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FH MMA SALZBURG ς MUSIC PRODUCTION 2 / MIX & MASTERING 

MUSIC PRODUCTION 2 ς AUDIO QUESTS 4ς5ς6 

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 6-9 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 film and game projects and courses.  

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 mixing stage width and depth, contrasting dynamic levels between parts, focus on the most important elements, etc.  

Compose and arrange the music to fit the described scene and characters. Each scene could be part of a movie, or 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. 

THE ASSIGNMENTS 

You must choose at least THREE quests: one from each Group (4ς5ς6). Feel free to do more if you like. Please note that Quest 4B and 
6B offer the alternative option to produce a pop/rock/electronic song, instead of an instrumental movie score. 

QUEST GROUP 4 ς CYBERPUNK, STEAMPUNK AND SCIENCE FICTION THEMES 

Á Quest 4A ς The Rooftop Refuge (Cyberpunk) score for a cyberpunk/ futuristic scene (utopian/dystopian) 

Á Quest 4B ς Steampunk Fusion (Arcane) score (or a song) for a steampunk/fantasy scene (utopian/dystopian)  

Á Quest 4C ς The Mining Colony In The Outer Rim (SF)  score for a science fiction scene (dystopian) 

QUEST GROUP 5 ς EPIC FANTASY AND HORROR THEMES 

Á Quest 5A ς Arrival At Minas Tirith (LOTR)  score for a fantasy scene (majestic and epic in character) 

Á Quest 5B ς Khazad-Dum ς The Caves of Moria (LOTR) score for a fantasy scene (mysterious and dark in character)  

Á Quest 5C ς Transylvanian Nocturne (Dracula) score for a gothic/horror scene (haunted, ominous in character)  

QUEST GROUP 6 ς ROMANTIC, DRAMATIC AND ACTION THEMES 

Á Quest 6A ς Echoes of Affection (Blade Runner 2049)  score for a romantic scene in a cyberpunk setting  

Á Quest 6B ς Whispers of Sorrow (Love & Death)  score (or a song) for a dramatic/tragic scene (historical, ca. 1940) 

Á Quest 6C ς Arrakis (Dune)  score for an epic action scene with a romantic moment (SF/fantasy)  

HOW TO PROCEED: SCENE ANALYSIS AND CHOICE OF MUSICAL STYLE 

Before you begin, analyze the scene carefully: 

Á Era / Time Period: Deduce this from architectural styles, types of transportation (animals, cars, ships, etc.), hairstyles, 

clothing, and other design aspects. Determine if the image evokes a historical, realistic, fantasy-like, futuristic, utopian, or 

dystopian setting. 

Á Location and Environment: Identify the setting, such as a city, nature, or technological environment. 

Á People/Characters/Entities: Note the individuals or entities involved in the scene. 
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Á Situation and Emotional Background: Assess the mood and context (e.g., happy, relaxed, tense, lonely, dangerous, 

fearsome, epic, sad, scary, shocking, hopeful, hopeless, romantic, discovery, confrontation, battle, death, escape, creepy, 

funny, etc.). 

Á Background Story: Consider any provided backstory, or use your imagination to fill in the gaps. 

Based on your conclusions, decide how to compose, arrange, and mix your piece: 

Á Musical Style: Select a style that fits the storytelling, period, location, environment, people, and emotional background. 

Choose appropriate instruments, whether acoustic, electro-acoustic, or electronic. Small orchestral scores or sound-design 

elements might also be fitting. 

Á Instrumentation: Choose elements that establish the environment and situation. Consider how the situation might evolve 

to guide your music writing. 

Á Tonality and Modern/Archaic Modes: Utilize appropriate tonalities and modes. 

Á Melody: Think about melody range, density, and speed of change. 

Á Harmonic Grid and Density: Plan your harmonic structure and adapt the frequency of harmonic change to the scene. 

Á Time Signature and Rhythm: Consider using odd time signatures like 5/4, 7/8, or 11/8, and whether elements should be 

straight or syncopated. 

