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FH MMA SALZBURG – MUSIC PRODUCTION ADVANCED 

FILM SCORING 2 – AUDIO QUESTS 7–8–9 

GENERAL GUIDELINES  

The following exercises are aimed at improving your music production and sound engineering skills. You should manage one Quest 

every 2 weeks and not spend more than 8-12 hours work (on average) on each quest.  

They are not intended as complete music pieces, although you can later reuse and further develop this material and turn it into 

complete music pieces. You can also use it for other projects and courses (music for films, games, etc.).  

While the focus is mainly on the composition/arrangement and music production process, you should also put effort into mixing 

and mastering the pieces, specifically in finding the best way to process the material to match a specific music style. Take care of 

aspects as mix stage width and depth and contrasting dynamic levels.  

You are encouraged to mix the Quests in 5.1 Surround using Nuendo or ProTools in the FH Tonstudio. At least one of the 3 Quests 

should be mixed in Surround. 

Compose and arrange the music to fit the described scene and characters. Each scene could be part of a movie, as well as a game 
cut-scene or background music for a gameplay sequence.  

The length of each Quest and Cue is in the description of each assignment. 

HOW TO PROCEED 

Before you begin, you should analyze the scene carefully: 

▪ Era / time period: you might have to deduce this from the architecture, type of transportation used (animals, cars, 
ships, etc.) or other aspects of style and design, including hairstyle, clothing, apparel, etc. 

▪ Does the image evoke something from the past, is it historical/realistic, or rather fantasy-like? 
▪ Or does it rather picture something from the future/science-fiction? Is it utopian or dystopian? 

https://en.wikipedia.org/wiki/Utopian_and_dystopian_fiction  
▪ Location and Environment? (city, nature, technology involved, etc. ...) 
▪ People/Characters/Entities involved? 
▪ Situation and emotional background? (happy, relaxed, tensed, lonely, dangerous, fearsome, epic, sad, scary, shocking, 

hopeful, hopeless, romantic, discovery, revelation, confrontation, battle, death, escape, creepy, funny, etc. ...) 

Consider the background story (if there is one), or fill up the gaps with your imagination, to match what you see in the scene. 
Based on your conclusions, decide how to compose, arrange and mix your piece. 

Consider what musical elements would help establish the environment and situation, then imagine how the situation could evolve 
to guide the direction of your music writing. 

Choose a musical style that fits the storytelling, as well as the period, location, environment, people, and especially the situation 
and emotional background displayed in the image. Choose instruments that fit that music style well. Consider whether you should 
use acoustic, electro-acoustic or electronic instruments. Or maybe a small orchestral score. Perhaps some sound-design elements 
as well. 
 
Consider also musical aspects such as: 

▪ Tonality and modern modes (https://en.wikipedia.org/wiki/Major_and_minor) 
▪ Archaic modes (https://en.wikipedia.org/wiki/Mode_%28music%29#Western_Church) 
▪ Type of melody (range, density, speed of change, etc.); harmonic grid and harmonic density. 
▪ Time signature and rhythm (including odd time signatures like 5/4m 7/8 or 11/8, etc); straight or syncopated elements. 
▪ Musical form; Themes; use of Leitmotifs (recurring themes associated with characters, locations, etc.). 

https://en.wikipedia.org/wiki/Utopian_and_dystopian_fiction
https://en.wikipedia.org/wiki/Major_and_minor
https://en.wikipedia.org/wiki/Mode_%28music%29#Western_Church
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Even if the theme/cue is rather short, you should have the opportunity to create an intro, a main section and an outro, and to 
develop and vary your thematic ideas. You could also feature with two or more contrasting themes or ideas (A, B, C …). In a song, 
these are usually the Verse and the Refrain (and optionally the Bridge). 

FILE NAMING POLICTY, AUDIO FORMAT, LOUDNESS 

File naming policy: firstname_lastname_track-title_mix-or-master_date(YYYYMMDD).wav 
For example: Nigel_Stanford_Cymatics_Master_20141112.wav 

Audio File and Channel Format: WAV 48 kHz 24-bit, Stereo or 5.1 Surround (Interleaved). FLAC is also accepted.  

Try to master at a consistent loudness level, with integrated values around -18 to -14 LUFS.  

Loud passages can have short-term values of -10 or even -8 LUFS, quieter ones -20 LUFS and very quiet ones -30 LUFS or less. 

Do NOT use excessive compression or limiting: not only is this not required in a score for games or movie, but can in fact negatively 

affect the end result (loss of transient, master-chain induced distortion, etc.). 

