filmed directly.” Another person stated that the whole fight seems less brutal and appealing 

with the realistic sounds “It is not as rough. It is like ‘Oh come on, it cannot hurt that bad?’” 

One more person agrees with ”It is not as intense when the sounds are quieter due to the 

amount of background sounds”. Another common denominator was that several subjects 

stated that the punches actually sounded like a fist punch. 

The majority of the test subjects thought that the realistic sounds were lacking in power and 

volume. Some thought that the sounds felt attenuated to a point where they almost 

disappeared. Another felt like the fight became less brutal, almost like a dance. 

When the sounds were less prominent the focus shifted from the fight itself to the whole 

scene for some test subjects. Some thought this resulted in a less intense and appealing 

experience because it felt like they missed it when the sounds did not remind them of the 

ongoing action. 
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3.2 Description of the drama scene 

As with the action scene the test subjects were asked to put it in a genre. All of them said 

that this scene felt like it was from a drama movie. 

 

Light 

When the sounds were exaggerated it became a huge contrast to the scenes otherwise 

melancholy feeling. Many test subjects paid attention to the lighting and the colors. Some 

thought that the dim lighting and the blue-gray-ish color scheme contributed to a more 

realistic, dark and toned down feeling to the scene. 

 

Scenery 

Almost all of the test subjects thought that the setting for this scene was more interesting 

than the one in the action scene. The time and the era demonstrated a realistic feel. This 

was also enhanced by the surrounding environment on the country side and the fact that it 

took place on a farm. By the look of their clothes one person pointed out that it seemed to 

have taken place a long time ago, during the 1940’s or something.  

 

Fight choreography 

Many were pointing out that the fight in this scene felt like an everyday fight, like it was 

between ordinary guys that you could see on the street. More thoughts were that it felt 

more brutal due to the fact that the older man falls to the ground after a few hits and also 

because of the realism of the fight itself when there was no spectacular choreography.  

 

The characters 

Common topics that occurred when talking about the characters were the age difference, 

the class divergence and the focus on their personal feelings. This fight seemed to be more 

appealing to the test subjects and one describes the conflict as “It seems rather that 

someone is fighting back because he felt he were oppressed or treated unfair by another 

person.” and another as “These are not equal opponents which creates a whole different 

feeling. Someone is underdog and he beats up a stronger person. It is simply other 

circumstances between the characters.” Some felt like it were more emotional when there 

was a younger boy that fought an older man while others wondered why it was particularly 

those two who fought, if it could be any other boy in the crowd. 
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Sounds in general 

The music made a bigger impact on the viewers than the music in the action scene. The test 

subjects described the music as sentimental, emotional, calm and harmonious. One stated 

that “It could have been a lot more brutal if the music had been different.” and ”The music 

tries to emphasize that this event is dismal which got me thinking that he should not have 

punched him. That something serious must have happened.” The music also made the fight 

feel somewhat justified due to its heroic elements.  

 

Feeling/mood 

Overall, this scene seems to be more appealing to the test subjects. They described it as 

more rough, realistic, genuine and many of them pushed very much on the emotional 

impact, that the emotions gave rise to the fight. The story itself was described as historical, 

melancholy and ordinary. A story that is supposed to be touching and close at heart. 

 

3.2.1 Drama – Exaggerated sounds 

The exaggerated sounds in the drama scene were described in the same fashion as those for 

the action scene. However, there was a lot more uncertainty regarding these sounds for the 

drama scene. ”In this drama scene did the sounds feel out of place. They did not correspond 

to the movie’s motif, or to the other components that an action movie got, but not a 

drama.”, “It does not correspond to the movie’s motif that is to present something dramatic, 

realistic and close at heart. It becomes more ‘far from heart’ and you get less concerned of 

the scene because of the sounds.”,” With the exaggerated sounds you only focus on the fight. 

