[bookmark: _GoBack]Discuss some of the creative strategies available to sound designers/composers when designing solutions for moving image project. Use examples to support your discussion.

In my essay I will be discussing the innovative techniques used in Steven Spielberg’s 
‘Jurassic Park’ and how revolutionary they were for the time of its release (1993) and how they still stand to this very day. I will be discussing the sound world of the film and all that accompanies it such as the diegetic and non diegetic sound used to captivate the audience. As well as this I will be looking at different creative techniques implemented by the sound team to bring the film to life and to grant it authenticity by matching the visuals with the appropriate Foley and accompanying soundtrack. I will also be discussing the issues that have arisen from Gary Rydstrom’s creation of these prehistoric sounds and how his concepts produced a hyperreality. 

It is hard to disagree that sound plays as much a role in a film as the visuals do. David Lynch agrees with this ideology by stating ‘Films are 50 percent visual and 50 percent sound. Sometimes sound even overplays the visual’. If done correctly sound can expand the film greatly and better allow for the audience to engage with what the director is portraying. This belief is further enforced by Jesse Schell who states ‘Sound is what truly convinces the mind is in a place, in other words hearing is believing’. Although Jesse does not work in the film industry his quote resonates with me as I feel it links in well with the Jurassic Park saga. The sound in the saga allows for the viewer to truly believe what they’re seeing on screen as without Rydstrom’s work on producing the sound for the film the emotional response from the audience would not have been the same if the dinosaurs were mute or didn’t not sound correct. This ideology is ever present and because of it the film has been renowned for its sound by the industry, even going as far as to win the 1993 academy award for Best Sound Editing. 

Arguably what makes this film stand out in the sound department in comparison to other films of the time was the innovative work that was done to create the sounds for the dinosaurs. These were sounds that were completely new and had not been heard before thus had to been done correctly. By mixing animals sounds and changing the frequencies and pitches Gary Rydstrom, the sound director for ‘Jurassic Park’ was able to create these now iconic sounds. This technique is known as synthesis ‘which is defined in the 2003 edition of the Chambers of 21st Century Dictionary as building up; putting together; making a whole out of parts’. This practice is heavily used in the Jurassic Park saga as the sounds these dinosaurs produce are not made naturally and thus Gary Rydstrom had to implement this practice whilst doing his sound editing to allow for the dinosaurs on the screen to appear ‘real’ and not digitally created as they are. This proved an instant hit with audiences as the mass majority of the public wouldn’t have had a concept of what a Tyrannosaurus Rex sounded like so this film was eye opening and earnt the film its cult classic title. 

Gary Rydstrom also believes in the importance of sound design. Sound design is to be used to drive the plot forward but to not distract from the visuals entirely. It is there to compliment them and nothing more. This is advanced by Rydstrom who states ‘sound effects, to me, are not just to make the unbelievable believable, or to make sounds that make the movie realistic. They’re really there for the sake of storytelling. And one of the key things I try to keep in mind when doing sound effects work is how we can use sound effects to help tell a story’. This is clearly represented in ‘Jurassic Park’ as at its core it is a film about dinosaurs and so the sound would have to be done correctly as so to properly represent the dinosaurs. Gary Rydstrom also described in a TV interview that ‘the soundtrack should never take you out of the screen, the soundtrack should only enhance what’s there visually, if you find yourself sitting in a movie theatre and now you’re listening to the soundtrack, the soundtrack has gone too far’. I find this quote from him interesting where relating it to Jurassic Park as although John Williams’ score does enhance the visuals being presented on screen its brilliance outweighs what is being shown. This is not the case for all of the soundtrack throughout the film but is mainly applicable to the ‘Main Theme’. This contradicts Rydstrom’s ideology but it doesn’t take the viewer out of the film for a prolonged period as he is suggesting so it works in the films favour. I agree with this ideology as the soundtrack shouldn’t be overbearing and unnecessarily loud as it would distract from what the director is trying to portray and thus the audience’s engagement with the scene would be lost. 

