                                                                            Contextual Practice

Provide an auditory scene analysis of a film/TV/animation/game scene of your choosing - 
An analysis of resident evil 2s 
Changing boss theme 



Introduction 
[bookmark: _GoBack]how do you express horror in a video game? there are many examples of different methods of horror presented in games such as graphic images, gore, intense subject matter and disturbing stories but the most effective is the use of sound and music. Since the 1970s video games were mostly about getting children or teens to play a game and then getting more children to play and pay more money. But as the times changed so did the video game industry and the idea of games being just for kids and a silly past time activity started to change and was starting to be seen as a valid form of story-telling around the 90s with the super Nintendo and Sega mega drive becoming outclassed by the newly revealed Sony PlayStation.  With the introduction of 3D graphics video games became something more and could be used to transport a person into a new world but as the graphics changed so did the music in games and was starting to be used in conjunction with the story and graphics to create something amazing but this could not be expressed better than with the resident evil franchise (6).
 
In 1996 Capcom released there now world-famous resident evil franchise and it was met with extreme praise from critics and fans alike the game was a breath of fresh air from the other games on the market at the time. Resident evil was widely regarded as the game that made horror marketable and a new form of storytelling in games with is dark and foreboding setting and intense gore people had never seen a game like this before. But the one thing fans noticed was the soundtrack each one of them was memorable and brought back memories of each intense encounter in the game. Because of the game's success Capcom greenlight a second entre in the franchise to be made in 1998 and this time put much more funding behind the game to make sure it would live up to fans expectations much more focus was put on the music this time around, so the composer of the first game Masami Ueda was brought back to supervise the soundtrack and a young freshly graduated music student Shusaku Uchiyama was given the chance to work with him on it(6). 
[image: Image result for Masami Ueda]The main theme they wanted to convey with this game was ‘desperation and a sense of hopelessness’(1) the game was set in a city overrun by the dead and would need a soundtrack that showed the main character's sense of dread and hopelessness at the situation they were in. In an interview with Chris Greening for squareenixmusic.com Shusaku Uchiyama said that he was told that by the producers and director that the project “we agreed that we should keep in mind this is a horror game first and foremost and a thrilling shooting game second” (1). From this clear concise objective, the game's composers knew they needed to concentrate on the atmosphere and horror of the game more than the action and set to work on a soundtrack that would be better than the originals.     
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	Theory 
In resident evil 1 the game was set in a secluded mansion and didn’t have many monsters for the player to encounter so in resident evil 2 the composers wanted to follow that trend of making songs that go along with seen or monster to give the player a sound to link with that memory making it more memorable. In resident evil 1 there was one final boss of the game that the player encounters in the end and that song was very memorable because of the tension that the game built up to in that final moment and the use of different sounds. For example, techniques like using off–key sounds to make the player know there’s something wrong and there in a bad situation and also the use of flat sounds that don’t sound right to the listener.
For resident evil 2 the boss of the game is William Birkin a brilliant scientist working on a deadly virus that can mutate human cells to create monsters he gets betrayed by his own people and is shot and left on the brink of death but in his last moments injects the virus into himself transforming himself into a horrific monster. Throughout the game, the player encounters William many times in different stages of transformation and the use of sound in each encounter is very interesting starting with his first theme titled ( "The First Malformation of G”)              The First Malformation of G (7) 

[image: ][image: ]Williams first theme plays when you first encounter him under the police station at this stage he still resembles a human with slight changes the song really represents that idea with the use of trumpets and drums in the introduction that lingers for a small pause as if he’s still in there calling for help then the song carries on representing his monster side taking over. In this song the use of musical motif (3) would be the recurring two notes at the start that sound like there are rising up to a conclusion but pause for a second then the rest of the song carries on but the same two notes are still used in the base of the song. The reason why the same two notes are used is not a coincidence but intentional throughout the game any seen where the player is near William or something terrifying is happening the same two notes are always heard as if to tell the player that William is chasing you down. This form of sound design is called phonosemantics (4) and is used to tell the listener that the song has meaning such as anger or sorrow (2) in this context the song would carry such meanings pain suffering and sorrow as the notes are low.   
The second malformation of G (8)

