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Abstract
In a media context where the cinematicization of games and virtual reality increasingly overlap,
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Free Guy constructs the space of “Free City” not merely through visual spectacle, but through sys-
tematic sound design that endows the sandbox game world with perceptible rules, boundaries, and
subjectivity. Drawing on soundscape theory, film sound theory, and game sound studies, this article
proposes an analytical framework of “soundscape-rules-subject” and examines the composite func-
tions of sound in constructing virtual space, advancing narrative, and articulating philosophical
ideas. The film first creates a hybrid soundscape that conveys both everyday life and code-based
mediation through the juxtaposition of realistic ambient sounds and procedural game effects. Sec-
ond, through triggered sound effects, differences in auditory access, and mechanisms of sonic fore-
grounding, it simulates the interactive logic and hierarchical relationships among characters in the
sandbox game. Finally, through cross-dimensional sound bridges and intertextual sound effects, it
sutures the real world, the game world, and player culture into a single narrative system. This arti-
cle argues that sound in Free Guy has transcended its auxiliary role in atmosphere-building, becom-
ing a core mechanism for organizing virtual space, driving identity awakening, and raising ques-
tions of virtual subjectivity. The film’s sound design not only offers a cross-media model for sound-
scape construction in game-themed films, but also provides forward-looking insights into virtual
auditory experience and ontological cognition in the metaverse era.
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