It becomes more intense and almost silly when it sounds so heavy. It almost feels like an 

action movie.”, ”You lose focus on the surroundings and how the others will react.”   

Another, different approach is that it was a point with the fight and that the punches got a 

prominent role because of the exaggerated sound effects. They did not try to cover up the 

fight with discreet sounds. 

 

3.2.2 Drama – Realistic sounds 

In contrast to the exaggerated sound effects some of the test subjects thought that the 

focused moved to the entire scene with more realistic sounds. “The environment feels 

realistic and it does not work if the sound is not realistic.”, ”The more attenuated sounds puts 

the focus on the general impression and you thought on the whole scene in its entirety.” 
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Other explained that the scene felt more brutal, genuine and engaging when the sound 

effects were more realistic. 

One of the test subjects described the sound as genuine, like when you are not wearing 

boxing gloves or such. “That is the sound of a fist to the face when you are hitting with your 

knuckles.” The same person said that the sound does not decay in the way that the 

exaggerated did. “It sounds more like this, kind of muffled.” 

There were also ideas that the sound reflected the opponent’s physical strength. That these, 

more quiet sound effects better reflected the boy’s strength. 

 

3.3 Sound preferences and choice justifications 

The previous sections presented how the test subjects interpreted and described the scenes 

in general. These results can be seen as a basis on how they answered in the following 

section that will treat the question regarding what sounds the test subjects preferred as well 

as which sounds they thought sounded realistic in the two scenes. 

 

3.3.1 Action 

The majority of the test subjects did prefer the exaggerated sound effects on the action 

scene. This were explained and justified by several ideas. Most of them involved the fact that 

the focus lies on the experience, rather than to present something that is supposed to be 

realistic. “They exaggerate the sounds so that they in some way contribute to the whole 

experience.”.  

“You do not expect a wimpy punch but it should sound like a strong wallop. The 

whole purpose is that it in some way shall be effective in order to create 

stimulation and excitement for the viewer. It is not supposed to be boring to 

watch and therefore should all the components be turned up to eleven.” 

“If you erase the exaggerated sounds it becomes a lesser version of the 

definition of what an action is supposed to be. Why you accept these sounds 

might have something to do with the fact that they are so well established. It is 

probably like that in many cases, that someone sets a standard and sees that it 

works and after that it has gone such a long time that people require certain 

things of these kinds of movies. I then think that people accept it without really 

reflect over it. They get a feeling out of it but I do not think that they reflect 

over the fact that the sounds are exaggerated because everything else is so 

exaggerated and established.” 
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“Everything is over the top, really. Therefore must the sounds also be over the 

top, or else it would not fit in. For me it is black or white, really. The sounds 

should agree with everything else and it must be consistent. If you have two 

out of three elements and then fail with the third, that it is the opposite from 

the others, it creates a different effect for the audience.” 

“I think that the exaggerated sounds fits and why it does so is because it fits 

with everything else in that scene. It is not realistic at all that two persons 

would fight with such detailed choreography. I accept it because the purpose is 

that we as the audience shall feel tense, it should be cool and spectacular. 

Therefore I also accept the sound, because it also tries to be cool and 

spectacular. It works because both the visual and the auditory correspond well 

to each other. I also think that is an important part to why people accept it. For 

the purpose with action movies is to stimulate, maximize and people shall 

enjoy themselves. It should not be an ordinary experience but over the top, 

impressive, fast-paced and exciting. Then these sound effects play a huge role 

because otherwise the effect simply is not the same.” 

“It felt more natural with exaggerated sound effects because the choreography 

is also exaggerated.” 

“If you have a scene with choreography that spectacular, with really cool 

moves that you probably could see in a fighting game, together with empty 

and realistic sounds it does not fit at all.” 

“The realistic sounds fit dramas in general but does not work so well with 

action movies because the purpose is not to present some sort of reality but 

rather so maximize and to make it epic.” 

 

Other test subjects preferred the realistic sound effects but explained that if so, it 

would depend on the context and the message of the movie.  