Á Musical Form: Develop themes or ideas, following the tips provided after each quest. Even in shorter cues, to create an 

intro, main section, and outro. Introduce contrasting themes or ideas (A, B, C, etc.). In songs, these are typically the Verse, 

Refrain, and optionally the Bridge. 

Á Mix and Effects: use the mixing style and the choice of effects as tools to support the storytelling. For example, reverb and 

delay can convey a sense of depth and vastness. Saturation and distortion can add grit and character to certain sounds, etc. 

FILE NAMING POLICTY, AUDIO FORMAT, LOUDNESS 

File naming policy: firstname_lastname_track-title_version_date(YYYYMMDD).wav 
For example: Nigel_Stanford_Cymatics_V2_20141112.wav 

Audio File and Channel Format: WAV 48 kHz 24-bit, Stereo (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 soundtrack 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 ς Here the login data: 

Á URL:   https://eu.mydrive.ch/  
Á Folder:  /FH/MMA_AUDIO_BACHELOR/MMA_B_JG_20XX/ MMA_B_JG_20XX_MG_Music_Production_2/  
Á Login Details: will be provided per email 

Alternatives if MyDrive is full or does not work: 

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

DISCLAIMER 

Disclaimer: All YouTube links provided herein are for educational purposes only, and their availability cannot be guaranteed over 

time. If a link becomes inactive, please search for the suggested track again to find a new video link. This document is intended 

solely for teaching purposes. All character names, titles, and ideas remain the property of their original authors. The creators of this 

document waive any liability for the use or misuse of the information contained herein. 

https://eu.mydrive.ch/
http://www.wetransfer.com/
mailto:xenomorph-dns@outlook.com
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QUEST GROUP 4 ς CYBERPUNK, STEAMPUNK AND SCIENCE FICTION THEMES 

QUEST 4A ς THE ROOFTOP REFUGE (CYBERPUNK) 

Compose a 120-180 sec. long musical score for the following scenes. Original concept by Michele Gaggia, inspired by a cyberpunk 
setting with goth elements.  

Part I: The Rooftop Refuge ς A goth girl is perched on a ledge above a neon-lit cityscape, surrounded by towering skyscrapers and 

flying vehicles. She listens to haunting melodies on her headphones, lost in deep contemplation amidst the chaotic beauty of the 

cyberpunk world.  
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Part II: The Neon Alley ς A vibrant alley bathed in neon lights, where a street artist clad in futuristic attire uses holographic sprays to 

paint images that come to life under the glow of neon lights. As the artist works, passersbyτranging from cyber-enhanced individuals 

to those in gothic attireτpause to admire the evolving artwork. 

 

Part III: The Underground Lab ς A mysterious research laboratory, where a scientist and the goth girl are experimenting with advanced 
technology. The lab is filled with mechanical and electronic devices, holo screens, creating an atmosphere of scientific wonder and 
eerie contemplation.  

 

TIPS FOR THE COMPOSITION 

Consider the dual nature of the setting ς ōƻǘƘ ǳǘƻǇƛŀƴ ŀƴŘ ŘȅǎǘƻǇƛŀƴΦ wŜŦƭŜŎǘ ƻƴ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ǇǳǊǇƻǎŜ ŀƴŘ ǘƘƻǳƎƘǘǎΦ Focus on the 
dynamics of each scene, contrasting the grandeur and chaos of the cityscape with the details of individual moments.  
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Musical Style: Experiment with ǊŜǘǊƻ άsȅƴǘƘǿŀǾŜέ όƭƛƪŜ ǘƘŜ ǎƻǳƴŘǘǊŀŎƪ ƻŦ ƳƻǾƛŜǎ ǎǳŎƘ ŀǎ Escape from New York, Terminator 1) or a 
blend of electronic and orchestral music (like the soundtrack of Blade Runner and Blade Runner 2049).  

