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Abstract
This essay will be focusing on the prologue scene of Ori and the Blind Forest. Firstly, it will shortly explain the overall story of the game, and how the visual effects feel. This will be shown in the sound analysis that it is possible to understand the connection between the story, the visual and the sound. This game has a very powerful beginning. It takes over the senses of the players, the first location in the game is Swallow’s Nest, where the main character of the game, named Ori, was raised in. It is however, just an introduction location, used to explain to the players how Ori's world was before it started dying. It is a wonderful beginning in which it captivates you into a world of fascination and catches your feelings as you go further into the story. The music, surroundings and story are all connected, and if any of these elements were missing, the game would not show such a fascinating world. Although, the research and analysis will be aiming to show how the sound of the prologue influences the ambient of the whole short cutscene, how it changes and follows the emotional state of the character, how it changes with the flow of the story and how it helps the game effect the players feelings and emotions as the players see which course the game takes.
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Introduction
Ori and the Blind Forest was created by an indie studio called Moon Studios and published by Microsoft Studios in 2015 for PC and Xbox One. It is a side-scrolling platformer game which takes place in a 2D open world. Andrew Lackey takes the roles of Lead Sound Designer and Audio Director in the game and is known for work on Matrix Reloaded, Treasure Planet and Red Planet. Gareth Coker is the composer for Ori and the Blind Forest, he is a British composer and his style focuses on melodic and memorable themes, combined with unique and unconventional soundscapes. (2016, Coker) He has also participated in crafting soundtracks for Minecraft, Primal Carnage, The Mean Greens, inMomentum, and ARK Survival Evolved. (2016, Cooker)
Beau Jimenez is a sound designer for games and films, currently working for Naughty Dog, Geoff Garnett and Kristi Knupp are the sound designers of the game. (2015, Andersen). The prologue of this game takes about 10 minutes where it takes the players through the story of Ori, before the game taking place. In these first 10 minutes the players interactivity within the game is restricted to moving and jumping controlling Naru, Ori’s father, and Ori. However, it does get the players into an immersive world, forged to get the players to care about the character, the world and what happens to it. With a captivating story, where the colors help the players understand the world’s state, with gradual changes between cold and warm colors. However, the sound also takes a very important role in getting the player immersed in the story and game, with the use of classical music and humming sounds leaving the players in a state of wonder and peace. The sound is relaxing and captivating, with a sense of mystery that follows and matches with the different worlds states throughout the flow of the story. Ori and the Blind Forest, reviewed as one of the highest rated games on Xbox One, has won several awards with its soundtrack, including an Academy of Interactive Arts 6 & Sciences award for outstanding music composition, a SXSW gaming award for excellence in musical score and the Game Audio Network Guild’s Audio of the year. (2016, Coker)

Story Overview
The game starts with the Ori as a spirit of a tree that in a night, drifted from the Spirit Tree and was taken by Naru. However, Ori did not realize that he is part of the Spirit Tree and as a small child, Ori gets caught up in the warm friendship with Naru, this is shown in the prologue; the moment Ori loses its way from the tree, to Naru taking Ori in and the growth of the friendship between Naru and Ori. However, the Spirit Tree troubled by its missing child, tries to send its lights to find Ori. Although, in the process of trying to find Ori, the Spirit Tree makes an enemy, a creature called Kuro that lives in the darkness. Kuro steals the Spirit Tree's heart, due to vengeance over the death of her children caused by the light of the Spirit Tree in search of Ori. The Spirit Tree then starts to fall ill, and the environment starts to turn into a degenerated forest. This reaches the Naru and Ori nest, leading to the lack of food of both, which results in the death of Naru. Due to the grief, Ori runs into a nearby forest, dark and cold. Ori however, accidentally manages to stumble upon the Spirit Tree heart, that informs Ori of what happened and leads Ori to the sicken tree. This is when the gameplay starts and the prologue finishes.

The importance of sound in video games
The music and sound are a very important element of gaming, the presence of audio in a game can increase the player stimulation by increasing the physical responses. (2012, Usher) Music, in video games can serve different purposes; music can lead the players to move into the correct direction, inform players of sudden changes in the game, or when a player is dying the note might change. Sound designers can manipulate the players emotions and at the same time, inform the player about what is going on. Additional to interactive purposes that influence the gameplay directly, sounds and music can also serve purposes such as branding a game. (2014, Crecente) (n.d,Collins)
"The reason why people are so attached to video game music is because more so than any other music, when you play a video game you become that character, therefore the music we create becomes the soundtrack of your life.".(2014, Crecente)
The sounds are a key factor in generating the feeling of a mission completed, or near win, these sounds can drag the players deeper into a game, attracted by the sound of a near finished mission that is informed by a strong sound. (nd,Collins) However, besides the informative factor that the sound can give to a player, it is also a great way of immersing the player, as it is an outside source of immersion, it is not visual, however it can create the sense of something real. It gives the player a sense of a physical space, with movements noises, background noises, and even overall music. The sound works together with the visuals to create a much more immersive space in the game world for the player, helping the audience to connect more with what they are watching or seeing, Audio helps to create a certain atmosphere and realism in the scenes, helping the visuals to bring the game to life.

