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Introduction


In this study, the sounds within horror games will be placed under the spotlight and analysed to highlight the importance of sound for the players immersion, emotions and enjoyment throughout the game experience. The game Outlast will be the main subject of discussion. The game uses sound as an essential tool to attempt to immerse the player and scare them senseless. The second aspect of the essay will be dedicated to the creator of the incredible sounds throughout Outlast Francis Brus. The company Red Barrel will also be talked about and analysed to get a better understanding of the creation process for Outlast. 

(En.wikipedia.org, 2017)
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(Red Barrels Logo)

Section 1: The dawn of an era. 

The first documented horror game was created and released in 1982. The game was called haunted house, it was published by Atari and was created for the Atari 2600. Where the player (perceived as a pair of eyes) must navigate the haunted mansion of the recently deceased Zachary Graves to recover the three pieces of an urn. The game has been identified as the earliest examples of the survival horror genre. 

(En.wikipedia.org, 2017)

https://youtu.be/bLhjoRyzHb4. Video of Haunted House gameplay. Date accessed: 04/12/2017

The game uses some of the most basic but essential aspects when creating a horror game. The use of loud noise spikes whenever the player moves between rooms and is indicated with the help of a colour switch. This loud sound would be quite alarming at the start of the game. as it happens every time, the player would adapt to the loud sound and the effect would ware off. The bright flashing and loud, swift changing of tones and tempo whenever the player gets hit by an enemy is a good way of indicating danger. Due to the age of the example the sounds are very repetitive and there aren’t many variants of sound to analyse.  

More of a modern example of the use of sound within a horror game is the latest release from the Resident Evil Franchise, Resident Evil 7.


 https://youtu.be/mRbeU3cFyUY?t=13053.
  Resident Evil 7 gameplay. Date accessed:     04/12/2017. 



The creators of this game (Capcom) did a tremendous job of making the player feel isolated and anxious. The use of the deep breathing keeps the player having a human connection. It is a very difficult to make your audience feel an emotion of fear, one way of getting this is to make the player feel as though the character that they are controlling is stricken with fear. The deep breathing, dragging of the feet, shaking hands and talking to himself are all clever ways of doing this. The eerie tone of the waves in the background gives the sense of isolation. The creaking of the doors whenever the player passes through one is a subtle addition, but causes the player to fearfully wait for the slam of the door closing. All these sounds mixed together in a shifting demonic world wind of low monotones and drawn out sound effects constantly keeps the player on edge. 

The transformation of the use of sound in horror games is tremendously impressive and highlights the importance of sound in the game genre. From Haunted Houses abrupt bangs and flashing tech sound loops, to complex sounds in the horror genres latest AAA title Resident evil 7. The progression of making sound one of the founders of the media creation hierarchy for horror games. 
[image: Image result for haunted house 1982 atari]
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(Haunted House 1892)











(Resident Evil 7 2017)      


Section 2: Outlast.

The game Outlast was published on 4th of September 2013. The intended game was to be a short horror experience with a hidden meaning into mental issues. The game was perceived with great applause and took the horror genre to the top of the must experience list. As of October 19, 2016, Outlast has sold over 4 million copies. It’s won some awards they are including: “Most Likely to Make You Faint" honour, and one of "Best of E3" (awards from E3 2013). The sound was praised highly for trapping the player into a state of fear. The game plunges the player into darkness on so many occasions that the sound is such an imperative part of the players experience. 

  https://youtu.be/nIsp2bEx6-Q?t=1170. 
Outlast 2013 – Date accessed 05/12/17 

The games sound mixed with the game structure causes a sense of fear unknown to the player. Most horror games indicate the player to danger through loud noises and a change in the tempo. 

The way outlast differs in this sense is that it doesn’t allow the player to prepare himself/herself. With one of the core mechanics being the player not having the ability to defend himself, the music needs to indicate danger at a specific point to not allow the player to have too much knowledge of incoming enemies or hazards. If Red Barrel got this wrong and the sound of danger was initiated to early, then the player would have the time to react and hide. Then if the indication was given to late then the player would be given an unfair advantage. 

The game does this using some interesting features. Such as: 

· Doors being slammed. 
· Lockers being slammed. 
· Muttering of the enemies. 
· Banging of pipes on radiators.
· Outbursts of hysteria. 
· Your own sounds you make such as walking, jumping and knocking things over. 
[image: Image result for outlast hiding in locker]
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The use of the lockers is a very clean way of making the player claustrophobic and fear the enemy at the same time. The locker traps the players sight and hearing. The most the player is presented with on a sound level is the footsteps of your pursuer and the opening and closing of the other lockers as the enemy mutters with his monotone voice. 

https://youtu.be/k9xiVXtMBzk. 
Hiding in the locker. Date accessed: 05/12/17. 


