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Scenario
The scenario I chose to base my sound simulation on is that of a nuclear meltdown reactor. The focus is on the experience of a worker(s) in a control room, not unlike that which Homer Simpson works in. The sounds aim to represent the interaction feedback when operating a control panel, and the alerts that signify the imminent meltdown of a nuclear reactor. Through using sounds that vary in intensity and purpose, I have aimed to simulate the sense of urgency necessary to react to the situation.
Sound 1 – Buttons
The function of this sound is to provide feedback to the user of the nuclear reactor control panel. It does this by letting the user know whether or not their attempt to press a button has registered electronically. I have designed this sound to be short and unobtrusive. As its purpose is not to alert, I tried to give this sound a similar quality to that of a keyboard, yet more noticeable.
Sound 2 – Initial Alert
This sound functions as its name suggests; to alert control room operators to the presence of a problem with the reactor, so that it can be dealt with. It is intended to be noticeable enough that it cannot be ignored, yet not so severe that evacuation is necessary. To achieve this, I tried to give this sound a similar annoying quality of a regular alarm clock. Since no one likes the sound of an alarm clock, the only way to stop the sound would be to immediately address the problem they are being alerted to.
Sound 3 – Evacuate
This sound is one that all employees at a nuclear reactor would hear, including the control room operators. It alerts all employees that there is a severe problem with the reactor and that they need to evacuate. My main goals with this sound were to make it recognisable, and to have it evoke a sense of urgency. All employees of a nuclear reactor would be aware of evacuation procedures, and therefore should know what this sound means. To create this sound I aimed to employ qualities of sirens that people would have heard before, for example: fire engines and fire alarms. This is so that workers would be sure to understand that there is in fact an emergency.
Sound 4 – Meltdown Imminent
The function of this sound is to inform employees that the meltdown is imminent. If there happen to be any employees still trying to fix the problem, then this alert tells them that if they do not succeed, they will not make it to safety in time. This sound shares similar qualities with the evacuation sound, but I have increased the frequency of repetition and added a ‘scooping’ factor in order to significantly increase the sense of urgency.
Sound 5 – Meltdown Averted
This sound lets the control room operators that for whatever reason, the meltdown was averted and the reactor is now stable. In order to convey the positive nature of the message, I chose to make this sound melodic. After the dissonance of the previous alert sounds, the contrast of this final sound should further impress the message that a crisis has been avoided.
Simulation

The simulation aims to replicate the significance of a nuclear reactor meltdown, and the sense of urgency that a control room operator would feel during such an event. I have tried to convey this by changing the franticness of the button pressing in relation to the different alerts. As the nature of the alerts escalates, the desperation of the operator is represented by the ferocity of his/her button pressing, culminating in him/her bashing a button repeatedly when meltdown is imminent. I aimed to convey a sense of frustration and surprise of the operator, by including a slight delay in their actions after an alert (in particular, when it seems the problem has been avoided after the initial alert, but then the evacuation alarm sounds).