Gary Rydstrom also implemented Hyperreality into his work. Hyperreality is a concept conceived by Jean Baudrillard that states ‘the process in which a representation of something comes to replace the thing which is actually being represented’. This theory is ever present in Jurassic Park as the film is actively trying to represent dinosaurs through their design on screen as well as the way they move and sound. As this was the first time dinosaurs had been properly represented on film it was a lot of people’s introduction to how they sounded. This meant that Gary Rydstrom had to make the dinosaurs sound perfect otherwise he would me misrepresenting the very creatures he was trying to present to his audience. The dinosaurs on screen appear to be realistic and so are perception of these creatures have been shaped by what Steven Spielberg has presented to us, we do not question how they are being portrayed due to the studios fine work at bring these extinct creatures to the big screen. However, it is not truly known what a dinosaur sounds like so by producing these now iconic sounds hyperreality has taken place as the sounds used in the film is now what the general public believe a dinosaur to sound like where the actual sound these dinosaurs produce could differ dramatically. 

These dinosaur roars and screeches were implemented into the film through Rydstrom’s genius use of audio mixing. To produce the sounds for the film Rydstrom would record noises made by other animals and then change their frequencies and tones to produce these new dinosaur sounds. The ever-iconic Tyrannosaurus Rex roar was produced by manipulating the sound produced and thus recorded from a baby elephant. Rydstrom describes the technique as ‘one of the secrets of sound design that if you slow something down, something small, it brings out elements of the sound that you could probably never get if you recorded something big’. This effect is commonly used in the industry and is the same method that was used to produce the sound of the Rancor in ‘Return of the Jedi’. 

By creating these sounds Rydstrom would had to have implemented ‘Synchresis’ into his film. Synchresis is a concept created by Michel Chion which states ‘the forging of an immediate and necessary relationship between something one sees and something one hears at the same time”. Chion’s concept is very much applicable to Jurassic Park as it is incredibly important for the sound team to produce a relationship between what the audience see’s on screen and what they hear as well. This is evident with the dinosaur sounds as these were arguably the most important sounds to create and get right and thus a synchresis was vital. The sound crew achieved a successful synchresis as the sounds they produced when partnered with what was created visually allows for the viewer to become captivated by what they saw and so Gary Rydstrom’s work prevailed. 
  
Jurassic Park’s use of Foley helps the viewer engage with the film. The practice of Foley is to produce sounds that imitate those that you would expect to see on film but is instead created in a studio not on site. It is a Foley artist’s job to make their work appear seamless and thus convince the audience the sounds they are being presented with are as real as it gets. A prime example of exceptional Foley is when the Tyrannosaurus Rex breaks out and starts walking menacingly towards the characters. Rydstrom’s use of Foley when it comes to the T Rex’s stomping is spot on in this scene as the T Rex is CGI so to produce the stomping sounds in such a way that it becomes realistic to the audience and thus accepted that is quite the achievement. To portray a sound out of nothing and to do it so well was a major feat for Rydstrom and his crew.  The use of Foley in this scene is remarkable as it helps bring tension and suspense to the audience as the stomping rises in pitch until it reaches a crescendo and the reveal of the Tyrannosaurus Rex is given to us. 

The importance of Foley is summed up by Walter Murch who states, ‘Whatever virtues sound brings to the film are largely perceived and appreciated by the audience in visual terms - the better the sound, the better the image’. This ideology is present in the Jurassic Park franchise as without the phenomenal sound work the images on screen would not have had as much of an impact and thus the film would not have achieved its legendary status. Iconic scenes in the Jurassic Park film such as the Tyrannosaurus Rex approaching the jeeps and the Raptors hunting their prey in the kitchen would not have been as memorable as they were if the accompanying Foley was not spot on. As mentioned earlier ‘Films are 50 percent visual and 50 percent sound’ so without the post production team’s outstanding use of Foley these scenes would not have the tension the director was looking for and thus would distract from the atmosphere intended and lose the audiences attention.  

In conclusion it is safe to say that the sound work on Jurassic Park was innovative and highly successful. All of the creative sound techniques that were implemented into creating the soundtrack and accompanying Foley allowed for this film to stand the test of time and to make it re-watchable even to this day. It may have caused some philosophical problems through their portrayal of dinosaur sounds that were effectively a concept, however it was done in such a composed and presentable way that it does not hinder the film and thus Jurassic Park is well deserved of its 1993 Academy Award for sound editing and its now iconic standing. 
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