You could also add some metal-inspired distorted e-ƎǳƛǘŀǊǎ ŦƻǊ ǘƘŜ άƎƻǘƘέ ǇŀǊǘ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊΦ [Ŝǘ ȅƻǳǊ ŎǊŜŀǘƛǾƛǘȅ ƎǳƛŘŜ ȅƻǳ ƛƴ 
choosing the arrangement and instruments to best convey each scene and the emotions of the characters. 

MUSICAL STRUCTURE 

Part I: The Rooftop Refuge 

For this scene, consider incorporating ambient electronic sounds to evoke the feeling of solitude and contemplation. Use a mix of 

reverb-heavy synth pads to create a sense of space and isolation. Layer in subtle, distorted guitar riffs to add a gothic touch, 

ŎƻƳǇƭŜƳŜƴǘƛƴƎ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ŀŜǎǘƘŜǘƛŎΦ ¢ƘŜ ǘŜƳǇƻ ǎƘƻǳƭŘ ōŜ ǎƭƻǿ ŀƴŘ ǊŜŦƭŜŎǘƛǾŜΣ ǿƛǘƘ ƻŎŎŀǎƛƻƴŀƭ ǇŜǊŎǳǎǎƛǾŜ ŜƭŜƳŜƴǘǎ ǘƻ ƳƛƳƛc the 

Řƛǎǘŀƴǘ Ŏƛǘȅ ƴƻƛǎŜΦ 9ȄǇŜǊƛƳŜƴǘ ǿƛǘƘ ƳƛƴƻǊ ƪŜȅǎ ǘƻ ŎƻƴǾŜȅ ǘƘŜ ŘŜǇǘƘ ƻŦ ǘƘŜ ƎƻǘƘ ƎƛǊƭΩǎ ƛƴǘrospection. 

Part II: The Neon Alley 

In this vibrant scene, the music should be energetic and dynamic, reflecting the creativity and hustle of the alley. Use electronic beats 

(for example futuristic underground techno) paired with industrial sounds with a metallic or non-harmonic character. Add rhythmic, 

syncopated basslines to drive the energy forward. Incorporate glitch effects and synth hooks to capture the neon aesthetic. The music 

should reflect the dynamic energy of creation, merging electronic beats with industrial sounds. 

Part III: The Underground Lab 

For the underground lab, the music should be mysterious and intense. Begin with low, droning synths to create an eerie atmosphere. 

Integrate mechanical sounds such as the hum of electric devices and machinery to immerse the viewer in the lab environment. Use 

staccato string sections to add a sense of urgency and discovery. Experiment with dissonant chords to reflect the tension of the 

ǎŎƛŜƴǘƛǎǘΩǎ ŜȄǇŜǊƛƳŜƴǘǎΦ DǊŀŘǳŀƭƭȅ ōǳƛƭŘ ǘƘŜ ƛƴǘŜƴǎƛǘȅ ǿƛǘƘ ƭŀȅŜǊŜŘ orchestral and electronic elements to climax at key moments of 

revelation. 
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QUEST 4B ς STEAMPUNK FUSION (ARCANE) 
Compose a 120-180 sec. long musical score for the following scenes, drawing inspiration from the animated series Arcane: League of 
Legends (2021 ς).  

Part I: tƛƭǘƻǾŜǊΩǎ {ǘŜŀƳǇǳƴƪ Cǳǎƛƻƴ ς The setting is the city of Piltover, which combines retro-futuristic technology and aesthetics, 

Victorian and Gothic inspired architecture and costumes, with elements of fantasy. 

 

Part II: Characters in Motion ς Various characters, including Vi, Jinx, and Jayce, move through the bustling streets, adding to the 

immersive atmosphere. 
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Part III: {ǘǊǳƎƎƭŜ ƛƴ tƛƭǘƻǾŜǊΩǎ 5ŜǇǘƘǎ ς In the depths of Piltover, there is little resemblance to the quarters of the wealthy. Life here 

is controlled by gangs, cartels, scoundrels, and opportunists, who fight each other for drugs, power, and scarce resources. 

