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Project outline 
For this project I aim to write 6 compositions for different game genres. I will compose using logic pro x while using a mixture of live recording and midi. Throughout this project I will be researching different types of genres of games and how to compose for them, I will also research into well-known game soundtrack composers.

Aims and Objectives
· Improve the understanding of music theory on a higher level.
1. Research music theory using books, YouTube and online examples.
2. Practice through writing short motifs while using music theory as research.
3. Receive feedback on the practice pieces and any drafts to show how I have improved.
4. Explore examples of gaming soundtracks for different genres.

· Develop skills and understanding in game audio business and how to gain a professional career in it.
1. Research how composing soundtracks would work as a career through books and online research.
2. Case study for business models.

· Understanding how gaming soundtracks are submitted to the game designer or artist. 
1. Research the most efficient way composer and artist communicate and submit projects.
2. Practice by submitting some projects as they would be for a client.



Research
Programming Soundtracks in Game
Game soundtracks and film soundtracks are similar in many ways. They both “can elicit strong emotions in listeners” and they can be remembered years later (Eschrich, et al., 2008). The biggest difference is that in films the soundtrack composer has set moving image to compose to, therefore, the composer can change the emotion of the soundtrack along with the film. Whereas in games, the player has most of the control of when the soundtracks are triggered and what emotion is conveyed in the story. The way that game programmers go around this is by creating triggers for the soundtracks, so that the music can change accordingly. Many composers and game designers use middleware which builds a bridge for both teams to work with each other. Examples of this software includes, Fmod, Elias, Fabric and wwise. (Amerongen, n.d.). While composing for games many composers and game developers create a few small loops rather than one long soundtrack. Each loop for would create different intensities and emotions while still relating to each other with certain musical aspects, allowing smooth transitions, while still being on que. For my compositions I choose to have 5 compositions spilt up into loops and one to be a set soundtrack. I then had the sections of the First-person shooter battle bounced down into audio files. My reasons for this was for simulating a situation where middleware was not an option and there for each section would be bounced down and looped. The problem with this was that there would be no audio tail bleeding into the next section, therefore when bouncing the sections down, I made sure to select ‘Bounce 2nd cycle pass’ where necessary which allowed for the audio tail to be included at the start of the section. 

Arcade Game Soundtrack 
Arcade Games are coin operated entertainment machines installed in public businesses, examples of Arcade games include,
· Video games (Pac-man, Space invaders)
· Pinball Machines 
· Electromechanical Machines (Periscope)
· Redemption Games (Ticket Winning)
· Merchandise (Claw Crane)
These were mostly popular between 1970-1980 they were then slowly replaced by home consoles. Arcade video Games were first introduced in the early 1970s with games such as Galaxy Game 1971, Computer Space 1971 and the revolutionary Pong released in 1972. This game was a great success and is known to have popularized video games (Donovan, Garriott, 2010).

Composition Approach 
Arcade machines used programmable sound generators ‘PSG’s’, these used subtractive synthesis chips which meant there was very little control over timbre (Collins, 2007). One of the more popular PSG’s to use is the AY-3-8910 by General Instruments 1978. The chip has three channels that can produce different tones simultaneously, it also has a white noise generator for percussion (General Instruments). For home gaming systems the most popular at the time was the Nintendo Entertainment System ‘NES’, the sound chip had 5 channels- 
2 Pulse Wave Channel, Triangle Wave White Noise channel, used for drums by altering the ADSR, and a Sample Channel. Considering the limits that composers of this arcade era had, I decided to only use ES2 synth instrument plug-in in logic Pro x as it has the ability to produce different variable of square waves and includes triangle waveforms, noise function and ADSR. For the drums I used a snare, kick and hi-hat for the whole song, I shaped these using the ADSR of the noise channel. I shortened the decay and sustain of each drum part and used the filter to boost and cut the high and low end to give the desired sound. The game I chose to re-programme the soundtrack for was Monster Party 1989 which is a horror game for the NES. I based the composition in the harmonic minor scale due to its dark and exotic flavour. This scale is also more colourful than the natural minor scale. I wrote 3 different sections for the composition as I felt that the gameplay had three changes in mood. I was unable to get gameplay with the sound effects kept in; therefore, I muted all the audio and recreated the sound effects using a combination of the white noise generator and some samples I recorded from the real gameplay. 

