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Introduction: 
Chosen question: ‘.1 Provide an auditory scene analysis of a film/TV/animation/game scene of your choosing.’
The scene being analysed is a recorded scene taken form the game DOOM(2016), the scene was recorded on the Play Station 4 console during a playing through the game in 2016. The scene shows a player, taking on the role of the DOOM Marine playing through part of one of the games levels and the recording lasts for 14 minutes and 50 seconds. This scene from this game has been chosen because it is part of an iconic game series that helped to create the first person shooter genre. The chosen scene will be analysed for the audio qualities it has, the relationship between sound and moving image and how this affects the whole game will be discussed. There will also analysations of the sounds designers/music composers for the game and how they worked to create it and how this effects the game and how people feel.  
Analysation: 
Throughout the entire scene most of the on screen sounds are causes by the player moving around, interacting with objects and caused by the Demons themselves moving around and interacting with the environment. The sounds include; gun shots and rockets, the chainsaw, Demon screams, grenade/energy explosions, punching/ripping sounds, the speech like whispers of the Gore nest, the Gore nest screaming when deactivated, ripping apart Demons with a Glory Kill, walking on different floor surfaces (metal/gore stained floors), automated sounds when doors open and computers are accessed, the facility voice giving announcements, noises for when health, armour and ammo are dropped and picked up. There are lot of game environment sounds with in the scene, these sounds are for the players befit as they help the player to understand how this game world sounds and it helps with the emersion, making the player feel as if they are in the game. 
During the game, the player’s character died a few times, when this happens all of the audio sounds, while there are menu options on screen there are almost no sounds or music what so ever, the only sounds that can be heard during this are the calls of the Demons that have just killed the player’s character. During the first death the playable character was hit with an energy shot and dies with electricity around their body, this deaths audio sounds as simple as it should, there is the sound of electricity, this sound even continues when the character has fallen to the floor. There are even no sounds or music playing on the loading screen when the game reloads. The reason for this is unknown, but one possible reason for this is that it is the keep the player focused on the task of completing the level but this comes with a problem, since there is no sounds or music to keep the player focused, then they would get distracted by other real-world sounds.   
There is a line of dialogue at the end of the scene involving a character core to the game which begins to talk to the player character, this is an example of speech uses in the audio, the speech here is important to the player to understand what needs to be done next, since the character speaking is a robot that has not recognisable facial features, this means that the player cannot see the face moving to understand what is being said, the audio here is most important as it provides the information that is crucial to proceeding through to the next stage of the games story.  
When accessing the mission map, weapon options, suit upgrades, rune upgrades and codex there are different sounds from when playing the game, there is a slower paced drumming, almost sounding like a slow heart beat but his keeps to DOOM’s overall theme of fast violent action, this heart beat drumming is placed here most likely to help the player calm down after massive fights but still feel slightly on edge, there are also noises when a player navigate through the menu, it is a short ‘bleep’ sound. This is here to give an audio indication to the player that they have moved through the menu options, this is also bucked up with the visual display.    
One of the games mechanics is when accessing the ‘weapon wheel’ everything on screen slows down, this also happens to the audio, all sounds become lower and last for a longer time, the music also slows down almost stopping. This slowdown is also indicated through the audio as there is a low ‘whoosh’ sound, this helps to give the player audio feed back that they have activated the ‘weapon wheel’ and that they have a small amount of time to observe what Demons are still alive and have the options to change to a different weapon.  Each of the weapons available to the player do not just look different but they have different sounds when firing, reloading and switching weapon mods. For example the ‘Super Shot gun’ has a load shot noise when fired and heavy clunking sounds when reloading, typical of a classical shot gun, but the ‘Plasma Rifle’ weapon has a futuristic design and shoots balls of plasma energy, these have very short sounds that even make small explosion sounds when the energy balls collide with a target, the plasma rifle in the scene has the ‘Heat Blast’ weapon mode meaning when enough energy stored up, the player can release it in a blast attack, this has a sharp ‘Ping’ sound, that can be heard above all the other noises in the gameplay scene.    