 

TIPS FOR THE COMPOSITION 

Focus on the dynamics of this world. Contrast the grandeur of the cityscape with the grittiness of the lower streets. Reflect on the 

interactions between the characters and the setting. Consider the role of technology and industry ς both its marvels and its burdens.  

Á Musical Style: grand, rich orchestral arrangements, mainly tonal in character, with an interesting interplay of consonances 

and dissonances, reflecting the different scenes.  

Á Harmony: Use pedal-points, as well as unexpected harmonic shifts and modulations.  
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Á Leitmotifs: Use iconic thematic motifs played by specific instruments to represent the characters.  

Á Arrangement and Instruments: combine traditional orchestral elements with mechanical and industrial sounds (such as 

drones, clockwork mechanisms, steam hisses, and metallic clinks) to capture the steampunk essence. 

Á Rhythm: Consider enhancing the variety of rhythmic patterns to add more excitement and tension to your composition. 

Experiment with 3/4 (waltz-like) and compound time signatures, such as 6/8 and 12/8. If you prefer composing in 4/4, 

incorporate syncopation and odd 16th groupings (3+3+3+3+2+2 or 3+3+2+3+3+2) to create a dynamic and engaging rhythm. 

Here you can listen to ArcaneΩǎ amazing original orchestral soundtrack (music by Alexander Temple and Alexander Seaver):  

Á https://www.youtube.com/watch?v=RkQlnbERFmc  (check the sections 00:00ς04:45 and 14:23ς21:15) 

And here is a selection of Piltover Themes from the videogame League of Legends (music by JD Spears): 

Á https://www.youtube.com/watch?v=f3FJWgra9v8  (listen to the different movements with contrasting character) 

MUSICAL STRUCTURE 

Part I: tƛƭǘƻǾŜǊΩǎ {ǘŜŀƳǇǳƴƪ Cǳǎƛƻƴ  

Piltover blends Steampunk, Victorian, and Gothic styles with elements of fantasy and sci-fi. Try a combination of orchestral colors 

(strings, woodwinds, brass, concert harp) as well as felt piano, and choir. Layer lush consonant harmonies with intermittent 

dissonances (in particular sevenths and ninths). Combine orchestral colors with synthesizers to reflect the fusion of the old and new.  

Part II: Characters in Motion 

After the grand opening, introduce Leitmotifs associated with each character to enhance the vibrant atmosphere of the city. Use 

distinct instruments for each character (e.g., vocal lines for Vi, electric guitar riffs for Jinx, deep contrabass lines for Silco). 

Part III: {ǘǊǳƎƎƭŜ ƛƴ tƛƭǘƻǾŜǊΩǎ 5ŜǇǘƘǎ 

Employ darker, more aggressive tones performed by lower brass and contrabass, percussive elements, distorted guitars and harsh 

industrial sounds like clanging metal and grinding gears. Use minor keys and harsher dissonances to create tension and unease. 

Integrate rhythmic motifs that evoke the sense of constant conflict and struggle.  

 

https://www.youtube.com/watch?v=RkQlnbERFmc
https://www.youtube.com/watch?v=f3FJWgra9v8
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ALTERNATIVE: STEAMPUNK POP/ROCK SONG 

If you would prefer a different approach to this Quest, you can alternatively write a pop/rock song with industrial and electronic 
elements. Here is an example from the original Arcane soundtrack: 

Á Welcome to the Playground  https://www.youtube.com/watch?v=3jfI-z__GY0  
    (by Alexander Seaver & Sebastien Najand, performed by Bea Miller) 

And here are two examples from another iconic steampunk movie, Sucker Punch (Zack Snyder, 2011): 

Á Sweet Dreams    https://www.youtube.com/watch?v=LZyCKVMzrX4  
    (original song by Euryhthmics, remix with vocals by Emily Browning)     

Á Army of Me    https://www.youtube.com/watch?v=0kSSrFSW1ao  
    (original song and vocals by Björk, movie remix)    
      

 

  

https://www.youtube.com/watch?v=3jfI-z__GY0
https://www.youtube.com/watch?v=LZyCKVMzrX4
https://www.youtube.com/watch?v=0kSSrFSW1ao
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QUEST 4C ς THE MINING COLONY IN THE OUTER RIM (SCI-FI) 

Compose a 120-180 sec. long musical score for the following scenes. Original concept by Michele Gaggia, inspired by a dystopian  
futuristic setting (space colonization). 

