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[bookmark: _GoBack]L5 Contextual Research
For the essay I will be analysing some gameplay from the game Silent Hill 3. Silent hill 3 is a psychological horror game which uses an abundance of sounds to assault you psychologically and make you constantly feel uneasy and unnerved. How they achieve this will be the focus of this essay. The main aim for the game was to cause emotional responses where possible, sound being an important conveyer of this. Akira Yamaoka was the lead sound designer within Silent Hill, he used the idea of playing with the human subconscious to trigger feelings and emotions. The noises created for the game were everyday sounds that were distorted but still just recognisable. For example, within one of the games a loud and high frequency noise can be heard which upon research discovered that it was a dentist drill with fluctuating frequencies, with the dentist being used to subconsciously trigger emotional response from people who are frightened of the dentist.
https://www.youtube.com/watch?v=lYmBZc8HwtA&t=41s (0:25)
This clip involves the protagonist traversing a mall which has become deformed and littered with strange creatures. She encounters and combats a monster succeeding in killing it then continues to explore the mall.
Within the clip contains many odd sounds which all have very symbolic meaning as to why the sound is used. This implies heavily to the creatures within the game. This scene will be analysed considering Michel Chion’s three modes of listening where appropriate.
· Causal listening 
· Semantic Listening
· Reduced Listening
Soundscape
The soundscape of this game is unusual as to us some sounds do not match with what we would usually expect from that area. For example, the setting of this game clip is within a mall, the sounds emitted resemble that of industrial sounds with heavy use of clashing metal, this symbolises the world and reality change to Silent Hill where rusted metal and fans are a common feature. The ambient sound within the game will harshly change from near silence to and assault of harsh distorted noises to unnerve the player.
The quieter parts of the game will usually only include the character with almost complete silence other than the sounds that the character makes for example footsteps. This helps to give a strong feeling of isolation whilst playing the game as you are constantly reminded that you are alone through this journey. It also helps to give the player a chance to breath and step back from the action and take in what they have just encountered. In some areas for example the start of the game clip the player was to remain still there would be no audio produced by the game this silence really adds to the unsettling nature of the game, as we could argue if there really is complete silence It is unusual to hear no sounds at all.
"The time in between my clapping is ma. If you just have non-stop action with no breathing space at all, it's just busyness, but if you take a moment, then the tension building in the film can grow into a wider dimension. If you just have constant tension at 80 degrees all the time you just get numb." Miyazaki, 2012.
The quote above was stated by Studio Ghibli creator Hayao Miyazaki and could be applied to the reason for the quieter parts within the game. The word “Ma” within the quote roughly translates to emptiness in Japanese.
The audio will change to harsher more varied sounds when the player encounters monsters or certain events within the game. Within this game clip we can get a clear listen of this in play as the player goes from quietly exploring to an audio assault whilst encountering the monster, this is to further increase the panic and tension of the scene.
There is a lot of acousmatic sound within this game which really adds to the tension as they are usually played when the character is exploring, and the audio is quieter. These sounds will be odd sounds with no clear visual, examples of this within the game could be a random moan or a baby crying but we never see them. 
Some scenes within the game example again of encountering monsters will cause an ambient sound to play which is a consistent ticking sound with a lot of echo which really adds to the panic and the overall overwhelming nature of the combined sounds heard. The repetitive nature of the sound also adds to the overall feeling of insanity within the game. Through causal listening there is no way to determine the cause of this sound.