The sound of Ori and the Blind Forest
“We needed the kind of detail in foley that draws people in very close to subtle action to create empathy with characters, but we also needed to saturate people’s senses to drive them to escape.” (2015, Andersen)
“We went for a light and agile feel for Ori, but you’ll also notice it’s very tactile.” (2015, Andersen)
In Ori and the Blind Forest, three featured soloists were recorded, Aeralie Brighton for voice, Rachel Mellis for ethnic winds, and Tom Boyd on oboe. A 56-piece orchestra covered the main sounds while a 25-strong group covered the rest of the sounds. The game's sound was produced with a range of different instruments, that enabled the game to have its own uniqueness in each played area, making the overall experience more memorable. The sound is mythical, melodic and relaxing, the tunes often change when facing enemies or when close to enemies informing the players of a change within the gameplay. When the environment changes the music and sound often changes, which helps creating a more immersive atmosphere, giving a sense of realism to the game by adding background noises like the sound of walking in leaves, the noise of the wind and the wavy trees. When the character moves or performs an ability, you can hear the noise of it in the background alongside with the music, it is a smooth interaction making the experience of the game better.  The game's sound composer Gareth in an interview has mentioned that he used instruments accordingly to each one of the areas that were used in the game. So as example in the Ginso Tree, because it was inside of a tree, he used wooden instruments sounds like marimba and bamboo. He also focused on the visuals and animation as inspiration for the audio creation, which worked very well in the game, because you can feel that the music and sounds belong to each section. When in game you have the sense that the music is always changing, but in a good flow and pacing that matches the course of the story, which creates a stronger emotional connection with the game. The music also focuses on the main character's feelings and point of views, communicating its experiences to the player. It gives something for the audience to feel, an extra to the visuals, something that ges cutscene show us the night Ori got lost from the Spirit Tree. With a contrast of dark colors and bright blue lights coming from the tree, it was a stormy night, and for that reason the sound starts slow and breaks into storm noises, with a soft quiet music as a background that gives the feeling of a story starting. The music starts getting more power and going louder and mixes in with the sounds of the storm to create a mythical feeling to the game. It is possible to hear alongside with the subtitles on the screen the Spirit Tree voice, that has a strong hoarse voice, but because the voice does not seem something you can hear every day, it feels like it carries an ancient tone onto it. It feels like a sad old voice from another world, that gives the feeling of getting into a story.
When getting closer to the leaf where Ori was born from the storm, it starts to disappear in the background opening space for a constant musical sound that replaces it as the main focus, to mark the beginning of Ori's journey away from the tree. When the leaf is being apart from the tree, it is possible to hear a higher pitch noise to show something is breaking. Alongside that music, there is a sound of a leaf drifting in the wind that breaks the song in some parts, giving a more realistic element to the cutscene. On the way to where Naru was sitting, the music gets some higher pitches and lower pitches, as to follow the travel similar to a walking pitch but in a melodic sound. When Ori’s leaf crosses with Naru, it makes a stronger noise as to call Naru’s attention. In here, the storm starts getting louder again. This whole bit of the scene is marked by specific noises that indicate something in the story is happening, or ending. Adding noises that reflect on what is happening on the visual to give an indirect interaction to the listener, making it possible to feel like the player is inside the game listening to everything that is happening, alongside to the sad song that follows Ori’s journey and the Spirit Tree voice. After this, another scene starts where Naru and Ori relationship is shown. In here, all the ambient is lively and colorful and it is possible to see Ori and Naru moving, the sound and music is now lively and cheerful with birds and nature sounds in the background alongside with the movements of Ori. At times the narrator taking the voice of the Spirit Tree will tell the players what is happening in simple sentences and a deep voice, to create a more emotional connection with the audience. For example; when Naru dies, the narrator describes the impact of that loss, and how the forest decaying affects him. Whenever the emotions of the character intensify, the music also intensifies, or the narrator appears there to speak with the listener, almost as a begging for help. Ori and the Blind forest is a game where there is barely no narrator explaining the story, for that reason the music and sound in the background play a big role in empathize of what is happening in the screen, both of the visuals and sound work together to tell the player the story of the game, in a dramatic, melodic and smooth rhythm. 

Conclusion
It is possible to say that the sound affects the overall game experience. If it wasn’t for the music and the realistic noises that work together with the visuals in a smooth flow and pacing to create a tangible space for the audience to be dragged in, the game would lose a lot of its emotional impact. The sound is there to help emphasize the character feelings, and the world's state.
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