Part I: The Mining Outpost ς In this scenario, mega-corporations exploit the mining colony on a distant outpost, while the colonists 

live in harsh conditions. The oppressive environment is reinforced by a strong military presence, consisting of mercenaries and battle-

mechs, maintaining strict control and suppressing any form of resistance. 

 

 

Part II: The Daily Grind ς The day-to-day life of the colonists revolves around relentless labor for meager pay. They toil under the 

watchful eyes of mercenaries, battling exhaustion and despair. 
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Part III: Flickers of Hope ς Despite their grueling daily lives, the colonists persist in their labors, driven by the faint but resilient hope 

of a brighter and more just future for their families. 

 

TIPS FOR THE COMPOSITION 

Creating a Dark, Dystopian Atmosphere 

Composing music for a futuristic mining colony scene involves blending electronic and orchestral elements, sound design, and a deep 

understanding of the narrative. By experimenting with different genres and sound sources, you can create an immersive, dark, and 
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dystopian atmosphere that brings the scene to life. Remember to keep the narrative at the forefront of your composition, using music 

to enhance the story and evoke the desired emotions. 

Musical Style and Genre 

Given the futuristic and dystopian nature of the scene, a score primarily based on synthesizers and electronic elements is ideal. You 

can explore genres such as: 

Á Chillout: slow paced, it can fit the space and sci-fi setting of the opening scene well. The music often incorporates ambient 

textures, gentle melodies, and subtle rhythms, providing a sense of tranquility amidst the dystopian backdrop. This style 

can accentuate the emotional struggles of the colonists, offering a momentary escape from their harsh reality. 

Á Dubstep: With its heavy bass lines and syncopated rhythms, Dubstep can add a sense of tension and unease. 

Á Chillstep: a combination of the downtempo character of Chill-Out with the heavy drum sounds and synthesizer bass of 

Dubstep. 

Á Drum and Bass (D&B): Fast-paced and rhythmic, this genre can reflect the urgency and constant activity within the colony. 

Á Industrial: Characterized by mechanical and metallic sounds, this genre conveys the harsh, relentless environment of the 

mining colony. You will find a lot of instruments and drums with industrial, distorted and cinematic character in the 

Damage, DM-307, Aeon, Evolve Mutations 1 and 2 sound libraries for Kontakt (NI). 

Incorporating Orchestral Elements 

While electronic instruments are the backbone of the score, integrating traditional orchestral elements can add depth and contrast. 

{ǘǊƛƴƎǎΣ ōǊŀǎǎΣ ŀƴŘ ǇŜǊŎǳǎǎƛƻƴ Ŏŀƴ ŜǾƻƪŜ ƘǳƳŀƴ ŜƳƻǘƛƻƴ ŀƴŘ ǳƴŘŜǊǎŎƻǊŜ ǘƘŜ ƴŀǊǊŀǘƛǾŜΩǎ ŘǊŀƳŀǘƛŎ ƳƻƳŜƴǘǎΦ 

Sound Design Elements (optional) 

Sound design plays a crucial role in creating an immersive atmosphere. Consider using non-tonal or noise-like elements to enhance 

the futuristic setting. Examples include: 

Á Mechanical and Industrial Sounds: you can try to incorporate samples of machinery, power lifts and electric engines, and 

metallic clinks or bells ǘƻ ǊŜŦƭŜŎǘ ǘƘŜ ŎƻƭƻƴȅΩǎ ƛƴŘǳǎǘǊƛŀƭ ƴŀǘǳǊŜΦ 

Á Environmental Sounds: background sounds of distant machinery, footsteps on metal surfaces, and ambient noise can create 

a sense of space and environment. 