Action and Adventure Soundtrack 
Action Adventure games emphasize the storyline and physical challenge of a game. The protagonist will have to navigate through different situations or levels avoiding obstacles and battling enemies, the game usually ends with some sort of boss battle. Some Action Adventure games also include an online feature where players can play with others in different locations, a great example of this is GTA V 2013 (Ngo, Francis, 2019). This genre is one of the most popular genres of games, this is due to the fact that these games include many different aspects of other games such as, driving in a game like GTA or playing a musical instrument in Zelda and many Action Adventure games include puzzle solving such as Uncharted (New York Film Academy, 2017). 

Composition 1 
While researching into action and adventure games and their soundtracks, I discovered that one of the most popular and infamous soundtracks in this genre is for The Legend of Zelda- Ocarina of Time 1998 for the Nintendo 64. The composer for this game was Koji Kondo who is well known for composing soundtracks for many Nintendo games mostly including Mario. Saria’s song is a beloved song by Zelda fans which appears in this game, it’s also a recurring song throughout the Zelda franchise. This composition in written in the key of F Lydian. The Lydian scale is the same as the Ionian scale but with an augmented 4 which gives it it’s quirky flavour. The scale was formally known to have an evil sound due to the triad featured but as time went, tastes changed (Goldsby, 2017) It is playful in a slightly sinister way and is used thoroughly in compositions for moving image, such as, The theme for the Simpsons, Super Mario, E.T, Jurassic Park and back to the future. My composition would be for the main protagonist of an action adventure game set in a fantasy village surrounded by nature. This composition would be in the form of a song rather than stems glued together. The song includes an intro, chorus, bridge and interlude, and features bongos, flutes, keys and a synthesizer. 
[image: Image result for sarias song sheet music]

Composition 2
For my second Action Adventure composition I choose to do a more modern cinematic game. While listening to examples of modern day scoring for games, I discovered most are orchestral pieces, these include Uncharted, Assassins Creed and God of War. I therefore decided that my second Action Adventure composition would be an orchestral piece to go along with Red Dead Redemption 2 (2018). For the music theory of this track, I decided to go for the simple choice of having a western style composition to go with the western style game, this meant that it would be in a minor key. The reasons I chose to go with this theme is because it is the best suited style to go along with the game and it also means that I can focus my attention more on the arrangement of the orchestra so that I can better my understanding of it. I recorded gameplay of a mission on read dead redemption while also having the soundtrack turned off. For the soundtrack I decided to have 3 developing sections with the first being for the journey to the area the characters needed to get to, the second being a developed version for the transition between 1 and 3, and the third one being the fully developed, more intense and exciting piece for the mission. I also shared the 3rd part into 4 sections that are able to be organised in different formats which in the game would be triggered to allow the track to not be repetitive. To organise the stems to go along with the game play, I split the sections up and structured them accordingly to the action.


Horror Game Soundtrack
Horror Games can come in multiple different forms including, action adventure, first person shooter and arcade. One of the earliest horror games of note was Killer Shark 1972 from Sega for arcade machines. In the early video game era, some of the standout horror games include Haunted House 1982, War of the Dead 1987 and The Screamer 1985. Haunted House 1982 was featured on the Atari 2600, the game consisted of a pair of eyes adventuring through the map to retrieving objects (Cummins, 2019). The music for the game is very basic, it includes bass motifs used as an indicator for the player while they enter new rooms, the music for this is created by sound chips which limits the amount of emotion that can be created. The modern horror games have more of a cinematic design with more cut scenes and action, because of this the games intensity relies far more on soundtracks and ambience tracks. 

Composition 										
In this composition, my aim was to create an ambience track for a horror game rather than a song-like structured composition. My reason for this is so that the soundtrack does not take any focus away from the game but still emphasizes the tension. One of the main goals of a horror game is to eject fear into the player. I therefore started off by researching what musical techniques are unsettling to hear, these include, dissonant chords, instruments played in high range, rising tension, high jumps, unresolved tensions, dynamic changes, minor 2nds and unrelated minor chords, I aimed to feature all of these techniques in my composition. In Jessica Getmans Sound Play, she describes Silent Hills soundtrack to use “industrial music and uncanny sounds to unsettle the player” (Getman , 2015), she then indicated that the soundtrack crosses boundaries between diegetic and non-diegetic which is what compromises the players ability to decipher what is in their surroundings, this was something that I kept in mind while creating disjointed percussion for the composition. The composition I created is 2 minutes 57, and then it’s looped to be 3 minutes 32, which allows us to see how a transition would sound in-game.

