
                                                                           







Research in Practice
Question 4. From the sound and Moving Image research strand lectures, choose a theme, movement, or selection, of artists or designers that relate to your practice or interests and construct a 2,500-word essay. Consider primary themes key writers and relevant practitioners.
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For this investigation I will analyse Myst 4 Revelation to interpret the soundscape of the different worlds. Myst 4 is a fantasy single person game in which you have to find a kidnapped character. Myst 4: Revelation is an Adventure/ Puzzle game and is a chapter that is a part of a larger series of games that are about or related to a man called Atrus who writes and designs worlds. The game is in first person. The player is Atrus’ friend who has been visiting for years. This essay will document and analyse both audio soundscape and visual content. 
Firstly one should define what is soundscape?  In 2003, Miller defined soundscape as “all the sounds that can be heard in a specific location. Soundscapes can only be understood only through peoples’ perceptions” (Miller, 2013). Therefore one should also review who was responsible for the audio content of this game.
Jack Wall was the composer, conductor and producer of the soundtrack for Revelation. He reorchestrated and developed the audio soundtrack that was originally created by Robyn Miller in Myst 3. Jack Wall also describes music for games design as being “very different to film as tends to be more ‘foreground’ driving the action, where as film music needs to lie underneath the dialogue much of the time and thus be ‘background’” (Zager, p.199) therefore games sound design is action driven. 
Also “revelation has the first full orchestral version of Atrus’ Theme” (Miller, no date), within the intro this adds to the atmosphere and dynamics of the soundtrack, particularly primarily the wind section is evident in parallel to the choral elements.  As the theme develops the full orchestral dynamics increase with percussive and strings sections that develop in volume, as the theme evolves.   The inclusion of the orchestral element adds power and increases tension and develops mood of the sequence.  Causal listening which “consists of listening to a sound in order to gather information about its cause” (Chion p. 24) develops the gameplay and  creates involvement  from the player, furthermore, causal listening, defines “The emotional, physical, and aesthetic value of a sound is linked not only to the causal explanation we attribute to it but also to its own qualities of timbre and texture, to its own personal vibration” (Chion, 1994, p.31) making each environment  unique and individual to each world and recognisable without visuals.    
Myst 4 Revelation focuses on the disappearance of his only daughter, who was kidnapped by her two brothers who wanted revenge on Atrus for putting them separately in a prison world. The prison worlds have very different audio tracks that symbol day and night and the characters that are within the story world. 
Traditionally “The score is perhaps the most direct way of infusing a character with emotional qualities. Character development is not limited to people in animation virtually any object can be personified (anthropomorphism) through dialogue, music and effects (Beauchamp, p. 21), although sound effects are also very apparent throughout the game.  

  The friend (player) is on a visit when Atrus is called out for an emergency. Yeesha his only daughter gets kidnapped as you the player are on watch; this leads the game to be an exploration of different locations within the game to find his daughter.  The game is made up for 4 worlds; Tomanha, Haven, Spire and Serinia.  
As the game starts the player is on their way to the first world Tomanha.  The intro for Tomanha “uses simple woodwinds, strings and harp to give the impression that you are taking flight” (ubisoft, no date). Tomanah is the home world of Atrus, his wife Catherine who is not seen in this particular game as she is away and Yeesha the daughter. This world is split into two time maps, day and night. The game starts as day and then for the remainder of the game it is at night. Tomanha has very different soundtracks for night and day. Wildlife is evident within the audio track and relay audibly and give definition to the different time periods, with different birds apparent during daytime and crickets amongst other elements heard at night. At the start of the game, Yeesha, Atrus’s only daughter and youngest child, greets the player. She then picks up the player and then takes them to Tomanha using the gondola.
Also Myst IV incorporates numerous character sounds within the game, character sounds are only for the sighting of Achenar and it is a drumming noise followed by numerous sounds which is always heard when you see Achenar in the distance.