Combining all Elements Together 

Á Combine electronic and orchestral elements to create a rich, multi-layered score.  

Á Experiment with unconventional sound sources and techniques to create a unique sonic palette.  

Á Vary dynamic levels and the arrangement complexity to create contrast between the sections, maintain interest and reflect 

ǘƘŜ ǎŎŜƴŜΩǎ ǎƘƛŦǘƛƴƎ ƳƻƻŘǎΦ 

 

MUSICAL STRUCTURE  

Part I: The Mining Outpost  

After a brief atmospheric introduction to symbolize the vastness of space and the sci-fi setting, develop into a hybrid orchestral/  

electronic score. This should build up to a tension-filled section (D&B, Dubstep or Industrial) with heavy, syncopated beats and 

distorted electronic sounds. Combine heavy drums and percussion with mechanical sounds to represent the military's dominance and 

the colonists' subservient state. 
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Part II: The Daily Grind 

Transition to rhythmic, repetitive motifs performed by synthesizers and staccato strings, still combined with industrial and mechanical 

sounds, to create a monotonous, oppressive atmosphere, representing the relentless labor of the colonists. Keep the tonality to a 

minor key, or Dorian, or Phrygian mode. 

Part III: Flickers of Hope 

End with a melancholic, yet slightly uplifting melody to represent the colonists' hope for a better future. Use strings and softer 

electronic tones and touch the major chords within the chosen scale, to convey emotion and contrast with the previous harshness. 

The excellent soundtrack from the TV Sci-Fi Series The Expanse (music by Clinton Shorter) can serve as your inspiration ς check The 

Expanse Theme, Someday and Heat Her Up:  

Á https://youtube.com/playlist?list=PLLcod52t0kpfVsHz0laVYGX0owh05NR5W&si=PNvlpcmHAsxuy9ZS  

 

 

QUEST GROUP 5 ς EPIC FANTASY AND HORROR THEMES 

QUEST 5A ς ARRIVAL AT MINAS TIRITH (LOTR) 

Compose a 120-180 sec long musical score for the following scenes, inspired by the world of Middle-Earth in The Lord Of The Rings 
(written by J.R.R. Tolkien, 1937ς1949). Also inspired by The Lord Of The Ring movie trilogy (by Peter Jackson, 2001ς2003; music by 
Howard Shore). This is a majestic, epic fantasy setting. 

 

https://youtube.com/playlist?list=PLLcod52t0kpfVsHz0laVYGX0owh05NR5W&si=PNvlpcmHAsxuy9ZS
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Part I: Journey Through the Ancient Lands ς The journey towards Minas Tirith, travelling through beautiful landscapes and the ruins 

of ancient realms. 

 

Part II: The Gates of Gondor ς As the travelers pass through the formidable gates of Gondor, they are greeted by colossal statues that 

stand as silent sentinels, bearing witness to the realm's ancient glory. 
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Part III: Arrival at Minas Tirith ς The White City, encircled by the majestic embrace of snowy mountains and ancient woods, is revealed 

in all its magnificent splendor. Its imposing architecture and seven layered fortification walls stand tall against the backdrop of nature's 

grandeur. 
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TIPS FOR THE COMPOSITION 

Consider the sort of instruments and music style that would best fit this setting. Medieval or orchestral music might be a good 
direction. Analyze all the images carefully and create three different interconnected musical moments in your cue. 

To further enhance the majestic and fantasy character of the scene, immersing the listeners in the epic and awe-inspiring world of 

Gondor and Minas Tirith, try incorporating the following ideas: 

Á Layered Orchestration: Start with a few instruments and slowly build up to a full orchestra rich, layered instrumentation to 

embody the grandeur of Minas Tirith. Incorporate strings, brass, woodwinds, and percussion to create a complex and 

textured soundscape. 

Á Leitmotifs: Develop recurring thematic motifs that can be varied and developed throughout the composition. These motifs 

can represent characters, locations, or emotions, providing continuity and narrative depth. 