First Person Shooter Soundtrack
First person shooters (FPS) games are games that centre around gun or weapon-based combat in first person perspective. Some of earliest FPS include Maze War and Midi maze 1987, although they were very complex for the time, they became outdated and basic compared to what came after. Doom 1993 and Wolfenstein 1981 are known as the most influential games of this genre. Doom included a soundtrack that was very heavily inspired by metal music of the 1990’s. For the time Robert Prince pushed the boundaries of what was possible with video game music due to the restrictions of the soundcards. In modern FPS game scores, metal is still an influence. Games like Call of Duty and Battlefield feature orchestral compositions with metal elements in it. 

Composition 
My experience with FPS games also include Call of duty and Battlefield Games. Both of these games feature drum heavy, intense orchestral pieces with some integrating electronic music in the composition such as the Black Ops 2 theme music. To create an intense sounding composition, I used F sharp minor as the key as minor keys tend to create a more serious and intense atmosphere. For the rhythm I used Timpani, Drums, Double Bass, Synthesiser, Tuba and Trombone, for the lead and supporting melody I used violins and viola. I also added chopped up synth samples as a way to integrate the electronic essence to the track. I did not have any gameplay to compose for, therefore I composed as if I had gameplay of a battle. In my composition I featured 3 different parts representing an intro for before the battle, a main part for the battle and a bridge to indicate development. The intro has only percussion and then develops into a more orchestrated main part with more instruments. The bridge is in D major which shares similar chords and flavours from F sharp minor but is still different enough to create a sense of development. 
Mobile Game Soundtrack
Mobile games are played on smartphones and tablets and they can be downloaded from the phone’s app store. Some of the early app store successes include Angry Birds 200, Doodle Jump 2009 and Rolando 2008. These games are highly reliant on the touchscreen feature of these products. Although there were many popular mobile games before the release of touchscreen including Tetris and Snake, they quickly became outdated after the touchscreen surfaced (McQueen, 2012). Along with the rising popularity of touchscreen products, mobile apps also became more popular and complex. Due to the nature of mobile apps, there is an opportunity for many lesser known independent companies to release games. Many of these games feature simple graphics with easily understandable rules. The music also coincides with this featuring simple melodies and pop-like flavours. 

Composition 
For the composition I recorded gameplay of an app called rolling sky, the games involve the player guiding a ball from point A to point B while avoiding obstacles. The levels I chose had a dream like aesthetic with the platform being above the clouds there are 2 different levels. With this in mind I created a chord progression in C Lydian as Lydian has a very dream like flavour (Goldsby, 2017). I started the progression off in B minor instead of C the tonic chord. Doing this gives the song a momentum as it will be looking to resolve to the tonic chord. My aim for this composition was to make it very minimalistic as it coincides with the simple visual of the game. Therefore, the soundtrack features only synth and drums for the first part and added shaker, lead keys and bass for the developed second part. These stems are arranged to match the gameplay as there is a change in colours in the middle of each level, therefore triggering the stem change in my composition.

Project Development 
From my initial concept, I changed the project from having 2 compositions 3 genres (Action Adventure, Arcade and FPS) , to having 2 for Action Adventure and then 4 others for different genres. My reason for this was that upon research many genres blend together while still having distinct emotions exhibited, therefore, specifying what subgenre the game is would narrow the emotion conveyed, giving more clearance for the style of music. I also researched into orchestrating which is something that I did not initially intend on looking into, but upon research I discovered how important learning this is for game composing due to the cinematic essence that the gaming world has delved into. 

Personal Development
One of the main skills I hoped to develop for this project was my understanding of music theory. Looking back on the project I have improved on this. By practice and research, I have improved in my ability to use musical modes and when to use them, I am now also more confident on when and how to use key changes which is something I have always wanted to improve upon. Another part of music that I have improved upon is my knowledge of the technology in music with my research into arcade game programming and modern game programming.
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