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Chapter 4

Spell Name Spell Colour Summary Spell SFX
ACCiO W|nd Winddwill be the primary element in this
Summoning Charm s

Diffindo Earth R et
Severing Charm based metalic sounds.
Impedimenta W|nd + Earth Wind & Earth - movement will be used

Impediment Jinx

to represent the time freeze

Duro

Hardening Charm

Earth + Water

Earth will be the primary element in this
sound source. There will also be hints
of Ice (Water) to give it that extra feel of
something hardening.

BEBEE

Disillusionment Wil | s

Charm Botnd:

R' t Wind with elements of Earth will make
IC u se m p ra W d up the sound source including some

T|Ckl|ng JinX n earthed based metalic sounds.

Spell Name Spell Colour Summary Spell SFX

Expelliarmus ™ Wind Vi i b th rmary lmentin i

Disarming Charm RIS

Reducto Earth + Fire |  Sammee o e ™

Reductor Curse (Fire) will also be used as sound source

Expecto Patronum Wind + Earth | 1mtvinsemens o o mse

up this sound source.
Patronus Charm g
Stu pefy Fire Fire - electricity will be the key element

Stunning Spell

in this sound source.

Spell Name Spell Colour Summary Spell SFX
Wingardium | ot R
\ Wind the wind element that features
Levitation Charm . prominently in the sounds of this spell.
Earth is the element to be primarily used in this
Lumos b
Earth + Fire source will be manipulated to t the it
Wand-Lighting Charm . etk (Eart asd) cmens WA aose
‘subtiey used to represent a magical sheen of ight
Alhomora B “% Earth ol ol o
Unlocking Charm : some el (Eathbasec) semerts
Ag uame nt' Water is the key element in the water
Water making spell. All the sound effects will
Water-Maki ng Spe" ! be sourced from water.
Spell Name Spell Colour Summary Spell SFX
Incendio Hiks R .
Fire-Making Spe" be sourced from Fire.
Avis Wind+Eath | S
. o created from the 2 elements
Bird-Counjuring Charm . including metal (Earth), & Wind.
Oppugno Wind + Earth | useds convor o ads o, Prmarty
. E you will hear wind movement and bird
Controling birds . sounds.
ApareCI um Eal‘th Earth will be the primary element in this
Revealing Charm sound source.
Engorgio . ot S
Engorgement Charm Earth + Wind theaughisizas.
Reducio ' i | S
Shrinking Charm , Aa in thiotoh.skees
Spell Name Spell Colour Summary Spell SFX
DedeiO ' . ; \ Earth E:‘:l::lemems will be used for this
Gouging Charm i
Geminio ' Wind + Earth it ::psll‘:::g): gﬁog:;m
Curse sound.
Repa ro Earth Earth will be the primary element.
Mending Charm .
Scourgif , . -
ot e Sl Barth +Wind |  Smyisssmemes
Protego : EafliBFie | e
Shield charm . the results of the spell
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Chapter 1

Spell Name Spell Colour Summary Spell SFX

As the spell's results are based in

. moving things through the air, it will be
Wind the wind element that features
prominently in the sounds of this spell.

Wingardium

Levitation Charm

Earth is the element to be primarily used in this
spell. While not being the obvious sound of Earth,
. light is related fo the Earth element and the fire
Ea rth + F|re source will be manipulated to represent the lit

wand. Metallic (Earth-based) elements will also be
subtiey used to represent a magical sheen of light.

Lumos
Wand-Lighting Charm

Earth assets will be used in the sound

E 2 rth effects to represent the movement of
opening objects. There will also be

some metallic (Earth-based) elements

Alhomora
Unlocking Charm

Water is the key element in the water
Water making spell. All the sound effects will
be sourced from water.

Aguamenti
Water-Making Spell
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