Á Dynamic Swells: Utilize dynamic swells, crescendos, and decrescendos to build tension and release, mirroring the 

characters' journey and the awe-inspiring visuals of Minas Tirith. 

Á Harmonies and Choral Elements: Introduce modal harmonies and choral elements to evoke a sense of ancient history and 

mysticism. A choir can add an ethereal quality to the music, enhancing the fantasy atmosphere. 

Á Heroic Brass: Use heroic brass fanfares and melodies to symbolize the nobility and strength of Gondor. The brass section 

can provide a powerful and triumphant sound, fitting for the arrival at the White City. 

Á Percussive Rhythms: Integrate rhythmic percussion to suggest movement and anticipation. Timpani, snare drums, and bass 

drums can drive the momentum and underscore the epic scale of the journey. 

Á Fantasy Instruments: Consider incorporating unconventional or fantasy-inspired instruments, such as the harp, dulcimer, or 

celesta, to add unique textures and enhance the magical quality of the scene. 

Á Melodic and Harmonic Development: Ensure that the melodies and harmonies evolve and develop throughout the piece, 

reflecting the progression of the journey and the emotional arc of the characters. 

MUSICAL STRUCTURE 

Part I: Journey Through the Ancient Lands 

Begin with a melancholic introduction using strings and woodwinds to evoke the beauty and history of the landscapes and ruins. 

Incorporate subtle, rhythmic percussion to suggest the movement of the journey. You can use modal harmonies and folk-inspired 

motifs to reflect the ancient realms. 

Part II: The Gates of Gondor 

Transition to a grander, more majestic section as the travelers approach the mighty gates. The music should build in intensity, with 

layered orchestration as well as choir parts to highlight the grandeur of the statues and the anticipation of entering the city. Utilize 

brass (in particular trumpets and trombones) and orchestral percussion (timpani, orchestral bass drum, snare) to create a sense of 

awe and grandeur. 

Part III: Arrival at Minas Tirith 

Conclude with an epic, triumphal orchestral theme to represent the White City in all its splendor. Strings and brass should dominate, 

with a powerful, uplifting melody. Incorporate choir and bells to add a sense of majesty and triumph. The music should be expansive 

and celebratory, capturing the awe-inspiring beauty of Minas Tirith. 

For inspiration and ideas, here are excerpts from the original soundtrack in the Lord of the Rings (music by Howard Shore): 

Á The Ring goes South  https://www.youtube.com/watch?v=jpJIdwB0R6g   

Á Arrival at Minas Tirith  https://youtu.be/wVXIVtIBMnA?si=6ksNCbE8F21IhQh5   

Á The Return of the King Suite https://www.youtube.com/watch?v=4s2gNErMozc   

 

  

https://www.youtube.com/watch?v=jpJIdwB0R6g
https://youtu.be/wVXIVtIBMnA?si=6ksNCbE8F21IhQh5
https://www.youtube.com/watch?v=4s2gNErMozc
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QUEST 5B ς KHAZAD-DUM ς THE CAVES OF MORIA (LOTR) 

Compose a 120-180 sec. long musical score for the following scenes, inspired by the world of Middle-Earth in The Lord Of The Rings 
(written by J.R.R. Tolkien, 1937ς1949) and The Silmarillion (written by J.R.R. Tolkien, published posthumously in 1977). Also inspired 
by The Lord Of The Ring movie trilogy (by Peter Jackson, 2001ς2003; music by Howard Shore) and the Amazon Series The Rings Of 
Power (by J. D. Payne and Patrick McKay, 2022ς; music by Bear McCreary). This is a darker fantasy setting. 

Part I: The Mysterious Entrance ς Through an invisible door, with runes only revealed in moonlight, we enter the first chambers of the 
Dwarven Kingdom of Moria. 

 

Part II: The Glorious Kingdom of Khazad-Dum ς Beyond the entrance, the awe-inspiring splendor of Khazad-Dum is unveiled, a 
testament to the unparalleled craftsmanship and grandeur of the Dwarven realm. 

 

 