DELIVERY METHOD 

Upload your audio file on MyDrive.ch – Here the login data: 

▪ URL:   https://eu.mydrive.ch/  
▪ Folder:  /FH/MMA_AUDIO_MASTER/Master_JG_20XX 

  /2ndTerm/Film_Scoring_2_Michele_Gaggia/Quest 8 (Aliens)/ 

Alternatives if MyDrive is full or does not work: 

▪ WeTransfer www.wetransfer.com – send files to xenomorph-dns@outlook.com  
▪ USB-Stick  FAT32 or exFAT formatted using MBR (must be readable by both Windows and Mac OS X) 

QUEST 7 – PREPARE FOR BATTLE! (RPG FANTASY/MEDIEVAL)  

 

Compose 4 short themes/cues for a RPG Fantasy / Medieval game.  

Compose an orchestral or hybrid arrangement, varying the different layers (percussion, drums, brass, etc.) to create different 

moods for each cue. You are encouraged to use odd time signatures, like 5/4 (used by Howard Shore in LOTR) or 7/8.  Use simple, 

distinctive themes for the brass. Fill in with string ensemble for the louder/denser parts if you want to, or try adding some exotic 

instrument. 

Reference:  https://www.youtube.com/watch?v=WnbOcNmbpj4 (LOTR – Uruk-Hai Theme by Howard Shore)  

Cue 1 Prepare for battle should have a lower energy level than Cue 2 Main Battle Theme. For example, Cue 1 could feature lighter 

percussion instruments and some atmospheric sounds (for example tremolo strings, or atmospheric pads), while Cue 2 could 

feature heavy battle drums, metallic clunks, heavy brass lines, etc. Use contrasting melodic (ascending/descending) and harmonic 

(major/minor) elements for the Battle Won and Battle Lost cues.  

https://eu.mydrive.ch/
http://www.wetransfer.com/
mailto:xenomorph-dns@outlook.com
https://www.youtube.com/watch?v=WnbOcNmbpj4
https://www.youtube.com/watch?v=WnbOcNmbpj4
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▪ Quest 7 | Cue 1: Prepare for Battle (45-60 sec) 

▪ Quest 7 | Cue 2: Main Battle Theme (45-60 sec – can be combined to Cue 1 with a transition)  

▪ Quest 7 | Cue 3: Battle Won (15-30 sec – as an extension of Cue 2) 

▪ Quest 7 | Cue 4: Battle Lost (15-30 sec – as an extension of Cue 2, alternate ending) 

QUEST 8 – ALIENS: DESCENT TO THE ABANDONED COLONY (SCI-FI ACTION/HORROR)  

 

Compose four themes / cues that fit the selected scenes in the movie “Aliens” or a game with similar setting.  

Reference: James Cameron’s Aliens (1986), score by James Horner. 

You can download Aliens (extended version) here: https://we.tl/t-6c2flUv7RX   

This MP4 is just in 720p (DVD quality), but should be sufficient to analyze the original score and compose your own. 

Here you can also find a WAV file, where the dialogue has been separated in the relevant sections: https://we.tl/t-Tdw4cVBzFk   

Aliens was chosen because James Horner’s score is a masterpiece and one of the early examples of hybrid orchestral scores. 

Also, it is still widely regarded as one of the greatest science fiction, space action, and horror movies of all time, often praised as 

one of the best sequels ever made and a landmark in blending genres. 

A hybrid orchestral score combines traditional orchestral instruments (strings, brass, woodwinds, and orchestral percussion) 

with modern electronic sounds (synthesizers, samplers) and production techniques. This fusion allows composers to create dy-

namic and richly textured soundscapes that evoke a wide range of emotions. The approach is frequently used in film, television, 

and video game scores. 

For all 4 cues: Draw inspiration from the excellent original music. Try to replicate the awesome hybrid texture of Horner’s score, 

but create your own motifs, chords, harmonies, clusters, and sound design details. 

• Quest 8 | Cue 1: Movie Opening Credits (Hybrid Orchestral Score, 60 sec) 

Reference 1: Aliens (Extended Edition) – Opening Titles 00:00:14 – 00:01:25 

Reference 2: Aliens (Extended Edition) – The Narcissus 00:01:25 – 00:02:57 

 

In the original score, James Horner uses eerie wind or filtered noise sounds and non-harmonic “drones” (reminiscent 

first Alien film opening score), combined with deep brass clusters (these are not traditional chords: look up what a tonal 

cluster is if you’re unfamiliar). The non-tonal textures evoke a powerful sense of the unknown and the “alien.” 

In the slow build-up, we also hear military drums in the distance (symbolizing the Space Marines) and far-off screams 

(representing the colonists).  

