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Introduction 
The clip that I have chosen for my sound design project is the opening cutscene to the Margit the Fell Omen boss fight from Elden Ring. The scene shows the player entering the arena while Margit’s delivers his dialogue before he jumps down to begin the fight. The purpose of the sound design in my clip is to invoke the feeling of fear and tension within the player before the fight begins, presenting Margit as an unnatural and intimidating creature of great power and size. Through the use of atmospheric ambience, deep tones and vocal effects, the overall mood of the clip was designed to create feelings of unease and anxiety for the player as they prepare for the fight.

 Narrative and Storytelling 
Sound helped support the narrative of the scene by creating and emphasizing the intimidating presence of Margit. Without sound, the player would not be able to fully understand the size, strength and grotesque nature of Margit. The use of ambient silence was designed to disturb the player and build suspense in the lead up to the fight. The setting for the scene focuses on unpreparedness, as this is the first major encounter the player experiences in Elden Ring. The sound design reinforces this feeling by presenting Margit as unnatural and far more threatening compared to the earlier enemies of the game.
One important sound effect I created using foley was the slamming of Margit’s staff onto the ground. This sound was designed to show the strength of Margit creating fear and anxiety within the player, reminding them they must fight this creature. I also synchronised foley footsteps with the visuals by editing frame by frame to ensure the audio aligned accurately with the players movements. This increased realism and immersion adding a scale to the character which was comparable to Margit.
Diegetic and non-diegetic sounds were also used within this project to add realism and tension to the scene. For the diegetic sounds, I used footsteps and the impact of Margit’s staff to increase realism and immerse the player within the environment. For the non-diegetic sounds, I created a low drone using the hum of my pc, which added subtle tension throughout the clip. Although barely noticeable to the player the drone helped create an unsettling atmosphere leading up to the fight.



Emotion and Viewer Engagement 
The sound design within the scene was also used to emotionally engage the player and make the boss encounter feel more intimidating before the fight begins. The use of low frequency drones instilled emotions of fear and unease within the player, proving that Margit was an enemy unlike those previously encountered. Silence was also used during parts of the scene to draw attention to Margit and his dialogue, increasing the players anticipatory anxiety. The increased volume during the landing of Margit was used to scare the player, signalling the fight is about to begin. These sound choices helped immerse the player within the scene and maintain engagement while building anticipation for the upcoming fight.

Reflection 
Overall, I believe that my sound design within this scene was successful and effective at hitting all of the points that I had aimed for. For example, the scene that I created with the sound felt immersive and dragged the player into the scene itself matching the original effectively. I believe I had a few things that went exceptionally well for example, all of my foley sound effects had fit the scene and created the intentional feelings they were supposed to invoke, an effect I believe was done well was the magic sound effect which I created y using a wine glass and water making it create that magic sound effect then pitching it down to make it sound more accurate to the game. Another area I believe went well was the ambience of the wind compared to the loud scenes for example in the part before Margit slams his stick there is an ambience of only wind and fabric rustling which adds to the tension of the scene. However, if I were to improve the project further, I would create more layered ambience to make the environments feel fuller enforcing anxiety and unease within the player.

Conclusion
Overall, my sound design project was intended to achieve feelings of tension, fear and immerse the player within the scene. I believe that I achieved these aspects within this project. The primary techniques used within my project were foley, ambience techniques, diegetic and non-diegetic sounds, drones and synchronisation using the tools of Adobe Premier Pro to add effects to all of my sounds including pitch adjustments and equaliser to keep the project as close to the original as possible. In all the effectiveness of my project was successful as I successfully enhance the narrative of the scene, emotionally engaged the player and increased immersion due to the techniques that I used adding to these factors.
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