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FH MMA SALZBURGMUSIC PRODUCTIOM ®IX & MASTERING

MUSIPRODUCTION AUDIOQUESTE&¢5¢6

GENERAL GUIDELINES

The following exercises are aimed at improving your music production and sound engineering skills. You should manage one Qu
every 2 weeks and not spend more th&® hours work (on average) on each quest.

They are not intended as complete music piecaishough youcan later reuse and further develop this material and turn it into
complete music pieces. You can also use it for ofifrarand gameprojects and courses

While the focus is mainly on the composition/arrangement amasicproduction process, you should also put effort into mixing and
mastering the pieces, specifically in findithg best way to process the material to matcisgecific music stylelake care of aspects
as mixng stage width and depthcontrasting dynamic levelsetween parts, focus othe most important elements, etc

Gompo= and arrangehe musicto fit the described scene and characters. Each scene could be part of a pravigame cusceneg
or background music for a gameplay sequence.

The length of eacuestand Cue is in the description of eagbsignment

THE ASSIGNMESIT

Youmustchooseat leastTHRERuests: one fromeachGroup(4¢5¢6). Feel free to do more if you liké’lease note thaQuest 4B and
6B offer the alternéive option to poduce a popfock/electronic song, instead ohdnstrumentalmoviescore.

QUESTGROUR ¢ CYBERPUNK, STEAMPUNK AND SCFEDNICEN HEMES

A Quest4A ¢ The Rooftop RefugéCyberpunk) score fora cyberpunkfuturistic scene(utopian/dystopian)
A Quest4B ¢ Steampunk FusiofArcang score(or asong)for a steampunkifantasy scene(utopian/dystopian)
A Quest4C¢ TheMining Colony In The Outer Ri(8F) score fora science fictiorscene(dystopian)

QUESTGROUR ¢ EPICFANTASANDHORRORHEMES

A Quest5A ¢ Arrival At Minas Tirith(LOTR) score fora fantasyscene(majestic ancepic in character)
A Quest5B ¢ KhazadDumc The Caves of Mori OTR)score for &antasyscene(mysterious andlarkin charactej
A Quest5Cc¢ Transylvanian Nocturn¢Dracula) scorefor a gothidhorror scene(haunted, ominousin charactey

QUESTGROUR ¢ ROMANIC DRAMATIAND ACTIONHEMES

A Quest6A ¢ Echoes of AffectiofBlade Runner 2049) scae for aromanticscenein a cyberpunk setting
A Quest6B ¢ Whispers of SorrovjLove & Death score(or asong)for adramatidtragic scene(historical ca 1940
A Quest6Cc¢ Arrakis(Dune) score foran epicactionscenewith a romantic momen{SHfantasy)

HOW TO PROCEEBRCENE ANALYSIS AND CHOICE OF MUSICAL STYLE

Before you beginanalyze the scene carefully:

A Era/ Time PeriadDeduce 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, fd@afyturistic, utopian, or
dystopian setting.

A Location and Environmenldentify the setting, such as a city, nature, or technological environment.

A People/Characters/EntitiedNote the individuals or entities involved in the scene.
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Situation and Emotional Backgrounlissess 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.).

Background StoryConsider 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:

Musical StyleSelect a style that fits the storytelling, period, location, environment, peoplegamational background.
Choose appropriate instruments, whether acoustic, eleetcoustic, or electronic. Small orchestral scores or sedggign
elements might also be fitting.

Instrumentation Choose elements that establish the environment and situation. Consider how the situation might evolve
to guide your music writing.

Tonality and Modern/Archaic Modedltilize appropriate tonalities and modes.

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

Harmonic Grid and Densitf?lan youharmonic structureand adapt therequencyof harmonic change to the scene.

Time Signature and Rhythr@onsider using odd time signatures like 5/4, 7/8, or 11/8, and whether elements should be
straight or syncopated.

Musical FormDevelop themes or ideafllowing the tips provided after each questzdn in shorter cues, to create an

intro, main section, and outro. Introduce contrasting themes or ideas (A, B, C, etc.). In songs, these are typicallg,the Vers
Refrain, and optionally the Bridge.

Mix and Effectsuse the mixing style and the choice of effects as tools to support the storytéilimggexample,everb and

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

FILE NAMING POLICTY, AUDIO FORMAT, LOUDNESS

File naming policy: firstname_lastname_traile_version date(YYYWWMDD).wav
For example: Nigel_Stanford_Cymati¢2 20141112.wav

Audio File and Channel Format: WAV 48 kHhig4tereo (Interleaved). FLAC is also accepted.

Try to master at a consistent loudness level, with integrated values ardtb-14 LUFS.oud passages can have shigtm values
of -10 or even8 LUFS, quieter one80 LUFS and very quiet on&® LUFS or less.

Do NOT use excessive compression or limiting: not only is this not required in a soundtrack for games or movie, buttan in f
negatively affect the end result (loss of transient, masteain induced distortion, etc.).