The second time you face William his theme is different to represent the changes he has undergone. The mutations in his body have vastly changed him and he starts to no longer resemble a human. The player faces him as another character is dying so the tension in the scene is very high. This theme sounds very different compared to his first theme whereas his first theme starts off with a slow with a lingering build up the second theme opens loud and really tells the listener that there in trouble the use of trumpets are still there but are overshadowed by the roaring drums. The themes introduction builds up the tempo and then the same instruments and sound design from the first theme can be heard to represent the fact that this 
is still William but more animalistic and morphed. In this theme the tempo is much faster than the first theme and this represents him chasing you down as if the drums are his footsteps and he’s pushing the theme along. The phonosemantics(4) of this theme would still be suffering and pain but now with the inclusion of rage and anger as well. As can be seen with the rising notes in the middle of the theme the use of repetition or Motivic repetition of the theme is also prevalent as can be seen with some two notes from the last theme being used in this one on repeat in the baseline. The diegetic sounds (5) in this theme would be the sound of trains and alarms going off and the non- diegetic sound(5) would be William Birkin’s theme. The theme ends when you defeat him, and the room goes silent giving off a strange feeling as it goes from really intense to silent in a moment.   

[image: ]The third Malformation of G (9) 

 The third and final time you encounter William is in the underground facility as the player is trying to escape on a train out of the city as a nuke heads to wipe it off the map. The tension of the seen is really built up well and all through the fight the there is a counter timing down to tell the player that the nuke is getting closer and closer. As the player approaches the train to finally escape William burst out to have one final fight with the player and the seen is set with alarms and the train slowly taking off down the tracks. The theme that plays is the final boss theme and really does a good job of telling the player there in deep trouble and they need to hurry up. Unlike the other boss themes this one is very different and if played all at the same time would sound the most different compared to the others. The musical motif (3) of this theme is still the notes heard in the previous themes and has a rising pitch. 
The theme opens with a woman screaming as if she’s in an opera and really gives off the sense that the fight is the end and William has reached a new level of power the player can’t comprehend. As the theme goes on the woman goes silent and the same base and tones from the last themes can be heard this again represents that its Williams theme but now with much more emphasis on the build-up as if to tell the player to get ready for a hard fight. The same base tempo as (“the second malformation of G”) can then be heard to again give off the idea that Williams footsteps match up with the drums and he’s driving the theme forwards but this time much faster and aggressive to match with his new monstrous form. The phonosemantics (4) of this song are slightly different compared to the last two themes as many more higher notes can be heard this could represent hope as the player is moments away from escaping. As the player continues to fight William he transforms one final time into a hideous doglike beast and the woman’s chanting from the start of the theme can be heard again almost like she’s screaming at the monster he has become this is then used throughout the rest of the fight until he dies. The use of the alarm plays into the diegetic (5) sound of the theme as the player can hear this alongside the theme to almost interrupt it, but it never overshadows it. The tempo changes throughout the theme from slow at the start to much faster in the end to show that he’s getting angrier and more dangerous. As you kill William the music starts to slow and go silent and the alarm continues to go off almost giving off a mournful or sad atmosphere and a final conclusion to the games story.              

Conclusion 
The focus of this task was to Provide an auditory scene analysis of a game scene of our choosing throughout undertaking this boss theme to analysis the question these main points have been answered. William Birkin’s theme is a good example of how you use sound right in video games and just because we have limited technology there’s still ways to make music have weight and provide extra layers to a seen. The same instruments and tones where used in each of his boss themes and are interesting uses of repetition to not only the theme and the sounds but to actually tell the player things through the medium of sound or music. The theme really holds up well and provides the player with a range of emotions such as horror or terror that even some games today can’t emulate as good as Shusaku Uchiyama or Masami Ueda did back in 1998. By using different techniques to analyse the use of music and sound in these themes you can really learn how they used the limited soundcards and instruments available to them to the limit and the funding was well placed and how vastly better it is compared to the first resident evil. Resident evil 2 would go on to become a worldwide best seller and the composers went on to the sequels and other games in the franchise and resident evil 2s soundtrack is still widely agreed to be the best by fans and critics.      
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