The first thing you hear is the gondola traveling on its tracks at speed and the diagetic soundtrack in the background.  The use of diagetic sound is used throughout the game, diegetic   “denotes sound that is perceived by characters within the film”… creating a voyeuristic relationship between the characters and the audience, therefore promoting the implied  reality” of the scene (Beauchamp, 2013, p16).
Yeesha talks to you mentioning that if her mother was home she would not be allowed to pick you up on her own. As you reach the outside of Tomanha you can hear the waterfall in front of you. Yeesha asks you to take a picture and you can hear the sound of the camera. When the ride comes to an end and Yeesha gets off before you, you can hear her footsteps as she goes into Atrus’ study and opens a mechanical door. 
In Tomanha you can hear birds and nature that is off screen and a calming soundtrack as supported by Beauchamp ( 2013). As you enter Atrus’ study you can hear electronic noises that are both on and off screen. Atrus’ greets you and you have to do a task with him. Using dials to configure the soundwaves to hear the prison worlds through the crystal viewer the player can hear these soundwaves being changed during the task. There is an explosion and you can hear the power going off due to the crystal viewer short fusing. Atrus then leaves and the player are now on their own. 
The players footsteps can be heard even though due to it being in first person you only ever see the right hand. A magnifying glass is sometimes used by the player to look at something in more detail, this can be heard to symbolise you can use it.
The lift makes a sound when opened and when it is also in use, this sound is very similar to the gondola. 
As you get to the main level you can hear running water and wildlife, again this emphasising the calming effect of the environment. Yeesha greets you again and then you fix the power supply 
As the player has done the power box activity you can hear a musical instrument off screen. When you follow the sound, you find out it is Yeesha practicing a song for her brother. This instrument sounds like a flute but is a made-up instrument.
When you are at the power station you can hear loud waterfalls, when the power is restored you can hear water wheels and loud water.
As the player leaves the power station there is a large explosion and as the player is unconscious, there is complete silence. 
As the player wakes up it is night-time. The silence is broken by footsteps climbing back up the broken bridge. There is a sound of the stereotypical night-time sound that is the sound of crickets and the music starts again. It gives off a very tense energy.
When the player enters the lift again as it is going to another level it makes a different noise. As it hits the water there is an off screen sound effect of water to show that you are traveling in water.
When you enter Atrus and Catherine’s bedroom you can see another lift. This one is a lot smaller. You can see something glowing and it is Yeesha’s necklace. This makes a sound which represents and symbolises memory. The memory shows Yeesha running away from something and there is a sound of fear and a lot of struggle as she runs into the lift.
The study has the same sounds as before however there are some tasks to do. When the roof opens there is a mechanical sound, like metal scraping against metal, there is a memory and Yeesha’s necklace shows Atrus talking about the stars to Yeesha. When the player finds Atrus’ journal Yeesha’s necklace will read it in Atrus’ voice. The music changes and becomes calmer. When the player goes to use the crystal viewer there is static noise, Atrus appears and talks about an electronic storm. There is a lot of interference and he leaves the scene.  When the player goes to where the gondola is there is a memory of the very first scene.

There are two prison worlds in Myst 4. Haven is one of the prison worlds where son Achenar is imprisoned, this world is set in the day and was adapted to be a prison world the audio used is more naturalistic with sound of the sea, nature, birds and other creatures.
in contrast to Haven there is Spire, which is the other prison world and that is where Sirus is imprisoned, this is set at night.
It is the player’s choice as to which world to enter; Haven and Spire have a contrasting audio environment to show the difference between the two brothers, when you enter both worlds there is a flashback scene of the…. Getting blown up and then you can enter the world.
As you enter Spire using the linking book you fly in, on the player’s entry there is thunder and lightning 
When you enter the world the first thing you see is a blown-up waiting area. You can view a memory that shows the chamber being blown up. There is also a book that triggers a memory again and that is of a conversation of Yeesha and Sirus talking about Yeesha being taught the native language and that she is also going to teach him. 
