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Provide an auditory scene analysis of a film/TV/animation/game scene of your choosing
An analysis of Payday 2’s
Soundtrack The Mark
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Expressing a sense of intensity in a game is difficult to have but there are so many examples of different methods of intensity seen. There a whole lot of different games that show intensity such as running out of time in a level or having to run away from a person that is trying to grab you. All these things can make the player feel a sense of success or dread as they are on the brink of failing, that is one of the feelings some players want. As form all the games that the author has played one thing in all the games stand out that plays a massive part in getting the intensity of the game to the player, this done by the music of the game. Games going back 30 years ago was all about just buying a game from the shop and just playing it. But as the time and technology become more modern, the pick up and play aspect of a game was slowly going out the window as the more and more complex games started coming out with music that would become iconic. Once popular consoles such as the PlayStation 2 was being overthrown by their successors, as technology in both console and game design improved. The market changes the type of games that the people wanted so the PlayStation 2 was outcast by the PlayStation 3. When the PlayStation 3 was brought out for the public the new tech made making games with 3D graphics better to run and the music started to become more complex in the game giving the player a better experience. With the release of newer consoles there was larger scope for increased complexity, not just in visuals or gameplay mechanics. But also, in the audio. One such example of this is Payday 2.

In August the 13th of 2013 Overkill Software released a world-famous game called Payday 2. When the game came out the fans and critics was surprised by the game and how well the game added onto form the first game Payday the heist. The addition of new features such as coop gameplay improved the experience, making the game as good as those you played with. The sound track added to the immersion and helped hold the game together. Payday 2 was one of the only games at the time that made the coop part of any game work so well together as you heavily rely on it making the game a better experience and one of a kind. The notable change in music each time you play the game, brings about new emotions with every new track available to listen to bringing new feelings like haste, intensity and been silent. From the first game Payday the heist the music was one of the most well-known parts of the game so when Payday 2 was brought out for the public the composer Simon Viklund was asked again to make the music for the second game as the fans loved the music as a key part of the game and wanted the same experience with the music as form the last game.  

[image: ]The main feeling, they wanted to put across from the music was a sense of “exciting and adrenaline fuelled “(1) kind of right we must move now there is no time to lose. Having this in the game made it even better to play even by yourself or with your friends. The game is set in a variety of locations. Some examples include a high street bank and a building run by the FBI. This opens the game to a multitude of different players, okay styles and musical tracks. From all of the different locations the game needed music that will work with all the tracks. “If something happens in the game and the music seemed to match it perfectly – like there's a lull in the music at the same time as there's a lull in the firefight, and then just as the action in the game kicks in the music does too – then the player will think the music did that on purpose and think it was awesome”. Said by Simon Viklund. (2)
Simon Viklund


[bookmark: _Toc509072057]Theory

In Payday 2 the game is set in a lot of different locations with there own story on it but for this, we will be only considering the first heist of the game robbing the bank. The songs are versatile, for example in the first mission, there is a choice of how to tackle the heist. There is a choice of how to tackle the heist. Players are given the option to go in loud or quietly in stealth. The music must reflect both options whilst remaining true to its original form and how the mission is playing out. In Payday 2 every song that has two ways of playing in the game and this makes the music memorable. The tension that the song builds up when playing then stops making you feel that you have been caught, but you have not been caught. Making it that more memorable leaving you at the edge always. The way the song does this is that when you are not seen by the guards the music is playing softly and quietly but then builds up adding more tension. Then just stops and goes back to playing softly making the player feel that they are going to be seen but they are still undetected. This is very obvious to the player making it more memorable. 
[image: ]At the start of the heist, you are put into the civilian mode that allows you to move around the map and see what you can do to get the money form the bank's vault. While with is happening, you can see what the guards are doing and if there are any cameras around the map and where you need to be to not be seen by them or the stealth part of the game goes, and you are put straight into the loud part of the heist. This can happen at any time in the civilian mode the implies this as soon as you have been seen by the guards long enough the music changes and goes into full swing. The song the mark has a loop in the song that the game will keep playing if the player is not seen as shown in this video. Listen up to 2:37 then it loops back to the start of the game.     https://www.youtube.com/watch?v=7P_qvg3wL5o


The loop in the song the mark will keep playing repeatedly in the game as long as the player in not been seen by anyone for too long. With this, the chord progression for the song is using simple cords to play at the tempo of 123 beats per minute. The cord used in the song for the look is F C Ab Dbm Dm Eb with using these cord at a slow pace for the loop makes the player more aware of the surroundings and all ways moving. The music starts off slow with just low bass playing with dark ambient sounds setting a barking mood as if a person was lurking in the night. Then changes the tone of the sound to a more upbeat and a faster pace with the added part of the track of a bass drum kick to add more life to the track on and that bass kick falls on the first note of every two bars of four.

Then more of the drum kit starts playing adding more complexity to the track with a hi-hat playing in the background keeping time with the rest of the drum kit. At this point, the player is still not seen by anyone for long enough to set to loop to off and start the rest of the song. With this song playing in this complexity, it is giving the player the feeling that they can risk moving around and try doing something they would have thought they could not do. This just takes the player out of the real world and into the world of a bank robber and that is was this music does to the player it makes it more of a memorable part of their lives.   

When the player is seen by the guards and the alarm starts to go off the music changes with the alarm with a loud bass note then drops quietly to start a build up to a drop in the music. In the game, this is done when the police are outside waiting to move into the building and start shooting at you and getting any loot or hostages from you. This is signaled by a police assaulting sign in the top right of the game. When that happened the loop for the stealth part of the song stops and the build-up to the drop starts when it just about to drop the police assault started and the music kicks everything off playing the assault part of the track. 

There is a slow build-up using a whirling sound with the main synth riff playing quietly slowly building up the level changing the dynamics as the track builds up. Then when the track is just about to kick in the music is in time with the police assault. So as soon as they start the music kicks into full swing using the synth medley from the start of the song with the bass duck kick. The bass drum kick is brought to the front of the track to really have an impact with the intensity of the music as the police start to run in firing guns at you from all angles. This all goes back to what Simon Viklund wanted to have the effect of the player and that definitely came across. Then when the police back off you for a bit the music goes back into the start loop giving the player an audio queue of this is the rest you gained. Listen to the rest of the song past 2:37. 

[bookmark: _Toc509072058]Conclusion

The focus of this work was to show and provide an auditory scene analysis of a game that myself picked out throughout undertaking this music track to analysis the main questions of the task have been answered. Simon Viklund’s music made for this game is a great example of how to get the player to feel as if they are the player in the game. With the game only coming out on the PlayStation 3 and Xbox 360 at the time the lower end consoles still had the technology to play this type of music and still get the feelings across to the player. Now with the game out on the Pc and the PlayStation 4 and Xbox One, there is even more technology to use to have even more tracks of music in the game to pick from. This type of music that Simon Viklund makes is that it shows the player that you do not need to have images telling you when a part of the game is happening it just shows it in the medium of music, this is hard to do in any game but when it is done right it just works perfectly. When both games came out Simon Viklund made famous in the game music industry as his work shines through all games he has had his hand on his music is still widely agreed to be the best by fans and critics.       
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