Radio
A common sound heard throughout is the radio. Each protagonist in the series finds or has a radio from the start of the game. The radio emits static which has become an iconic sound throughout the Silent hill franchise. The static is emitted once a monster is near the protagonist which instantly puts the player on edge. Team Silent, the creators of silent hill believed that “What you know is there, but you can’t see” is the most effective way to shake the player (Silent Hill Wiki, 2017). This idea was how they came to use the radio, as although the radio alerts of monsters in the area, it doesn’t alert you as to which monsters are in the area which creates a strong tension as you panic to prepare for what you could face. For example, within the gameplay the protagonist enters the area triggering the radio.
The audio combined with the limited camera angle only allows you to identify the monster at the last second making the player need to react to that specific monster. The radio static plays a consistent looped sound within a certain range of a monster, as the player nears the monster the radio pitch increases and with a high squealing pitch and if listened to carefully heavily distorted sounds representing mumbling or groaning can be heard. As you can see and hear in the gameplay clip the radio becomes more active and increases in volume as the player approaches the monster.
Monster Sounds
The Monsters as well as the noise they make carry very heavy symbolism within Silent hill which has lead to multiple interpretations. The lead creature designer Masahiro Ito wanted the monsters to be “Attractive and repulsive”, this can be witness through both visual and sound. The monster seen within the clip is referred to as the Closer due to its hulking size and ability to close the gap between it and the antagonist. Examining the physicality of the monster we can see that it is a tall in stature with large bulbous arms, thin body and with a deformed head and a large mouth. The monster design was intended to be feminine and this is suggested by the slender body and clothing it wears. The creature makes two distinct sounds, one being a heavy grunt and the other is a sound resembling mumbling and chatter. 
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                            (Player encountering the Closer)
The heavy grunt sound is used to compliment to creature’s size as well as to create heavy intimidation towards the player. The sound designer Akira Yamaoka used the sound of a rhinoceros with editing to create is grunting sound. This sound is used to make the monster seem more of a feral animal and lesser distinguish the more human features it possesses. 
The other sound created by the monster is an unrecognisable chatter which is used to make the creature more human. An interpretation of the creature’s design is that of a shopper in a mall, with its large arms resembling bags and its big mouth resembling chatter and sound heard throughout a busy mall. This was added in an attempt for us to respond positively to the sound as it is human in nature, so we can regain some reality within it, but then it also repulses us as it is heavily distorted and shrouded by other disturbing sounds.
When the character approaches the monster, you can hear a wet squelching effect which sounds like mangled flesh. All the monsters within the game produce this to provided added value sound to add further repulsion to them. Their movement is mainly slowly with very erratic head twitching and joint snapping. The designs of the monsters resemble deformed humanoids who are bonded together by flesh and covered in blood and filth, so this sound further amplifies the visual. 
Conclusion
Through studying and researching the audio within Silent Hill the amount of detail gone into each sound is incredible. The game provides dark chilling sounds which succeed in unnerving and causing overall discomfort for the player. From start to finish you are bombarded with various sounds of different varied frequencies, pitch and meanings that you need to prepare for the assault of audio as you delve deeper into to horrors of the game. The game has also helped provide an understanding of how vicious and relentless sound can be psychologically and the overall importance of sound within the game. Studying Michel Chion and using his three methods of listening allowed for a closer analysis of the sounds within the game and thus allowing for better understanding of the symbolism and meaning behind it. Causal listening proved to be most beneficial as listening just for the cause of the sounds helped to break down the onslaught of sounds within the scene. After breaking selecting and listening to the sounds individually allowed for further understanding as to why they were there, for example the monster emitting deep powerful grunts to almost human like sounds, each of these providing two very different emotional impacts. Thought the high variety of sounds present in the clip were memorable I felt that the quieter parts of the game were more powerful and impactful. It was within these parts of the game where the power of silence became very prominent. The silent allowed you to rest and collect your thoughts but also made the player realise that they are isolated and will be continuing through the game alone. It also added an essence of caution as you were constantly on edge waiting for loud noises or jump scares to happen. The sound to showed how to create sense of space within a virtual world. In the game clip the player is against a monster, the monsters size and heavy distinct sounds make the player feel claustrophobic but the ambient sound with its eerie echo gives a sense that you are small and insignificant within this world and you are facing a challenge far greater than yourself. Using multiple sounds for the creatures helped them to become more interesting as it provided more of a story to them, for example the closer being a shopper and the chatter being the talking of shoppers.
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L5 Contextual Research

For the essay I will be analysing some gameplay from the game Silent Hill
3. Silent hill 3 is a psychological horror game which uses an abundance of
sounds to assault you psychologically and make you constantly feel
uneasy and unnerved. How they achieve this will be the focus of this
essay. The main aim for the game was to cause emotional responses
where possible, sound being an important conveyer of this. Akira
Yamaoka was the lead sound designer within Silent Hill, he used the idea
of playing with the human subconscious to trigger feelings and emotions. \
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This clip involves the protagonist traversing a mall which has become
deformed and littered with strange creatures. She encounters and
combats a monster succeeding in killing it then continues to explore the
mall

Within the clip contains many odd sounds which all have very symbolic
meaning as to why the sound is used. This implies heavily to the
creatures within the game. This scene will be analysed considering Michel
Chion's three modes of listening where appropriate.
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