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SM2722: SOUND OBJECTS

Effective Term
Semester A 2024/25 

Part I Course Overview
Course Title
Sound Objects 

Subject Code
SM - School of Creative Media 
Course Number
2722 

Academic Unit
School of Creative Media (SM) 

College/School
School of Creative Media (SM) 

Course Duration
One Semester 

Credit Units
3 

Level
B1, B2, B3, B4 - Bachelor's Degree 

Medium of Instruction
English 

Medium of Assessment
English 

Prerequisites
Nil 

Precursors
Nil 

Equivalent Courses
Nil 

Exclusive Courses
Nil 

Part II Course Details
Abstract
This course focusses on exploring the sonic potential in physical objects and actions, for applications in communication,
art, and media design. Students explore a range of objects, such as everyday found items, toys, and food, firstly in the style
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of ASMR movies (autonomous sensory meridian response; e.g. for YouTube), and secondly, by augmenting their sound with
microphones, loudspeakers, and other audio techniques, for live performance. Through a range of activities, including the
study of contexts and histories of sound art, students gain an understanding of music as organised sound. They develop
skills in manipulating physical objects while attuning their capacity to listen, interpret, and creatively use the sounds that
emanate. Students are expected to deepen their sensitivity towards sound as an expressive medium. They will employ sound
objects in multimedia designs, using tools for audio recording, editing, transformation, and reproduction of sound in digital
formats. Students will engage in project-based learning to create temporal sonic action structures, such as improvisations,
sonic narratives, and compositions, both individually and in groups.

Course Intended Learning Outcomes (CILOs)

 CILOs Weighting (if
app.)

DEC-A1 DEC-A2 DEC-A3

1 summarise historical events, people, and
innovative technologies in sound art;

x x

2 summarise workflow and usage of a digital
audio workstation (DAW);

x x

3 summarise workflow and usage of analog
audio hardware (e.g. microphones, mixers,
loudspeakers);

x x

4 differentiate and interpret relationships
between audio and video in ASMR -style works;

x x

5 differentiate strategies for collaborative sound
art performance (e.g. improvisation, cues,
notation);

x

6 differentiate repertoire artworks and their
aesthetic/socioeconomic/technological contexts;

x

7 generate (plan, stage, capture, edit, and post-
produce) a movie in the style of ASMR YouTube;

x

8 generate (develop) a sound art live performance
that integrates found objects, hardware, and
software, and is realised as a group project.

x

A1: Attitude 
Develop an attitude of discovery/innovation/creativity, as demonstrated by students possessing a strong sense of curiosity,
asking questions actively, challenging assumptions or engaging in inquiry together with teachers.

A2: Ability 
Develop the ability/skill needed to discover/innovate/create, as demonstrated by students possessing critical thinking skills
to assess ideas, acquiring research skills, synthesizing knowledge across disciplines or applying academic knowledge to
real-life problems.

A3: Accomplishments 
Demonstrate accomplishment of discovery/innovation/creativity through producing /constructing creative works/new
artefacts, effective solutions to real-life problems or new processes.

Learning and Teaching Activities (LTAs)

 LTAs Brief Description CILO No. Hours/week (if
applicable)

1 Readings Students prepare topics
by studying given
texts and audiovisual
materials.

1, 2, 3, 4, 5, 6 1-2 (before class)
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2 Lectures & Demos Teacher-led lectures on
contexts (technological,
aesthetic, economical,
geographical), theory,
and concepts, and
demonstrations of
technical skills.

1, 2, 3, 4, 5, 6 1-2 (in class)

3 Research, Discussion,
Presentation

Student-led research,
discussion, and
presentation (individual,
group, or class) of topics.

1, 2, 3, 4, 5, 6 1-2 (in class)

4 Individual Creative
Project

Student-driven individual
project focusing on the
exploration of physical
sound objects, evidenced
as a movie movie in
the style of ASMR
(autonomous sensory
meridian response) with a
written documentation.

4, 6, 7 2-3 (in class during
project weeks)

5 Group Creative Project Student-driven group
project on a free topic
with relevance to sound
objects, evidenced as
an in-class live sound
art performance with a
written documentation.

5, 6, 8 2-3 (in class during
project weeks)

Assessment Tasks / Activities (ATs)

 ATs CILO No. Weighting (%) Remarks (e.g. Parameter
for GenAI use)

1 Quizzes & Presentations 1, 2, 3, 4, 5, 6 30

2 Individual Project:
(ASMR)

4, 7 35

3 Group Project
(Performance)

2, 3, 5, 8 35

Continuous Assessment (%)
100 

Examination (%)
0 

Assessment Rubrics (AR)

Assessment Task
1. Quizzes & Presentations 

Criterion
Demonstrates capacity to identify and summarise historical events, people, artwork, and innovative technologies relevant to
the topic; 

Excellent (A+, A, A-)
Meritorious 
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Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 

Failure (F)
Insufficient 

Assessment Task
1. Quizzes & Presentations 

Criterion
Demonstrates ability to accurately and productively use hardware/software tools; 

Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 

Failure (F)
Insufficient 

Assessment Task
1. Quizzes & Presentations 

Criterion
Evidences insight into concepts, strategies, and knowledge of sound art through accurate and detailed discussion. 

Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 
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Failure (F)
Insufficient 

Assessment Task
2.Individual Project: (ASMR) 

Criterion
Produces fixed-media sonic output with accuracy, detail, and artistic merit. 

Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 

Failure (F)
Insufficient 

Assessment Task
2.Individual Project: (ASMR) 

Criterion
Evidences capacity to reflect upon the role and function of sound objects within a multimedia design. 

Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 

Failure (F)
Insufficient 

Assessment Task
3.Group Project (Performance) 

Criterion
Produces live sonic output through performed actions with accuracy, detail, and artistic merit. 
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Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 

Failure (F)
Insufficient 

Assessment Task
3.Group Project (Performance) 

Criterion
Evidences capacity to reflect upon the role and function of sound objects within a live performance setting. 

Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 

Marginal (D)
Basic 

Failure (F)
Insufficient 

Assessment Task
3.Group Project (Performance) 

Criterion
Demonstrates ability to work in a group setting, and to make positive, significant contributions to the group as a whole. 

Excellent (A+, A, A-)
Meritorious 

Good (B+, B, B-)
Laudable 

Fair (C+, C, C-)
Adequate 
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Marginal (D)
Basic 

Failure (F)
Insufficient 

Additional Information for AR
All A+/A/A- grade assignment should comply with the highest performance of Discovery-oriented learning.

Part III Other Information
Keyword Syllabus
sound, ASMR, performance, play, physical objects
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