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Introduction to project:
 This document explains and shows the use of sounds within games, and how they have their different uses and benefits to the player. Audio within the game gives the player indications of their surroundings, in the document the examples in use will be based off the games rocket league and guild wars 2.
Introduction of the game: 
Rocket league is considered one of the best multiplayer online sports games. Its hybrid combination of cars and football make it a unique game, with the addition of physics, you’re not so grounded giving the game a unique edge. There is an online and offline play mode so this grants players to enjoy the game whether their friends or online or not. This can be a benefical thing when beginning the game as it allows the players to understand and learn the very basics of the game and give them ahead start rather then jumping straight into an online mode. 
Summary of online benefits:
Regular updates allow the developers of the game to access and alter it. The online access means they can alter and fix any issues but when they feel fit can introduce new elements to the game. with new parts, such as the goal explosions that were introduced into the game recently. They’re a nice touch as they make it so that each player feels like they have a little more control and personalisation over the car they’re using. 
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Main menu: 
Developers usually release seasonal updates (amongst others) which means the sound design is an ongoing thing. New sounds are being designed all the time for a variety of different things.

Car customisation:
Having access to customise the car allows the player to open a menu which lets them to alter the car as they feel fit, within this menu the player has access to multiple tabs where they can specifically alter part of the cars appearance. There are 7 tabs that the player can access, car, decal, paint, wheels, rocket boost, topper and antenna. 
Each tab has a selection of different aspects of the car, e.g. The wheels tab lets the player select the wheels of their choice, as the player flicks through the wheels they’re switched out and when the player selects a new set the sound of them being fixed onto the car is played. 
Navigation through players option is a different sound to the selection depending on the characters selection 
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As you can see as this player scrolls through and selects the different elements of his car, Different sounds are played for each subsection tab, when he goes into the paint of the car we can hear the sound of a spray-paint canister been shaken and sprayed quickly and quietly, this like this in the game tie it all together rather then just no sound at all or just a bleep to make you aware of what’s happened. As well as this with the antenna its like the twang of a spring. Each little additional sound adds to the whole feel of the game. 
[image: ]In recent updates on the game there has been an addition of three new elements to the car customisation section of the game, one of these elements being the car’s engine, in the past each car had their own unique fixed sound, but you could never get the car engine you wanted on the body or of a car you liked, the recent update allowed the player to expand upon their wishes and now choose the engine they desire. Additional things like this really get the developers in the fans favour even though it may be considered a small thing to some people, being able to change and alter that gives that ever little bit of emersion to the players which is always a good thing. 
On game pitch:
[image: ]Sound really comes into play when the player is on the pitch. The all-around play of the game is to win, with more goals etc. gaining enough boost, Blow will be multiple short clips of game play, and I will mention parts of the game 


[image: ]1)Within the first few sections of the clip multiple sounds occur, the player begins to rev his engine, from that it’s the sound of the boost coming from the car powering the player towards a boost pick up. Once the player is over the boost he picks it up and we hear the boost meter fill up to the 100 marks. From there the player jumps and the sound of his vehicle leaving the ground is played, he uses his boost again allowing him to gain higher heights in the game, as he chips the ball up into the air there is audio of the contact between the ball and car, this lets the player know he’s actually touched the ball as well as visually seeing it. The player knocks the ball into the goals allowing a sound similar like a foghorn to play, as well as the goal explosion sound, when the ball reaches a certain point into the goal. In the background of the game there is a constant roar of the crowd. 
2) although this is only a trailer for the game we still see elements of game play in action. We hear the goal announcer/ commentator of the arena. As we see the construction of the environment around the arena being constructed we hear one of the songs from the games playlist. Instead of giving the game no audio of just crowed music, when a goal is scored a short clip of music or sound could be played. Like when someone scores a goal in neo Tokyo a pixilated sound occurs before short electronic styled music is played in the game. from there we see the introduction of two new cars into the game, Masamune and the Esper. Where here the car engines being played as they shoot around the field. The Esper’s engine has a unique build to it. The longer it is revved the longer.
There are vast range of  sounds that are played when this game is on. When entering a match there is a small count down. There’s the crowed and then the commentators, this all builds an exciting atmosphere for the players who’re about to start the match. From the end of the count down we hear a range of different sounds, the sounds of the cars power boosts. When the cars collide the either smash into each other or cause an event called a demolition, this is where the players make contact so forcefully the one going at more intense speeds can blow up another player. This can be used as a tactic in the game, although unlike goals, assisted goals, and saves there are no points for a demolition. 
[image: ]The sounds in rocket league are almost what the player expects to hear with the visuals that come with it. That might not necessarily mean that they’re realistic sounds. That means that the sound designers have to come up with new creative sounds that fit the role the scene. 












