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Identify the problem

When playing a game, sound is intrinsically important; a narrator will introduce
the story, music or ambient sound creates an atmosphere; the actual sound
effect will set the tone of the game. However, reviewing websites like IGN [1] and
many others, sound recognition is lacking when analysing the game, instead
emphasizing the graphics, gameplay and story line, therefore, missing out on the
recognition of audios role in a game immersive experience.

This lack of emphasis undermines the function of the sound designer and his/her
role in the players engagement and immersion.

The aim

1-The aim of the project is to create a modelled environment, where sound can
be added and interacted with. The combination of the environment and the
sounds will be designed to engage the playervia an atmosphere of soundscapes.
2 -There will be a guestionnaire to analysis how players perceive and interpret
sounds.

3-This will be backed up with design theory on the role of sounds in games and
players immersion.

4- To investigate/look into the role of the sound designer and how

this creates the immersive experience,

5- Develop aquestionnaire to analyse responses to sound experience given to
students within the university and also online players.

6- To bring together the two results from the questionnaires for detailed analysis
into the findings.




Figure 1 An Example of arecording session "Foley"{2]

Gantt Chart
This Ganttchart represents the time scale of the various task.
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Figure 2 Showing the task and timeline

Why the project is worth doing

The crucial part for a game designer should be to absorb the importance of
sounds and the link between player and sound immersion within gameplay. This
project will also explore which soundscapes are most successful to pull the
player into the game and what the role sound plays in the games progression.

Projects criteria

The project will explore the role of a sound designer and the link between the
sounds and player engagement. This will be followed with primary research,

through (see Literature reviews) and questionnaire and feedback.

I will use secondary research to sustain my theory and better understand the




creations of sounds in games and use these within the interactive environment
and soundscape.

What the project is going to deliver

-Investigating sounds in games: The research will investigate various games
and how they achieve their designated sound and link between game and player.
Following this | will create my own sounds, building and accumulating various
samples to create my own sound library including foley, ambient, sound effects
and potentially music and voiceovers.

-Investigate/enquire website review: Once the questionnaires are complete a
graph will be constructed to show the outcomes.

-Environment creations: Research of various 3d models’ assets to create my
own environment, which will feed into my research of the necessary sounds | will
need to record and the effects.

-Document report: Researching other sound designers and their sound
processes. Analysis the link between players and sound in creating immersion.
-Project creation: Keeping a record of how the research was conducted,
methods of sound ideations, sound library and how to integrate DAW into game
engine to create a soundscape environment.

-Presentation: lllustrating the research and development of sounds and the
links between emotion, immersion and how this knowledge will lead me to
create an immersive soundscape environment.

How does the project relate to the written work?

The investigation is not limited to sound creation but will also analyse and evoke
an engagement with emotion and an immersion in the game environment.

The practical project will involve the creation of an environment, linked with the
integration of different sounds including background, foley and effects.
Questionnaires will gather players experience, evaluating the theoretical
concepts, elevating this concept and to be integrated with the written work.

Ethical Concerns Raised by the Project

The scope of the project using sound is to analyse player reaction. The survey
will take place within the university building and online. There will be a
questionnaire with adjustments for the specific online surveys. The engagement
with the online audience will require a consent form from the participants to
complete with an awareness of access to atarget audience who are over the age
of 18.

To achieve a clear understanding of the guestionnaire, the wording within the
survey will be simplified to cover a wide range of participants. The questionnaire




will be publicly available within online forums. Consideration will be given for
auditory senses. | will give a warning about the range of sounds emitted.
This questionnaire will follow the GDPR “General Data Protection Regulation”.

What has already been done in the field?

-Using auditory cues to inform about gameplay

Diegetic sound is used to portray sounds that are happening within the
background and can be heard by the character and player [15]. Non-diegetic
sounds are sounds that the player hears but not the character, for examples
music [15].

The use of auditory cues like diegetic and non-diegetic [15], has been used
across various media, like films and games. These cues are a way to guide the
viewer into helping with the immersion experience.

The game “Overwatch 2 [4]” utilizes this concept with accuracy, helping the
player to build immersion by distinguish sounds effects and at the same time to
build atmosphere for the player.

-Use of music to guide the player.

The Game “Doom Eternal” [5] [6] published by Bethesda uses sound design with
music. The composer Mick Gordon composed several heavy metal songs tracks
which elevates the heart rate, encouraging the player to engage with the game
through tension.

- Foley sounds

Also, foley sounds in the game God of War[27] have been 27used to good effect
where each sound was created with specifics tools to achieve a nearaccuracy
onwhatis happening in screen.




o Topic Familiarity:
My experience with modelling is robust, allowing the creation of some of the
models. | am going to use assets pack for the environment. | have experience
with the game engine Unreal [7], which allows me to assemble my environment.
Sounds design is anew experience for me, adding to my awareness of game
design, this project will develop my understanding of the process of sound
ideation, the usage of the DAWS [3] like Ableton live, FMOD and the inbuilt audio
in Unreal.

« Brief literature review
1- S. Rogers, Level up : the guide to great video game design, 2nd ed.
Chichester: Wiley, 2014. “Chapter 16, Some Notes on music” pg. 427-
434.[8)/
Inthe chapterit describes of how the music composition works in game
industries and discusses how sound has priority in guiding the player throughout
the story.
2- A. Marks, The Complete Guide to Game Audio: For Composers, Musicians,
Sound Designers, Game Developers [9].
This book was created to understand the workflow of various sound designers
and their role in the game industries and discusses sound scape, foley sound
music and voice overs. This is a good book on the background of Sound design.
3 - G. A.Sanger, The Fat Man on Game Audio [10].
This book illustrates the journey of G. A. Sanger, a compositor and sound
designer, who composed and created sound in more than 155 games.
4- K. Collins, Game Sound: An Introduction to the History, Theory, and
Practice of Video Game Music and Sound Design, 1st ed. Cambridge, Mass.:
Mit Press, 2008. Chapter 7 “Gameplay, Generes, and the functions of Game
Audio” pg 123[11]
This book chapter covers several aspects of audio in games: the function of
Dynamic Audio and Game Audio Immersion.
5- Cunningham, Stuart & Grout, Vic & Hebblewhite, Richard. (2006)
Computer Game Audio: The Unappreciated Scholar of the Half-Life
Generation [12].
This research paper explains the lack of audio appreciation in games. This will
help with appropriate questionnaires to other students to analysis if player
engagement with audio has increased or decreased.
6- Kryshelle Llacuna, “How Game Sound Design Enhances Player
Experience and Immersion - Pyramind Institute,” Pyramind Institute - Music
and Audio Production: School & Recording Studios, May 12, 2024. [13]




This online article talks about how the role of a sound designer works, talking in
depth about what roles it partakes in game design process.

models & concepts

Sound Library [14]: Creating a sound library can be a strong tool for a sound
designer

diegetic sound and non-diegetic sound [15]: This model of soundscan be a
powerful tool. This can give the player an emotional connection with background
music and keeping the immersion of the player.

3D audio technology [16]: This concept helps to achieve a realistic directional
sound in the environment, informing the player where other events are
happening.

Soundscape [17]: This model is a combination of various sounds (Ambient
sounds, Background Music, Sounds Effects) which help to achieve higher level of
immersion and realism.

Foley [2]: This is a way to record sounds that match with what is happening on
screen. Combining this technique with other sounds, helps to enhance the tone
of the intended sound.
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