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The question that this document will cover shall the first the one in which a participant will be required to analyse the audio from a scene from a video game, animation of film.
The scene that will be analysed for this assignment shall be from the Witcher 3: The Wild Hunt video game that is set in a medieval fantasy world, this video game was chosen due to its large use of audio to set the tone and influence how the player feels whilst participating in the game.
In the story the player character Geralt of Rivea is recruited by a mysterious entity called Gaunter O’Dimm to help grant three wishes to an individual called Olgierd Von Everec. As the game progresses the player will learn more about the character Olgierd Von Everec and what will happen to him once the all three wishes are fulfilled, as such the player has the choice of trying to help Olgierd later on in the game and thus will be required to try and learn more about the entity known as Gaunter O’Dimm from a professor who is an expert in the occult. 
As the scene begins, the player starts outside the professor’s house with the usual medieval themed music that normally plays while the player travels around the world playing, as the player enters the house the music stops and all the in-game audio is then temporarily carried by sound effects such as creaking wood, in a way this transition helps make the player feel like they have left the normal world and that they are descending down into a different state with sound effects giving the impression of a large unseen creature moving about the house and other sounds which make the house feel like a wooden ship out at sea, in addition to this the echo of the footsteps given off by the player character giving off the idea of solidarity as they proceed down the steps and deeper into the house.
As the player reaches the ground floor of the house they are confronted by the professor named Shakeslock who is in the centre of a mysterious circle on the floor and by his initial lines of dialogue (Franco? Is that you?, while the player is in clear sight of him) It is obvious that something is wrong with him and after his face reveal it is shown that he has turned blind. After hearing that the player character isn’t who he thought it was he reacts shocked and quickly yells at the player character to leave as he believes “that demon sent you” which combined by his tone of voice tells the player that he has already met Gaunter O’Dimm, as that line is delivered Gaunter O’Dimm’s theme begins playing which besides from this instance is always played while he is on screen making the player constantly feel his presence for the rest of the scene. Through further use of characterised writing and voice acting the player learns that even though the professor is a highly educated and intelligent man he was unable to find a way to truly defeat Gaunter O’Dimm and in the process was mysteriously turned blind while reading ancient tomes, even later into the conversation the player is given further information as to how powerful Gaunter is by saying that after the professor went blind he was visited Gaunter and despite his lack of sight he was able to see him clearly.
While recording the sound effects for the game the Sound Designers wanted to make everything to sound as natural and organic as possible as opposed to using stock sounds from the internet, to accomplish this the sound team went on several different recording sessions such as going to the re-enactment of the battle of Grunwald where they were able to get very authentic sounding recordings of: 
· Soldiers marching.
· People moving in armour.
· Working blacksmiths.
· People fighting in tournament and firing bows.
The sound team for CD Projekt Red (the games creators) found these recording sessions very useful with staff members saying that they wanted to make sure that the sound recording was so detailed that they wanted players to be able to play the game and be able to tell what was happening by just listening to what was going on.  
There were two separate music organisations working on the game, one was a four-member Polish folk music group called Perceval. Perceval were tasked with creating the period music and sounds that would’ve existed during the time that this game was set in (which is Medieval Europe), to construct this they used original musical instruments of the time and some music notes from homemade instruments. At first, there were doubts that Perceval would be able to create anything up to the standard that the video game industry were accustomed to as only one member of the band had finished music school with the rest of the team being self-taught. However, this expectation was proven wrong after the first recording session. 
Another folk music band that CD Projekt Red had hired was Żywiołak who is a multi-instrument player who created a few music tracks for the game.
Along with the previously mentioned music bands, the game still needed more orchestic music to have more of a cinematic experience. To achieve this CD Projekt Red invited the Brandenburg Orchestra to compose the music tracks that would be used in the game’s cutscenes and during the main menu interface.
As mentioned before the dialogue was used by the designers to help establish character and help add to the tone of the scene, by the choice of words and the voice acting the player was able to tell that the player character (Geralt of Rivia) was an experienced man who despite being familiar with the many monsters and ways of the world he was still naïve as to what the scenes antagonist (Gaunter O’Dimm) was truly capable of and of its true nature. The Professor’s dialogue also added to the scene, the player was able to deduce that the professor was a knowledgeable man who despite being a scholar in the occult was unable to find a way to truly defeat the antagonist. The player is also fed information regarding the antagonist, the game world and an eventual way that the player could possibly defeat the antagonist.  