A powerful gong roll crescendo, possibly combined with a vocal scream cluster, culminates in the “Aliens” movie title 

animation. The generous use of reverbs and delays helps convey the vast depth and isolation of space. 

https://we.tl/t-6c2flUv7RX
https://we.tl/t-Tdw4cVBzFk
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From this point, Horner shifts to a lonely string melody (starting with a single line, then expanding to two or more), 

which bridges tonal and non-tonal elements. This creates a feeling of profound loneliness in deep space while maintain-

ing the lingering sense of the unknown. This string texture is very similar in character to the Adagio from Aram Khacha-

turian’s Gayane Suite (ballet music).  

Horner likely drew inspiration from it because Khachaturian’s piece was famously used for the Mission to Jupiter se-

quence (Chapter 3) in Stanley Kubrick’s 2001: A Space Odyssey: https://www.youtube.com/watch?v=XRD43FAiHPY  

The use of strings also makes a subtle narrative connection to the shuttle Narcissus, on board of which Ellen Ripley – 

the sole survivor of the Nostromo (destroyed at the end of the first Alien film in an attempt to kill the creature) – has 

been lying in hypersleep for decades before being discovered by a deep-space salvage team. 

 

• Quest 8 | Cue 2: Colonial Marines board the Dropship (Military Music, 30–60 sec) 

Reference: Aliens (Extended Edition) – Boarding the Dropship 00:36:28 – 00:39:33 

 

This cue is relatively straightforward. In the original score, James Horner reintroduces the signature deep brass cluster 

(already heard in the opening) during the fly-by shot of the USS Sulaco, the Space Marines’ battleship now in orbit 

around LV-426. The colony on the surface appears abandoned and has gone silent, prompting the rescue mission. 

After the brass cluster, Horner layers various military drum textures (snare wires sometimes on, sometimes off), with 

rolling variations that slowly build into a proper military march as the Marines board the dropship.  

These drum sounds integrate perfectly with the rich sound design (weapons being checked and loaded, marching 

boots, heavy machinery prepping, etc.). 

Feel free to create your own rhythmic variations, but aim for a natural-sounding snare drum rather than a purely pro-

grammed one (pay attention to MIDI velocity, dynamics, round-robin sampling on rolls, etc.).  

Introduce enough textural, rhythmic, and spatial variety (dark/bright, close/far) to create a strong gradual build-up that 

culminates in the dropship launch.  

 

• Quest 8 | Cue 3: Dropship Sequence (Hybrid Orchestral Score, 60 sec) 

Reference: Aliens (Extended Edition) – Dropship Sequence 00:42:33 (music enters at approx. 00:42:47) – 00:43:46 

 

The dropship launches from the USS Sulaco mothership, descends through the atmosphere, and the abandoned LV-426 

colony comes into view. 

Note that while military music accompanies the Marines boarding, the actual launch and atmospheric descent are sup-

ported almost entirely by sound effects (jet and rocket engines, airstream, vibrations, rattling gear and weapons, com-

puter beeps, etc.). 

James Horner reintroduces music only when the colonial base and atmospheric processor appear through the clouds 

and rain. He combines the signature deep brass clusters with an eerie chromatic high melody line in the strings and 

woodwinds. 

Try to replicate this kind of hybrid texture, but give it your own personal touch: different melody, harmony, and cluster 

voicings. 

 

• Quest 8 | Cue 4: Entering the abandoned colony base (Sound Design/Electronic/Hybrid Orchestral Score, 60-120 sec) 

Reference: Aliens (Extended Edition) 00:45:00 – 00:47:09 

 

As with previous cues, the sequence opens with sound effects only. The score begins to creep in subtly around 00:45:45 

and becomes more prominent at 00:46:25.  

Horner reintroduces the music very gradually, first by transposing and layering wind noises at different pitches, then by 

blending filtered white noise with tonal clusters once the Marines are inside the abandoned base (around 00:45:45 on-

ward). This seamless fusion of non-tonal musical elements with sound design is incredibly effective and was ground-

breaking at the time: it is often impossible to tell where the environmental sound effects end and the score begins.  

Only later does Horner introduce actual instruments: sharp string hits performed “col legno” with delay for startling 

punctuation, followed by a distinctive chromatic low-brass thematic line. 

Non-tonal noise clusters like those featured in this cue can be effectively created using high-Q, high-gain peak filters on 

a band-passed white noise source. 

https://www.youtube.com/watch?v=XRD43FAiHPY
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QUEST 9 – CHASE SCENE (GTA / MATRIX / MAD MAX) 

Compose music that would fit a car or train chase action scene. You have three options:  

• 9A – GTA 5: Derailed 

• 9B – Matrix Reloaded – Highway Car Chase 

• 9C – Mad Max: Fury Road 

You are free to choose the music style and instrumentation: orchestral, electro-acoustic, electronic elements, rock/metal or a 

combination of the above.  