Rumble is a completely new game play mode when it is used in comparison to the rest of the football game play. With rumble there are power ups that are granted to the player which means there’s a whole new set of sounds that the player can learn to assist with their skills in playing the game. For example, one of the power ups is the grappling hook .which make a sound which resembles you being reeled in , another would be the power hitter, the power hitter creates the feeling of the car absorbing energy allowing it to cause demolitions with contact with vehicles and to hit the ball with tremendous strength, an additional example would be the “the boot”, the boot is released at alarming speeds, the sound of a spring coil comes to mind, the next thing you know is their one of your team mates, or yourself have been shot across the screen. Rumble allows pure chaos within the arena of the game. 
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Another new game style that the developers introduced would be dropshot. This is where the panels on the floor have a two-hit system before the drop down and open a hole which becomes a new location for the goal to be scored in. Ball when being hit absorbed power, allowing the players to build up more power on the ball, however the opposing team can touch the ball and steal the power that’s been placed on it, although if the ball goes untouched for a certain period it then becomes powerless, losing any energy that its absorbed from the players hits.

[image: ]In addition to rumble and dropshot there are two more game modes which are different from the core gameplay.  Hoops and Snow day are when the ball is altered from the regular football, to either a basketball or a puck. In one environment, hoops, the sound of contact between player and ball doesn’t change however, to get the understand of a different feel of the game, the sound of the players when landing or using the hand break is different.  The sounds that match the visuals are that of what matches a real basket ball match the typical squeak of the players shoes on the wooden floor. The arena is visually different as well, with the basket ball court markings placed down on the floor and the hoops for the player to aim in.  when the ball makes contact with the hoop it mimics the sound of reality as it does so. 
[image: ]As well as Hoops there is Snow day, snow draw transforms the ball into a puck, which means the sound effects from ball to buck are altered. When the puck makes contact with the player it is a much softer sound then the ball. It also relays the sound when it collides with the wall, and instead of rolling the puck slides across the walls and floor. This makes for interesting sound alterations that the sound designers needed to look for when they felt like introducing the new style of game play into the game.  
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The game itself doesn’t actually have a fixed sound track but rather a playlist of sounds for the player to listen two, from the title screen the songs are played with the most recent playlisted songs. The songs are not actually played whilst the player is on the pitch I can only imagine this is because of the amount of sound that is already happening on screen during a match is enough as it is. The addition of music on top of the goal explosions boost sounds and demolitions might be all a little overwhelming for the player. The lack of music at the time is beneficial for the play it allows them to be more area of their surroundings. The sound tracks are made available online so that players can have access to them wherever they may desire. With new releases of updates on the game additional sound tracks are paired with them, the game allows players to choose which play lists they wish to listen to and can select them as part of the main menu section of the game. 
Multiplayer: 
Mic/Voice chat – Multiplayer online games can often implement the use of a Mic/voice chat so that communication between players is available having this accessible allows the players to specify the kind of move they will make allowing their team mates to get ready. 
Chat Notifications – A blunt beep noise is a notification that someone has said something in chat, the quiet sound is noticeable but not over powering distracting the play from the game. as immersion and focus within a game vital. 
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