Other than the dialogue there were many diegetic sounds used to construct the scene, for example at the climax of the scene the rafter beam that has until now simply been creaking suddenly snaps as if it was under heavy pressure or suddenly broken by a strong individual (depending on the player interpretation) this leads to the beam falling on to a large bookshelf which would’ve in turn fallen on the professor had the player character not charged in to stop the bookshelf from falling.  However due to the sudden shock of the event the professor stumbles backwards while the sound of a rolling glass bottle can be heard as the camera angle changes the glass bottle can be seen rolling towards the backwards stumbling professor and while the player character tries to push the bookshelf back up the professor trips on the bottle and falls backwards, the next image that the player sees is that of the professor’s head falling and hitting his head against a wooden box on the floor triggering the sound of a neck breaking, due to the nature of the event the player is left wondering whether the event was an accident or whether it was all engineered by the games antagonist. The house constantly creaks and wails and during the dialogue sequence and gives the player the feeling of unseen movement which helps add to the eerie tone of the scene it is difficult to say whether these sounds were caused by an entity as this was left up to player interpretation.  As an Easter-egg during the scene the player could use their powers to blow out the candles surrounding the professor this would trigger a series of sounds that involve noises that could only come from a monstrous creature, this gave the player an idea of the larger game world outside of the scene. After the professor dies during the scenes ultimate climax all the eerie noises such as creaking wood tone down and eventually stop indicating that the presence of what was in the house has moved on.
This video game scene contains many examples of non-diegetic sounds. The music creates a feeling of eeriness that as mentioned makes the player feel the presence of the main antagonist despite it never appearing. One small example of a non-diegetic sound can be heard at the end of the scene where after completing the quest the player can hear a sound indicating so. 
In addition to this video game scene there are other scenes in the Witcher 3 game that use some of the same techniques when it comes to sound. One example could be heard during the first time you meet Gaunter O’Dimm when he makes his presence known to the player by whistling his main theme as opposed to saying anything, this helps establish this character’s theme which can be heard during several parts of the game including the above scene. A better comparison can be heard during the games ending when soon after the main antagonist and his personality becomes more serious his character theme begins playing indicating that his more sinister personality has surfaced, the player will then hear a non-diegetic sound meaning that the game wants the player to quickly decide regarding the game’s story path. The use of sound design to inflict a feeling of tension within the player can also be heard while the antagonist approaches his objective the games music becomes much more tense as the player character chooses to save an in-game NPC (non player character) from the antagonist (that character being Olgierd Von Everec). The dialogue in this scene also follows the same format in the above scene in which it is used by the designers to develop character such as the main antagonist using complicated words which are a stark contrast to how the medieval peasants talk in the game, as the player advances further into the level he can hear the main antagonist talking inside his head, thanks to the way the dialogue is handled during this part of the scene it is obvious that the main antagonist is constantly trying to make the character simply give up on pursuing their goal and allowing him to win, in the end when the main antagonist is defeated his voice turns from a normal human’s to a much more monstrous one finally proving to the player that this being is malevolent and had to be defeated. In a similar way to how the music was used in the previous scene, during the mission the player how to work against a time limit during which the closer the time limit comes to running out the louder the main antagonist’s theme can be heard playing indicating a feeling of both the player’s time running out and as already established the main antagonist’s presence growing and coming to eliminate the player. This scene would later include a sound that only the player can hear when the main antagonist speaks directly into the player’s mind as opposed to visually appearing and speaking to the player in person. 
By looking at the above text a lot of planning went into creating these scenes from an auditory point of view from establishing the feel and tone of a scene to evoking players to decide what happened during a scene due to their own interpretation of the scene. After examining these auditory details, it has shown that clever audio design can be just as important in creating a memorable video game or movie scene as the visual designs.
A link to watch the described video game scene:
https://www.youtube.com/watch?v=GeWOCpn4o-E&t=326s
The scenes in which the above has been compared to.
https://www.youtube.com/watch?v=Uhr4Pq4asHk&list=PLMpNwDjXWh0zDRDHkwSDFIaCVaCNYpgfU&index=4 (from 4:15 onwards)
https://www.youtube.com/watch?v=eE7QFeNiqt4&index=40&list=PLMpNwDjXWh0zDRDHkwSDFIaCVaCNYpgfU (The game’s climax)
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