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- Gives you a connection to the game

- Main pomtsz

- Input and control devices, and interactivity
' Branching narratives
Sensory immersion
Music and sound effects .-
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- Ground the action on scre ds; make the world

alive .‘&
- Breathing, footsteps, llghts fans fire crac&&etc_A,

- St1rr1ng sound effects

Establish en
- Enforces the 1nformat1'6ﬁ‘tﬁ§'ﬁ[é§7er alrmy

- “Without this small auditor
wouldn’t be anywhere n




Haptic feedback

O ;.,. addltion/relnforcement of

- Emphasizes actions and -
patterns seen in the game
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Subtle Sound effects

- Audial Clues

- Sound effects that give you more information
- Use these to make inferences about story or environment
- Frog’s death
- Absence/Intensity of sound
- Volume and/or velocity of sound

- Louder, more forceful sounds tend to be more intense
- Absence of sound can be calming or stressful

- Manipulate the Player’s emotionsy
- Horror games play on fears of absence@f information or
fear of the unknown
- Comments

- “During select events, such as being chased, the mid-
level visual quality and the audio cues came together to
intensify the experience in spectacular fashion” (Cody)
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Narrative Dissonance

A situation where the action
on screen doesn’t match up
with the audio or dialogue
Can be used to make the
narrative more complex or

ruin it completely
- Funny Story in ‘The Witch’s
House
Can you think of any moment
like this in another game or
movie?
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‘X/hy is music 1mportant/what does music do?
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Different instruments, tempos oo
arranfLments and intensities affect ¥
how you feel, and can add another S8
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Tells the story ina different way g
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- Subconsc:lously ties elements of a story gy
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Background Music

Sets the scene, acts as a pagt of narrationy |

Gan be calm and soft, or tense and fast to.reflec
what’s happening in the story
Diegesis re
: *_ Wihere does the music originate from?
#J Diegetic-The music originates from a source within the
¢ 4 story, and the characters can hear it
- The Music box
- Nog;diegetic—The music originates from the score or
~ outside the story to add ambiance, and the characters
can’t hear it
- The Witch’s House chase music
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Music Characterization

Music as characterization
- Music tells us about characters and the world they live in

Instrumentation
- Brass is heavy; strong, heroic, or evil
- Winds and strings are light; comfort, magic, sometimes frantic
intensity
Placement *
- Where a song is played and when

- Does the song show updnmmultipleplaces L WHy? . ‘ | |
Example el
- Saria’s Song and Lost woods ’
- Same song
- Saria is inextricably tied to the woods, her home, even more soO when
she becomes sage of the forest
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Motif
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- Motif ’.
- Musical idea that’s repeated throughout a .

score
- Purely musical

- Leitmotif ‘

- Represents a person place or
Development/change in leit
the same in the character
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- Fi’s Farewell
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Zelda’s Lullab

elda’s Theme from Ocarina of Time
Acts as the motif for Zelda
Melody is Ocarina, Harmony is Harp

Sheik’s theme

heik’s moti
Melody and Harmony are harp

Ballad of the Goddess

Main theme song for Skyward Sword
Closely associated with Zelda

BEirst introduced with a harp
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