9A – GTA 5: DERAILED   

Reference: https://www.youtube.com/watch?v=btcLVwH5XNk  

(from 03:15 until 06:00 – choose a section at least 120 sec long)  

This is a good exercise if you want to write music for a videogame. The GTA game score is a bit boring and repetitive metal riff, 

perhaps you can come up with something more interesting and original than that!  

 

Try to underscore the different moments of the chase: In the first part, Trevor rides the motorbike and manages to jump on top 

of the train with a crazy stunt. Then Trevor climbs from wagon to wagon, until he disables the driver and takes control of the 

locomotive. Then the huge crash against another train on the bridge crossing the river: here the scene switches to slow-motion 

and you can underscore this by suspending the rhythm and using different types of sound effects (like sweeping down low sine 

waves, etc.). 

https://www.youtube.com/watch?v=btcLVwH5XNk
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9B – MATRIX RELOADED: HIGHWAY CAR CHASE 

This is the iconic car chase scene from Matrix Reloaded by The Wachowskis (2003), score by Don Davis.  

Reference: https://www.youtube.com/watch?v=L8OZpmIWcxg (from 02:20 until 4:30 – 130 sec long) 

 

The original score fits the scene very well, but of course the techno-beat sounds a bit dated. You should try a fresh approach on 

the score, however I recommend that you first analyze how the original music is written and structured is structured, how the 

rhythm fits the machine guns, where the music changes to a “suspended” texture (for example on the car flip scenes at 2:49 and 

3:12) etc.  

 

 

 

 

 

 

https://www.youtube.com/watch?v=L8OZpmIWcxg
https://www.youtube.com/watch?v=L8OZpmIWcxg
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9C – MAD MAX: FURY ROAD  

Directed by George Miller (2015), score by Junkie XL (https://de.wikipedia.org/wiki/Junkie_XL) 

Reference: https://www.youtube.com/watch?v=UtjGTrVwRr4  

This movie does not have much of a plot (spoiler alert): the first half of it is a mad chase in one direction, just to find out that the 

real destination was the place we actually started from.  

But from a visual and filming perspective, it is quite a masterpiece. Most of the crazy stunts, crashes and explosions you see were 

performed in camera. CGI is mostly used to remove cables, clean up scenes, enhance or replace the background and scenery, etc. 

There are several “making of” you can find on YT (like this one: https://www.youtube.com/watch?v=hsFc76R7W6E ) to get an idea 

of the absolute madness the shooting this movie must have been. Also: great performances from Tom Hardy, Charlize Theron, 

Nicholas Hoult, Hugh Keays-Byrne, etc. 

From a musical perspective, it is “total mayhem”: as chaotic, diverse (from an instrumentation perspective) and crazy as the whole 

chase scene (which is about half of the movie). You will find a combination of: 

▪ Tribal drums / Taiko Ensemble 

Some of these can also be seen “in camera” performing on the actual chase scene (00:21, 02:58): 

 

▪ These are complemented by Epic Orchestral Percussion (throughout the scene). You can find something similar in 

sound with NI “Action Strikes”. 

▪ Metal guitars, performed by the “Coma-Doof Warrior” (I did not make the name up!): he is the insane, blind and flame-

spitting guitarist on the front of the main “music ensemble truck” (00:27): 

https://de.wikipedia.org/wiki/Junkie_XL
https://www.youtube.com/watch?v=UtjGTrVwRr4
https://www.youtube.com/watch?v=hsFc76R7W6E
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▪ Electronic drones (01:09, 03:59) 

▪ Epic Hybrid Orchestra (= traditional orchestra + sample libraries and synths) (03:25 – 04:28) 

▪ Choir samples (02:51, 04:21) 

 

Of course, this is a very challenging scene, and you do not have to write music for it from beginning to end. 

Notice also that, in the original version, several parts are dominated by sound effects, with very little music (just some accents 

with orchestral percussion). 

Your Cue should cover at least 120 seconds out of this scene sequence (for example, from start until 02:00), but you are welcome 

to cover a different or a longer section, as long as you have fun! 

 

 

 

 

 

 

 

 

 

 

 

WEBSITE 

▪ https://digitalnaturalsound.com/fh-multimediaart/mix-mastering.html 

▪ https://www.digitalnaturalsound.com/fh-multimediaart/film-scoring.html  

▪ https://www.digitalnaturalsound.com/ or www.dns-studios.com  > FH | MultiMediaArt > Film Scoring  

https://digitalnaturalsound.com/fh-multimediaart/mix-mastering.html
https://www.digitalnaturalsound.com/fh-multimediaart/film-scoring.html
https://www.digitalnaturalsound.com/
http://www.digitalnaturalsound.com/
https://www.dns-studios.com/
http://www.dns-studios.com/
http://www.dns-studios.com/
http://www.dns-studios.com/

