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The exhibition I will be making is going to be based around the affect sound and lighting has in situations such as in movies and games, seeing how effective a VR horror game would be with and without the music and how effective the lighting is within these games to create a certain atmosphere.
The user will be exploring two different abandoned buildings within VR one with horror music and one without the scenarios will be roughly the same such as noises heard from above the user, behind the user and loud bangs to make the user scared however the exhibition is there to see whether the user gets more scared with the horror music playing in the abandoned building or not. The user will have to fill out a form at the end of the experience checking a box as to which building they found the scariest. Also, how the player reacts in situations where the environment is dark with sounds around the player compared to there being sounds around the player in a light environment.
[image: Image result for silent hill the game]Zentner, Marcel,Grandjean, Didier,Scherer, Klaus R all suggest that music has a huge impact on the listener they proved this with various studies. I believe that in the exhibition the VR game with the music over the top of the gameplay linked with the players actions e.g. walking into a room to trigger a certain music response linked to an emotion. The abandoned buildings will be set out to force the player into certain rooms and in certain directions to ensure that the player is going in the right direction not for them to repeat the rooms they’ve already been in. the sounds within the game will consist of loud bangs, footsteps, birds and whispering as well as the general diegetic sounds such as the wind, insects etc. certain sounds will move from the left side of the player to right side using the speakers in the room. This is to make the player feel like there is something/someone behind him/her, all these sounds will be repeated within each of the two buildings however the test is to see whether these sounds make the player feel more scared with these sounds played with the horror music.

(Silent hill the game, 31 January 1999)
[image: Related image]Magy Seif El-Nasr, Simon Niedenthal, Igor Knez, Priya Almeida, Joseph Zupko suggest that lighting in games is extremely important due to the lighting creating certain moods such as fear, happiness, anger and can have a huge impact on the players visual experience. Lights the are shining down on the player casts shadows which can then be projected on walls making the player think there is someone next to him/her literally making the player scared of their own shadow, this is talked about in ‘Dynamic lighting for tension in games’ how certain paintings create a tense or scary feeling towards the viewer. Diegetic sound can also create tension such as thunder and lightning, because of the loud bang followed by the intense flash of light from the sky, this method if used correctly can create truly terrifying scenarios e.g. walking near a window in the dark, a flash appears through the window revealing a silhouette of a dead tree and a silhouette of a man then the thunder echoes throughout the room followed by a second flash revealing the dead tree however the silhouette has disappeared, this will then reveal that the player is not alone in the abandoned building.

(The Evil within, 14 October 2014)
According to Bernard Perron horror and survival games are predictable and follow the same patterns, such as the hero investigates a hostile environment where he/she will become trapped in a town/city or building and has to save a loved one or uncover some sort of mystery I will be basing the game loosely on this concept however   the player will become trapped in the building and have to find objects to escape the game shouldn’t be to long and should range from the 10 to 20 minute mark to  allow other players to have a go at the horror game, however you can fail the game by dying  by whatever lurks in the house or if the player take an excessive amount of time trying to find the objects e.g. a key to unlock the exit, this will force the player to abide by the time limit restriction. To trigger events (sounds) the player will have to progress throughout the building and when the player reaches certain points he/she will encounter a creature, obstacle or sound to provoke a reaction from the player the events will be different in each game not to make one game predictable after playing the other game, and the events will be equally scary and have the same number of creatures, sounds etc to ensure the test is as fair as possible.
According to Viktória Prohászková “Psychological horror is based on the fear of the main protagonist, on his feelings of guilt, on his faith and unstable emotional state of mind. Further on it develops the plot, the tension and horror as seen in films such as The Sixth Sense (1999), The Blair Witch Project (1999), American Psycho (2000)” this is what I will be trying to focus the game around as it will make the game more intense and focus on an unstable mind which will complement the tense music within the game. I will also be trying to make the player feel unstable, mentally whilst playing the game by making certain rooms have optical illusions within them such as the back of a room appearing to be traveling towards the player making them want to escape from the room and making them feel claustrophobic.

The exhibition will be laid out in two sections one with the entrance to the exhibit with two TVs showing the gameplay of the person playing the VR game, the next room will have the player playing the VR game with speakers all around the player to ensure maximum sound quality and to ensure the player can hear certain sounds around the room coming from different angles. The room will be completely dark to ensure the player has no distractions during the experience. The wall separating the two rooms from each other will be a one-way sheet of glass for the people within the exhibit to watch the person -playing the VR as well as the gameplay, the glass will be sound proof and mirrored to ensure no one can distract the player. To get into the VR room the person hosting the exhibit will have to set the player up on the oculus rift system and give the player a brief introduction to the controls then leave and turn off the lights to ensure the player is in darkness to amplify the sounds created and to create tension for the player. When the first game is over the player will then have to choose the second game using the controllers, after completing the second game the player must then fill out a questionnaire stating which game was scarier. The first game will have no music the second will have music these will then be switched throughout the day to ensure a reliable outcome.
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