As you leave the chamber to go and explore, the player hears thunder and lightning and strong wind which connotes the character who lived here was evil or an angry person, there is also a soundtrack which would be…. And this also makes the player feel a negative or anxious emotion.
When you get to the second level there are ice sculptures that you can tap, and they make a noise like tapping on glass. There is also an opportunity where you can view a memory, which you can only hear just like the conversation of Yeesha and Sirus and it is of a conversation.
In spire there is a chair that has various levels, this chair has crystals that make a noise and can form music, this is discussed in Sirus’ journal. The player has to play the right notes to be able to unlock the code that is used on the door all the way in spire so that the player can get in and save Yeesha. 
When you leave either Haven or Spire (depending on what one you choose) as you are in the linking chamber there is a sound of drums and then music and then you see Achenar leaving. This sound is associated every time you see Achenar during the rest of the game.
As you link into Serinia there is the sound of the environment and nature, there is the same linking sound as all of the rest of the worlds. Serinias soundtrack is cultural and calming and reflects on the world environment. When you reach the main part of Serinia you can hear a bell ringing, as you reach that bell Anya talks to you about finding Yeesha, you are told to go to the memory chamber 
When you get there, you can view memories of yeesha struggling and trapped.
After you have left you can see Sirus inside the lift that is made for collecting memory globes and he blows it up after he runs off, this is the same noise of blowing up that takes place on the bridge in tomanha and in Haven and Spires chambers. 
Serinia is the spiritual world, which is set at daytime, the soundtrack is very cultural with women singing in a different language. Like Tomanha there is the sound of water running, although in Serina it is gently. Off screen there is various sounds of nature. Within Serinia there is a dream world called Dream. There is a soundtrack as you enter dream with dream like visuals. When you enter dream, it is very silent and all you hear is the voice of your spirit guide with sometimes being complete silence. This silence is broken by the task you need to do that is interacting with the ancestors to get your answer on what is going on. Dream is only visited twice. 
Every world has a journal in it that is written by one of the characters. In Tomanha there are 4 personal Journals, two for Atrus one in both of his studies, one for Catherine in her study and Yeesha’s that she keeps hidden in her bed. In Tomanha there is also various Journals both Catherine and Atrus has written for their worlds. In Spire there is Sirus’ Journal and in Haven Achenar has two journals. Achenar also has a journal hidden in Serina explaining the “plan”. With Yeesha’s amulet you can hear the voices of each character and their expression in their voices that also shows their current emotion for example you can hear Achenar shouting when he writes about not being able to find the linking book. 
Every world has a memory that you can view on Yeesha’s amulet wether It was a memory created by her or automatically by you, some of these memories have no accompanying visuals and some do, these all give you clue or reminders of what happened. 
All of the worlds have a completely different soundtrack and environmental sounds, the prison worlds’ soundtracks are both to represent the character whereas Serinia and Tomanha are reflective of the type of world they are. Serinia in contrast has a soundtrack that encompasses nature, running water, which creates a calming atmosphere. Haven and Spire both have wind, however Haven is drier and sounds like it’s from a desert indicating its very warm and Spires is high pitched, whistles and fast indicating it is cold. Tomanha in the day is more relaxing than Tomnha at night as in the night there is an anxious rush to find out what happened whereas in the beginning of the game when you reach Tomanha it would be relaxed as you don’t have to worry about anything. There are also times of complete silence and that is when the player is in the dream world, this is the only time there is no soundtrack for a portion of the game. Most of the soundtrack does have voices in however Tomanha’s sountrack does not. 












I could not play the game due to it not being easily available to remind myself I watched this YouTube playlist: 
TheMystPlayer (2012) Myst IV: Revelation Walkthrough. Available at https://www.youtube.com/playlist?list=PLONeb_sl3o5zfpGH94zwvXPa7Eoz7-ZQA (Accessed: 12th October 2019)
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