UIDEO .
N GAMES Game creation toolbox

\‘ Thematic area: Audio resources and sound effects creation
a Game engine: Any

@ Link: hitps://www.bfxr.net

9 Why & when to use this resource
[

Bfxr is a free, open-source sound effects generator designed for creating retro-

style game audio. It is particularly useful during the development stage of video
games, where creators need unique sound effects for player actions, events and

feedback, without requiring professional audio equipment or experience.

In the context of educational games, Bfxr can be used to generate sound effects
that enhance player engagement and immersion. Sound effects for collecting
items, completing quizzes, receiving feedback, transitioning between scenes,

and interacting with game elements can be created in seconds.

Using Bfxr helps educators, youth workers, and young people to create custom
sound effects without any audio production skills. The tool runs directly in a web
browser, requires no installation or registration, and produces WAV files that can

be freely used in any project. All sounds generated with Bfxr are royalty-free.

* R

B Completely free and open source.

B Runs directly in a web browser with no installation required.

B No audio production experience needed to create professional sound

effects.
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B Generates unique sounds instantly using preset categories such as jump,

explosion, coin, and power-up.

B Allows fine-tuning of sounds through adjustable parameters such as
frequency, filters, and waveforms.
Exports sound effects as WAV files ready for use in any game engine.

B Includes a Footsteppr tab to generate realistic footstep sounds across
various terrain types.

B All generated sounds are royalty-free and can be used for any purpose,

including commercial projects.

Limitations

B Limited to retro-style and 8-bit sound effects, which may not suit all game
styles.

B Does not support recording or importing external audio files.

B The interface may feel overwhelming to beginners due to the large number
of adjustable parameters.

B Requires an internet connection when using the web version.

B Exported files are limited to WAV format only.
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Tutorial sheet

Bfxr can be used as a sound effects creation tool during the development phase
of educational video games. Users can generate retro-style sounds by clicking
preset buttons or by manually adjusting synthesis parameters such as waveformes,
frequency, filters, and envelopes. The generated sounds can then be exported as
WAV files and integrated info games created with tools such as Genially, RPG

Maker MV, or other game development platforms.

In educational game projects focused on European values, Bfxr can support the
creation of audio feedback for game interactions. Sound effects help
communicate success, failure, progress, and transitions within the game. The tool
also includes a Footsteppr tab for generating realistic footstep sounds on different

terrains such as snow, grass, dirt, gravel, and wood.

Step-by-step guide

+ STEP 1: Open the Bfxr tool

Visit the Bfxr website at www.bfxr.net using any modern web browser. The tool
loads directly in the browser and does not require any registration, installation,
or login. The interface will appear immediately, ready for sound creation.

The interface consists of two tabs: Bfxr (main synthesiser) and Footsteppr
(footstep generator). The main tab includes preset buttons on the left,

parameter sliders in the centre, a waveform preview and playback controls on

the right, and export options below.
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+ STEP 2: Generate a sound using presets
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On the left panel, click one of the preset buttons such as

Pickup/Coin or Explosion fo instantly generate a sound of

that type. Each click creates a new variation, so you can

generate several options and pick the best one. The

generated sound plays automatically so you can

immediately evaluate the result.

STEP 3: Adjust sound parameters

After generating a sound, users can fine-tune it by adjusting

sliders for waveform type, attack time, sustain time,

frequency, filters, vibrato, pitch jump, harmonics, and more. Pickup

For small variations, click the Mutate button to apply

random subtle changes to the current sound.
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+ STEP 4: Preview and compare sounds

The waveform preview on the right side of the interface shows
a visual representation of the generated sound. Enable the
Play on Change checkbox to hear the sound automatically
after each parameter adjustment or click the Play button o
replay it manually.

The sound volume slider adjusts the playback level, so different

candidate sounds can be compared at a consistent volume.

. . . . ¥ Pla chang
Building a collection of candidate sounds before exporting | YPTH E|
ay
allows users to compare options and select the best ones for e |
each game interaction. Sound Volume

+ STEP 5: Save and export sounds
When you are happy with a sound, it can be saved for reuse. Bfxr keeps a list of

your created sounds on the left side of the interface, so you can build up a set
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of effects before exporting them. The Copy and Paste buttons

| Export WAV |

allow sharing sound data as text strings, and Copy Link | ExportAll |
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STEP 6: Generate footstep sounds with Footsteppr | Copy |

Bfxr includes a dedicated Footsteppr tab, accessible at the : Paste :

Copy Link
top of the interface, designed specifically for generating [ ClearAl |
realistic footstep sound effects. This is a port of Obiwannabe's | About |

footstep generator. Users can select a terrain type (Snow,

Grass, Dirt, Gravel, or Wood) and adjust parameters such as Heel, Roll, Ball, and
Swiftness to control how the footstep sounds.

Footsteppr is particularly useful for educational games that feature character
movement, exploration, or navigation between locations, adding an extra

layer of immersion to the player experience.
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+ STEP 7: Use the mixer and finalise sounds

Bfxr includes a built-in mixer that allows users to combine multiple sounds into a
single, more complex effect. Users can drag sounds from the sound list into the
mixer slots, adjust individual volumes, and play the combined result to create
layered sound effects.

Once all sounds have been created and refined, click Export WAV to save
individual sounds, or Export All to save the entire collection. Organise exported
files using clear flenames such as correct_answer.wayv, wrong_answer.wayv, or
footstep_grass.wav.

All sounds created with Bfxr and Footsteppr are royalty-free and can be used
for any purpose without restrictions, including in educational projects,

commercial games, and multimedia presentations.

@ Additional learning sources & tutorials

€ Bfxr: Make sound effects for your games: hittps://www.bfxr.net
€ Bfxr on ltch.io: https://iznaut.itch.io/bfxr
€ Bfxr GitHub repository: hitps://aithub.com/increpare/bfxr
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