Since there are different Demons that vary in appearance, they also vary in there sounds, they all produce noises that are unique to that Demon, this helps the player in terms of listening out so that they know what Demons are in the area. The smaller Demons make more scream like sounds were as the larger Demons have deeper and louder sounds. There is another use of sound for the Demons, after any Demon is killed and their bodies are left on the floor, then they de-spawn, in visual terms, they heat up and burn away, when this happens then there is a sound of burning, this reflects upon the character of the Demons as they come from hell which is often depicted has a terrible place that is covered in fire, the burning noise that the de-spawning Demons make give an audio clue as to where they come from and that they are monstrous creatures. Noises also occur when Staggered Demons are taken down with a Glory Kill, these moves allow the player to finish off Demons with different melee attacks from many different angles, these include punching a Demon’s head in or off, ripping a Demon apart, tearing off a Demon’s arm and then hit then with it and tearing off a small part of a Demon and shoving it down the Demon’s throat and watching them explode, all these different Glory Kills have typical punching and tearing sounds that reflect the detail of the violence  present in this genre of gaming.
The music in the scene is a metal based theme, most of these music pieces are based upon the original soundtrack from the original games during the 1990’s. This music piece in the scene is fast paced and helps the player to be invested in the game, the placement of the music is also a key feature, as this music only plays when there is a massive ‘kill room’ full of multiple Demons, the music being paired with the fast paced gameplay and high levels of violence have helped DOOM to become a very popular game series.
The Doom soundtrack was composed by Mick Gordon, with additional contributions by Richard Devine. Gordon aimed to treat the game's original soundtrack with "utmost respect" while modernizing it. He used seven- and eight-string guitars to give the music a lower tone, and used a nine-string guitar for the game's main theme, a variation on Bobby Prince's "E1M1" / "At DOOM's Gate" theme. The soundtrack won the Best Music / Sound Design award at The Game Awards 2016; Gordon, joined by Periphery drummer Matt Halpern and Quake II composer Sascha Dikiciyan (aka Sonic Mayhem), performed a short medley of the soundtracks "Rip and Tear" and "BFG Division" as well as Quake II's "Descent Into Cerberon" live at the awards show. The soundtrack was released in September 2016. It contains 31 tracks from the game, over 2 hours of music. Mick Gordon also revealed that he mostly used an Old Russian synthesizer to make most of the music compositions for the game, he found that it had the right sort of tone for what he wanted to create. 
Two sound designers; Ben Carney and Chad Mossholder played an important part of the game’s sound design process. They went about creating a large majority of the sounds that were used in the game. They used a lot of different objects to make the different gore noises such as raw meats, wet cloths and salads, they would mush all these together to get some really disgusting sounds, they even went to junkyards and smashed heavy metals against one another, once all the sounds had been recorded they would then be edited to the sound designers specifications and ready to be put into the games audio. This technique of creating one’s own sounds to be used to create a different sound has been used for a long period of time.
Conclusion: 
In conclusion the audio for a game like DOOM(2016) helps to get players feel like that they are in the game world, without any sound or music then the player would only be observing the game not feeling included in it. The style of the music is meant for a particular audience who often listens to that type of music, but it helps to make scene of the game, like the one under analysis here feel more dramatic and intensify the gameplay and violence during gameplay. Mick Gordon, who designed the music for the game said that since DOOM is such a massive franchise he wanted to pay a lot of respect to the work he was making. The sounds also help to make the player feel part of the game, they can hear the footsteps when they move their character around, they can hear when there are Demons closing in on them and they can hear the sound when they fire their guns or launch rockets. The sounds fit the fell of the game perfectly as the sounds capture the aggressive tone and dark themes that the DOOM franchise is best known for. The musical element of the original DOOM has been an iconic piece since the game was resealed in 1993 and since then it has continued to be a very popular franchise and this edition of the game franchise has helped to bring more modern players into this genre of gaming.
