Provide an auditory scene analysis of a game scene of your choosing .

This analysis will look in depth at a game play section of the computer game Guild Wars 2. It will also consider the use of music and sound in another section of the game which has no gameplay.  Guild Wars 2 is a fantasy massively multiplayer online role-play game (MMORPG) developed by ArenaNet. The game allows the player to create a unique character to play through the story, defeating enemies, helping citizens and becoming the hero who saves their world from destruction.  
During the section of gameplay chosen to analyse, the player’s character has received their quest and the player is now preparing them to fulfil the task.  The player must control the character to move through an area of grassland, defeating various creatures, eventually going through ruins inhabited by ghosts and emerging through rocks onto the next scene in a new landscape.
The whole of this section is contained within the first 5 minutes 20 seconds of the clip https://www.youtube.com/watch?v=ufd5GLY5P4w&index=40&list=PLIfdb2Vlbf0QOcslujP4Q79gTCXxhQBh6 . Specific parts of the video will be referred to using the runtime shown below the video window (for example, 2:19, to point to the part two minutes nineteen seconds from the start). 
 
	In the very beginning of the gameplay we view the character walking down a metal ramp and on to a grassed area.  The sounds we hear in the foreground are the character’s footsteps, which change as he moves from the metal flooring onto the grass.  There are also environmental sounds including, birds tweeting and the wind blowing.  In a video about his views on sounds in the environment, R.M Schafer tells us that we have  too many sounds in our world and that this creates noise pollution, but in video games, developers intend to replicate reality and bring details of this, including all kinds of sounds into their fantasy world. 
Schafer encourages us to listen to the natural sounds in our environment as these add texture and variety to our experiences . “In art we try to get people to use their senses, to listen carefully, to look carefully.  That enriches your life.” (Schafer, 2009)  The sounds in this scene aid the player in becoming immersed.
	The player has a direct influence on the world around them from the moment they load into the game. There are three base layers to the sounds the player will hear in the game, firstly the player created sounds. This is when the character fights or runs in the game. Secondly the environmental sounds, which is something the player has no control over.  Depending on where the player is located different environmental sounds will be played, for example, if the player is located in a city, there is the sound of civilian life, the sound of factories or machinery. Or if the player is located in a quiet location the audience can hear the wind, or water, animals and birds all sounds of a natural setting that bring us to a very organic landscape.  Lastly is the music that the developers have placed within the game.  This creates an emotional response in the player helping with his or her immersion and making the player empathise and take on board the role of the character and their quests within the game’s universe.
“I think if you listen carefully, your life is enhanced. I think it becomes more interesting.”  
Referring to Schafer and what he has said, the developers want to achieve the minor environmental sounds that are sometimes ignored in peoples’ to day lives. The player may not always register that the sound is there, however if they were not there it would be more noticeable and take away from the game’s immersion. 
Turning to the non gameplay section of the game, the scene selected for this part of the document is a cinematic opening scene for one of the races in the game called the Charr. https://www.youtube.com/watch?v=ufd5GLY5P4w&index=40&list=PLIfdb2Vlbf0QOcslujP4Q79gTCXxhQBh6 
This introduces the race as warriors protecting their homeland from humans which had been previously taken from them many centuries ago. The player’s character narrates the cinematic and gives a summary of who he is, his role within the game and what war band he  is assigned to. 
The individual elements of this audio scene have come together with the use of Synchresis to amplify the effect of both the visual and audio sections of the cinematic. The cinematic emphasises that the race is in strong favour of war. The developers want the audience or player to be gripped by the sound of war drums. The music begins with a powerful drum beat, almost tribal, as the character begins their narration. The music continues to build and more layers to the composition begin to form. This is implemented into the piece to build suspense with the audience leading them to feel captivated by the cinematic. 
The scene wants the player to truly believe that this is a race made for fighting, a clip within the cinematic displays a band of warriors together, the audience hears the hard rhythm of their footsteps in unison, intensifying that impression of war, making the player perceive them as a force to be reckoned with. The additional sounds that the develops decided to add in to enrich the player with feelings, emotions that the piece of music and animations simply may not have on their own.
The music within the cinematic crescendos, building up even more anticipation with the player. More elements are formed within the musical piece making it demand more of the players attention as it intends to dominate and influence this sense of dramatic immersion. Within the layers of the composition, the machines mechanisms make a faint sound of metal scraping against metal and this is placed within the cinematic, paired with the sounds played and addition of music it intensifies the visuals that are there. 
The character speaks with confidence, almost arrogance, it’s important that even the narration of the cinematic fits with the tone of the music and visuals, this all aids in the result of the audience’s immersion with the scene. The narration must draw focus from the audience to listen to what is being said. 
Additional layers of sound like gunshots were placed over the music, honing in on the audiences ear, calling on elements of realism made to be exaggerated by the audiences own subconscious expectation. The audience have certain assumptions on how audio components should sound, but the game glorifies sounds, emphasising parts of them so it enhances the scenes power and impact on the player or audience, resulting a more intense sense of immersion. 
“Chion's notion is that sound, for example, music, "adds value" to the image. The nature of the synchronous sound causes the filmgoer to construe the image differently,” (Phillips, 1994)
Without the music, additional sound effects and the narration as well, the cinematic will feel like it is lacking, and as a result will be less immersive which will not have the same emotional impact on the player. 
 “Music may be used two ways in film: empathetic (following the rhythms, tone, and emotion of the scene with which it is presented) or anempathetic (music that proceeds steadily, indifferent to the scene which it is supposedly representing).” (Wolfson, 2003)
Referring to the quote above, similarly to film, games are also affected similarly by music. Some games specifically request an audio track to be made which can ‘’wash over’’ the listeners ears, this usually means one piece of music for all tastes. Or alternatively a piece of music fit for a unique situation, for example, in some games, calm music will change into battle music once the character has entered combat. 
“The musical response in Skyrim is very similar to that in Gears of War as it behaves in an adaptive rather than reactive way. In this game once you engage with enemies the music changes seamlessly into a battle theme with no visual screen change to battle scene” (Aska, 2017)
Contrary to this the game Minecraft is a game that has a sound track that simply plays straight through without transitioning or altering due to a change in gameplay. Similarly, mobile games, usually have tracks of repetitive, simplified music . The purpose of mobile games is usually for short term entertainment, for example, during the daily commute to work or while waiting in a queue. The use of repetitive music is acceptable when players are only spending a few minutes at a time playing the game. Many mobile games are produced by small independent development teams and utilising this type of music is preferable as it is usually cheaper to produce. Saving the developers of the game money, for tracks that players won’t always hear to the end, makes good economical sense.  (There are exceptions to this, for example the mobile game Monument Valley 2 has multiple audio tracks with developing musical themes which fit well with the game’s visuals and gameplay.) 
[bookmark: _GoBack]To conclude, in order to achieve the gameplayers full immersion into a video game a variety of sound and music sounds and techniques are used. Background music evokes emotions in the player, speeds him or her up when the characters need to run, help the player to feel the full range of emotions in his Characters. 