“I like the realistic sounds better IF there is any other point to this scene than that it is 

a fight. However, it works better with the prominent, exaggerated punches if they 

want to show off the fight. It works better with the picture and it is a clear point when 

they hit each other.” 
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3.3.2 Drama  

There was more variety and diversity in the test subject’s choices for the drama scene. As 

the descriptions for the action scene many agreed on that it is depending on the context. 

Some felt like this particular scene was an important point in the movie when the boy 

attacked the man and therefore they thought that the punches should feel a bit enhanced. 

“One person has had enough and I think that the boy feels stronger when the sounds are 

exaggerated.”    

“It depends on the relationship between the characters and on the boy’s character. If he is a 

fighter or a strong individual is the exaggerated sounds perhaps a better choice.”  

One test subject described that the exaggerated effects contributed to a more brutal and 

intense feeling, that very well could reflect the boy’s feelings, and that it could be 

appropriate if that was the intended purpose of the scene itself. However, the same person 

later explained that the man probably was physically stronger, that the boy seemed to be 

the underdog and therefore the more realistic sounds might be more appropriate and 

credible.  

Another test subject preferred the exaggerated sounds because “It is a point with this fight 

and then they should not try to cover that up with weak sound effects.”  

Other, that preferred the realistic sound effects explained that many other aspects of the 

scene felt realistic and that the sound also should be realistic. 

“Drama is about to portray reality and if you got sounds that does not portray 

reality you are rather ruining than supporting the purpose. Therefore it felt 

more realistic and more correct with the realistic sounds.” 

“In drama, the purpose is to get the viewers to feel compassion and sympathy 

for the characters in the movie. To have exaggerated sound effects does not 

benefit the movies purpose in any way. Because if the purpose is to cause 

compassion and you have exaggerated sound effects you almost create a sort 

of parody effect.” 

Three test subjects mentioned the importance of the cooperation between the sound 

effects and the other sounds in the soundscape. “I think it is about the context as well as the 

relation to other sounds.”. When there were lesser sound events in the background the 

sound effects did not need to be exaggerated. “When the scene is played out in such calm 

environment I do not think that the sounds should be that prominent.”    

Others claimed that these sound effects simply sounded more believable and realistic.  
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3.4 Summary of results 

As mentioned in section 1.2 this study does not aim to draw any generalizations on how 

people perceive sound effects and their realism. However, generalizations can be made from 

within this experiment. There are many signs and common denominators that can be used in 

order to analyze, and sum up the results. The analysis will be divided into two sections that 

separately will treat the two different genres and how the test subjects reasoned regarding 

the research questions. 

 

3.4.1 Action 

Most of the test subjects preferred exaggerated sound effects on the action scene. The 

subject’s choices were explained in several different ways but many pointed out that they 

simply were used to these types of sounds and that it was supposed to sound like that. Many 

also mentioned that the whole concept is supposed to be exaggerated, that you expect this 

while watching an action movie. The experience will always come in first hand and in order 

to convey an as good experience as possible the film team has to make every element 

spectacular. The realism of the sound effects seems to have a secondary place, after the 

contribution to an engaging experience. However, many subjects described the other 

version more realistic but that it simply felt wrong, too boring and unengaged in this kind of 

context.  

Others, that preferred the more realistic sound effects, justified it by explaining that either 

they did not like action movies and the whole exaggerated concept over all, or that they did 

not simply liked the exaggerated and unrealistic sound effects to this scene. 

 

3.4.2 Drama  

There were arguably more diverse answers on what was preferred on the drama scene. The 

reason for this seems to be the importance of context and story. Even if most of the subjects 

preferred more realistic sound effects they stated, in most cases, that this could change if 

the context were different. They thought it was hard to decide when they only got to see a 

short sequence from the movie but over all they thought that the realistic sound effects 

were more suitable. This was because the whole scenario felt more realistic and appealing. 