Throughout Outlast there are some outside sections that you need the sound of metal rattling to guide you through. These arears are purposely set in pitch black and tend to be at points where the player doesn’t have a lot of batteries, to power the cameras light. Without this sound finding the right path to the objective would be incredibly difficult. Throughout these sections enemies wander outside and can be avoided by listening to the pitch of the voice, they tend to become excited and vocally louder when they have spotted you. 

Some sections totally relay on the sound as they are heavily filled with dialogue. The person you play as has no ability to interact with any humans. You are constantly the pray and the only way of survival is being one step ahead of the enemy and sound is key to accomplishing this. 


Outlast 2: Due to the great response on October 23, 2014, in an interview with Bloody Disgusting, Red Barrels revealed that a sequel was on its way. Intended to be released in late 2016, but was delayed to early 2017 due to complications in the development process. Subsequently, the release date was further pushed to mid to late 2017, despite the intended early 2017 release.
[bookmark: _Hlk500701072]The sequel, which was called Outlast 2, was made digitally available for Microsoft Windows, PlayStation 4, and Xbox One on April 25, 2017; it was also announced that it would be coming to the Nintendo Switch alongside Outlast in early 2018. The game is set in the same universe as the first game, but features different characters and a new region in the Arizona desert.  

The sequel has an entirely different feel to it. The first Outlast was particularly praised for causing the player to feel claustrophobic and relay massively on using the sounds of the world to escape the small corridors and tight air ducts. With the second Outlast it fails to cause the player to have to think on their feet and find areas to hide.  The game has such an open world that the player spots danger from quite a distance away. The user never has to listen out for the enemies as they have the luxury of knowing where they are. 




https://youtu.be/VhVZrd2eLJ0?t=11233. 
Outlast 2: date accessed 07/12/17. 

The game does do well in the sense of real world sounds. It immerses the play into the dessert using coyote sounds, wind and grass rustling. The famous hiding in lockers is replaced by the boring cover system. This has led to the ear tingling sensation when a death brining enemy is opening a locker next to yours just turn into more of a small stomach summersault as the enemy finds you crouched behind a box. 

The original in the series was a success through the creation of innovative immersion. Using the simple sound of footsteps in the right time and tone would cause a spine to tingle or a heart to flutter. Even though the sequel still packed a punch in the jump scare department, that immersion was lost, and the game didn’t quiet love up to its predecessor.    















Section 3: Francis Brus.


Francis Brus was the lead sound arties on both Outlast games having some solid past sound work experience he was the perfect man for the job. With Over 12 years of all aspects of sound design, audio asset production and management, post-production, audio engineering and audio team leadership.
These were some of the key factors that were addressed when outlast was put into production.

“· Creating solid and comprehensible audio workflows;
· Interactive designs for sound, dialog, and music;
· Sound effect, Foley and field recording, editorial and design;
· Dialog recording, editorial and processing;
· FX, dialog, and music outsourcing and implementation;
· Overseeing creative and technical pipelines;
· Mastering and multi-channel mixing.” 

With such moments of sound effect genius throughout all the Outlast series, Francis Brus was a key part of the machine that was The Red Barrels Company.  

(Brus, 2017)

Conclusion. 

The game genre that was solely created on the bases of causing the player to feel, is solely reliant on sound. The flashing lights or scary faces mean nothing if the player has no build up to the heart dropping, palm wetting, knee trembling, moments. The sound causes immersion like nothing else. If you close your eyes and hear waves you think of the beach, if you are on a beach but can’t hear the waves or the birds even the sand between your feet, you might as well be staring at a painting. Likewise, if your trapped wandering the darkness of an unlit garden, what causes the fear isn’t the darkness or the moving in the corner of your eye. It’s the rustling of the bushes, the squawk of a crow. Outlast would not be playable without sound. So many moments where the player is plunged into such a dark area that without the sounds leading you to paths that the creators want to set you on, you would be a sheep without a heard. 

https://youtu.be/VhVZrd2eLJ0?t=3655. 

Example of an area that relies on sound. The player is hiding in a maze and enemies approach from all areas and without sound they easily sneak up on you and can attack you from behind. 

The definition of a computer game is: 

“an activity that one engages in for amusement” 

The keyword in that definition is “engages”. This cannot be fully completed by the player without the user immersing themselves in all aspects of the activity that includes sound and always will. Therefore, it would be a true horror to play a game without sound. 
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