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[bookmark: _Toc85393749]1. Introduction
This research is mainly set in the field of game design, but more going into the theory behind it and the psychology of the player. So, there will be some crossovers between different fields of study to find the specific information. The research itself is made due to personal interest, the topic of immersion always interested the author, and he wants to understand more about it. Granted this kind of research has already been done multiple times but there is hope that maybe there will be something new which another research did not cover.
This is a proposal for a personal research/investigation how music and sound can impact immersion in games.
[bookmark: _Toc85393750]2. Background to the Proposed Research
The background research mainly consisted of setting a base of what immersion is, as that will allow to go in detail later with how these aspects get affected by sound design and music.
Immersion itself can be separated into three main areas:
· Spatial immersion – this kind of immersion is more based on the environment of the game, this “comes from our enjoyment of playing in an environment with a genuine feel of place, that feels if not realistic then believable” [1]. 
This can be achieved by having small environmental stories strewn around the world, for example being able to listen in on specific conversations between NPCs or finding letters or documents which are connected to a specific character, in the design standpoint the world should be created so it seems like it can exist entirely by itself without the player. [1]
· Narrative immersion – this is mainly linked to the story which games can tell, “narrative immersion is all about creating a story that the player has genuine investment in beyond just wanting to see how it ends or putting you in a particular character’s shoes” [1]. 
This can be achieved in many ways, like companion characters which can act as emotional anchors to the story and diegetic user interfaces. Diegetic interfaces come from the narrative of the game and not from the game itself, so for example the heads-up display can be affected by the environment, and it gives the feel of what the player is seeing the player character also sees.
· Mechanical immersion – this is mainly linked to the mechanics of a game and how well the game plays, it is “immersion that’s to do with really getting stuck into the way a game plays” [1]. 
This one is harder to explain as other, as it is more involved with the gameplay loop and how well the mechanics work with each other for it to work the best way the experience would need a good balance between “encouraging a playstyle that’s authentic to the game’s intended experience and making a game people actually want to keep playing” [1].
Of course, these can and will work in tangent with each other, but a game can be made so it does one of these specifically well, but it could break the immersion if one of these were felt omitted during the development progress.
Immersion can also be in three levels of severity, so to say. Brown and Cairns (2004) have investigated to define what immersion is in context to video games, this investigation was on the grounds of interviewing seven gamers. And they have found that there are three stages to immersion: 
· Engagement – Engagement is the lowest level of involvement with a game. Brown and Cairns speak of barriers for entry for this level, the player needs to invest time, effort, and attention. There is also an initial barrier, which is access, this basically means that the player needs to be at least interested in a game, if they do not like a certain type of games, they won’t engage with it [2]. 
The second barrier is investment, Brown and Cairns mention how the players talk about how they “become focused” and that “if they played for ages” they would become more involved. Additionally, “the effort the gamers invest relates to the energy they put into learning how to play” [2] and effort relates to the expected reward, players want their effort to equal the reward when they succeed.
· Engrossment – Engrossment is the step up from engagement, this happens when the player becomes further involved with the game. The barrier for this one is game construction, “this is when the game features combine in such a way that the gamers’ emotions are directly affected by the game” [2]. Brown and Cairns then speak of features which can increase the quality of the game, those were features were from the participants, which these consisted of: visuals, interesting tasks, and plot (this links to the previous source about spatial, narrative and mechanical immersion). The gamers who were interviewed found a new sense of respect to the game when they notice that the designers and developers put effort into making the game. 
“They’ve spent a lot of time creating the little worlds. Making it look kind of sumptuous and realistic, I enjoy that.” [2]
This level of immersion can create a high level of emotional investment int the game, due to the time, effort and attention put into the game. And this will want to keep the players keep playing, this also can lead to them feeling “emotionally drained” when they stop playing. [2]
After this Brown and Cairns say that some gamers will construct a distraction free environment, like turning lights off and turning up the volume. This is not as useful to this part of the research as it is not part of the game; this is something which the user could do to feel more immersed.
· Total Immersion – Total immersion is the last level of immersion this is basically the step up from engagement, “total immersion is presence” [2]. Before the discussion of the barriers, participants described “being cut off from reality and detachment to such an extent that the game was all that mattered” [2]. The participants mentioned is like “you’re there” [2] in the game. 
The barriers to presence are empathy and atmosphere. “Empathy is the growth of attachment and atmosphere the development of game construction” [2]. Let’s start with empathy, this is distinct from attachment, as the user could feel attached to a character, but they might not empathise with their current situation. The participants who did not experience total immersion “talked of lack of empathy and the transfer of consciousness” [2]. 
Empathy is linked to many different features in a game, for example the use of a first-person perspective. Additionally, RPGs (role-playing games) were mentioned for the aspect of total immersion, as the player can assume a character.
Atmosphere has the same basis as game construction, where the graphics, plot, and sound combine to create them both. However, atmosphere’s distinction to game construction is relevance. The features of the game must be “relevant to the actions and location of the game characters” [2], this is important due to the use of attention, “if gamers need to attend to sound, as well as sight more effort is needed to be placed into the game” [2]. The more effort and attention are needed, the more the user will get immersed, “the fact that you have to rely on your own sense” [2] makes the games more immersive. 
On the topic of attention, that aspect is important part of immersion and in “case of total immersion the extent and location is important” [2]. The investigation then mentions three elements of attention: visual, auditory, and mental. The level of immersion felt by gamers “seems to correlate to the number of attentional sources needed as well as the amount of each attentional type” [2].
This nicely leads to the reason of the research to be conducted, as sound and music can elevate the elements of attention as music can convey moods and different messages this has been more explored in The Role of Music in Video Games written by Zehnder and Lipscomb, this will feature in the full dissertation. Additionally, the section about engagement in Brown and Cairns investigation does link to the whole spatial, narrative, and mechanical immersion of how they spoke about how “visuals, interesting tasks and plot” contribute for the user to feel engrossed in a game.

[bookmark: _Toc85393751]3. Aims & Objectives
The main aim of this dissertation is to show/prove how music and sound can impact the immersion of the user in games/interactive experiences, with the use of research and journals which already explored the topic. However, with an additional variable which are spatial, narrative, and mechanical immersion mentioned in the background research section.
Objectives
· To research more into immersion related to sound. This will be completed when there will be a good understanding on how sound impacts immersion. This should take approximately two weeks to read and sort the relevant information which can be used in the main project.
· To evaluate the research and to draw and contrast between them, the research should link with each other as at times they will cite the same sources however the information can differ depending on the authors methods to get the results. This objective will be done when a file with all the relevant information and links is created, the file itself won’t be part of the project, its more of an organisational aid. This will be done during the research period as well.
· To demonstrate real life example of games (case studies) which show how good and bad audio design can impact immersion, the main reason for this is to again draw and contrast between the games, however backing it up with the research which at this stage should be completed. This will be done when there is a good comparison between the good and bad examples of games, there should be at least one good game example and one bad game example. This should take approximately two or three weeks.
· To conclude on the overall findings and case studies and have the result answering the question and showing what kind of features does sound and music impact. This will be finalisation of the dissertation so when this is done the dissertation will be done as well, this should take approximately two weeks.
There is additionally an idea of a personal investigation where precipitants would play games with and without sound and see how they react to them, but this is fully dependant on if the research does not find that kind of data.
At the end of the project the deliverable will concise of a deep analysis on immersion and how sound and music impact it, this will be more of a research paper but it could also be used as a starting point of how a designer could make their game more immersive.
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