Other subjects described the scene as more engaging and appealing on the emotional level 

which had an impact on how they interpreted the scene as a whole. The story seemed to be 

more engaging when there was a big age difference as well as a class divergence between 

the two presented characters. 
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4 DISCUSSION 

Due to the limitations and the design of this research, no general conclusions can be drawn 

other than those who apply on this experiment with its given conditions. However, some 

viewpoints and opinions regarding realism of sound effects have been found. The results 

might be used as guidelines in future sound design and movie production. 

 

4.1 Work 

This research could arguably benefit from using more test subjects than seven, but that 

would not necessarily be worth the while due to the fact that information provided by more 

subjects might not be contributing enough with this given time restriction. 

The sound editing process was not done by a professional, which could have affected the 

results. However, none of the test subjects seemed to have notice anything out of the 

ordinary with the sound mixes. The sound editing is also supported by the approval of three 

unbiased assessors (as mentioned in section 2.5). But the effect of that the sound mixing 

process was done with my own experience cannot be ruled out. It may have had an impact 

on how the test subjects perceived the stimuli. The experiments might have been improved 

if this process were done by a professional sound designer and sound mixer.   

The interview methodology is a process that relies fully on the interviewer. This process 

includes many steps and they were all mainly about understanding and interpretation. First 

off, the test subjects could have been misunderstood during the interviews which could have 

lead to incorrect follow-up questions. Secondly the interviews, and later on the 

transcriptions, might have been interpreted differently than the meaning of the original 

ideas and therefore miss-analyzed. When using interviews as method it could be good to 

include another person than the interviewer to also interpret and analyze the results in 

order to reduce an eventual bias effect.   

The subjects were interviewed in Swedish and some information might have been lost in 

translation. Some words are hard to translate straight off. A good example for this was the 

many adjectives that were used, primary in their descriptions of the sounds.  

The achieved results in my research correspond well with many key points from previous 

literature and research, by for instance d’Escriván, Yu, Viers, Pouliot and Cowen. Namely that 

perceived realism does not necessarily need to be of primary focus when designing sound 

for film. The overall viewer experience and the cooperation between the different film 

elements seem to be of most importance. 
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5 SUMMARY 

This research used a method that combined listening/watching tests with interviews. The 

stimuli used in these experiments were two short fight scenes from one action movie and 

one drama movie. Their original sound mixes were removed and two new mixes were 

created to each scene – One with exaggerated sound effects and one with realistic sound 

effects. 

The goal was to gather viewpoints and opinions that regarded perception of sound effects 

for fight scenes and their realism. The test subjects seem to argue that what kind of sound 

effects is best suitable depends on other production elements as well as the context of the 

movie. The results indicates that movies  often is about the whole experience and that 

certain elements and notions are well established and are supposed to be in a specific way in 

order to convey an enjoyable experience for the audience. 
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6 FURTHER RESEARCH 

Further research in this area might investigate other sounding elements than sound effects 

for fight scenes. A comparison between more genres could extend the understanding of 

realism further and perhaps provide a broader knowledge regarding these issues.   
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8 APPENDIX 

Survey 

 

Gender:  

Man                   Woman 

 

Age: 

 

Do you have any known hearing impairment? 

Yes                                        No 

 

How often do you watch movies/series? 

Daily  

Couple of times a week 

Few times a week 

Few times a month 

 

Which genre do you prefer when watching movies/series? 

 

Do you have any experience working with TV, film or sound 

engineering? 

Yes                                        No 
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If yes: What kind of experience and how much? 

 

 

I am aware that what I am about to see can be interpreted as 

offensive. 

 

The interviewer has informed me that my participation is 

voluntary and a 100% anonymous, and also that I can choose 

to terminate at anytime during the test. 

 

I am aware of, and accept, that the interview is being recorded 

in order to be analyzed at a later point. 

 

 

 

 

 

 

 