DELIVERY METHOD

Upload your audio file on MyDrive.gfHere the login data:

URL: https://eu.mydrive.ch/
Folder: /[FH/IMMA_AUDIO_BACHELOR/MMAJB_28X MMA_B_JG_20X MG_Music_Production_/2
Login Details:  will be provided per email

Alternatives if MyDrive is full or does not work:

WeTransfer www.wetransfer.conx; send files taxenomorphdns@outlook.com
USBStick 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 guavanteed
time. If a link becomes inactive, please search for the suggested track again to find a new video link. This documetdds inte
solely for teaching purposes. All character names, titles, and ideas remain the property of their original authors. dine af &ais
document waive any liability for the use or misuse of the information contained herein.
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QUESTGROUR ¢ CYBERPUNKTEAMPUNK AND SCIENCHIONHEMES

QUESBA ¢ THE ROOFTOP REFUGEBERPUNK)

Compose d20-180 sec long musicakcorefor the following sceres Original concept by Michele Gaggiaspired by a cyberpunk
settingwith goth elements

Part I The Rooftop Refuge A goth girlis perched on a ledge above a nebincityscape, surrounded by towering skyscrapers and
flying vehicles. She listens to haunting melodies on her headphones, lost in deep contemplation amidst the chaotic bhbauty of
cyberpunk world.
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Part It The Neon Alleg, A vibrant alley bathed in neon lights, where a street aitlatin futuristic attire uses holographic sprays to
paint images that come to life under the glow of neon liglts the artist works, passersbyanging from cybeenhanced individuals
to those in gothic attire pause to admire the evolving artwork.

Part IIt The Underground Laf Amysteriousresearchiaboratory, where a scientisand the goth girl arexperimenting with advanced
technology. The lab is filled with mechanical and electronic devices, holo screens, creating an atmosphere of sciergifiarvdond

eerie contemplation.

TIPS FOR THE COMPOSITION

Consider the dual nature of the settiqgd 2 4 K dzG 2 LAY YR Re@aG2LAlI yd wSTF{ Bodusor2the (K
dynamics of each scene, contrasting the grandeur and chaos of the cityscape with the details of individual moments.
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Musical StyleExperiment withNB GRB i K 6 @S¢ o6t A1 S (KS aRxdmpeRoM\Ne® Yorkermfinator2)@riaS & ¢
blend of electronic and orchestral muglike the soundtrack oBlade Runneand Blade Runner 2049

You could also add some metabpired distorted e3dzA (G NA F2NJ 4KS ¢320Ké LI NI 2F (GKS
choosing the arrangement and instrumentskest convey each scene and the emaotions of the characters

MUSICAL STRUCTURE
Part t The Rooftop Refuge

For this scene, consider incorporating ambient electronic sounds to evoke the feeling of solitude and contemplation. XJs& a mi
reverb-heavy synth pads to create a sense of space and isolation. Layer in subtle, digfoitzdriffs to add a gothic touch,
O2YLX SYSyGaAy3a GKS OKIFNIOGSNRE | SAGKSGAOD ¢KS GSYLR aktez R
RA&AGFY G OAGE y2AaSd 9ELISNAYSY(G 6A0GK rospegtianNd | Sea G2 O2y@Se i

Part It The Neon Alley

In this vibrant scene, the music should be energetic and dynamic, reflecting the creativity and hustle of the alley tkdséicddeats
(for examplefuturistic underground technppaired with industrial soundwith a metallicor nontharmonic characterAdd rhythmig
syncopatedbasslines to drive the energy forwaldcorporate glitch effects and syntiooksto capture the neon aesthetidhe music
should reflect the dynamic energy of creation, merging electronic beats with industrial sounds.

Part IIt The Underground Lab

For the underground lab, the music should be mysterious and intense. Begin with low, droning syordetéan eerie atmosphere.
Integrate mechanical sounds such as the humlettric devices andhachinery 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 téimsion of
a0ASY(iA&alQa SELISNAYSY(ad DNloihztral il elécuahic deements & climgkiaSkgyaniomeants @f A |
revelation.
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QUES®B ¢ STEAMPUNK FUSIQANRCANE)

Compose d20-180 seclong musicakcorefor the following scenesdrawinginspiration from the animated seriesrcane: League of
Legendg2021¢).

Parttt Af G2 @3SNRA& { { Teseéttiddzis the ditydpd Ril®wér, which combines refuduristic technology and aesthetics,
Victorian and Gothic inspired architecture and costumes, with elemerfentdsy.

%

WA

e

Part It Characters in Motiong Variouscharacters including Vi, Jinx, and Jayce, move through the bustling streets, adding to the
immersive atmosphere.
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Partlit{ (4 NdzZ33f S Ay tlatheldepdSdiRlbvers tBetdishittie 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 witirittieessof the lower streets. Reflect on the
interactions between the characters and the setting. Consider the role of technology and in¢lbsiity its marvels and its burdens.

A Musical Stylegrand rich orchestral arrangemest mainlytonal in character with an interesting interplay of consonances
and dissonances, reflecting the different scenes
A Harmony Usepedatpoints, as well agnexpected harmonishifts and modulations.
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A Leitmotifs Useiconic thematiamotifs played byspecific instruments to represent the characters

A Arrangement and Instrumentgombine traditional orchestral elements with mechanical and industrial sounds (such as
drones,clockwork mechanisms, steam hisses, and metallic clinks) to capture the steampunk essence.

A Rhythm Consider enhancing the variety of rhythmic patterns to add more excitement and tension to your composition.
Experiment with 3/4 (walttike) and compound time signatures, such as 6/8 and 12/8. If you prefer composing in 4/4,
incorporate syncopation and odtb" groupings(3+3+3+3+2+2 or 3+3+2+3+3#@)reate a dynamic and engaging rhythm.

Here you can listen tArcan€ @mazingoriginalorchestralsoundtrackimusic by Alexander Tempdid AlexanderSeavey.

A https://www.youtube.com/watch?v=RkQInbERFmr(checkthe section€0:00;04:45and 14:23;21:15)

And here is a selection of Piltover Themes from the videogagague of Legendmusic by JD Spears

A https://www.youtube.com/watch?v=f3FJWagra9v8(listen tothe different movementswith contrasting charactér

MUSICAL STRUCTURE
Parttt Af 62 3SNR&a { 4GSk YLzy|{ CdzAAZ2Y

Piltover blends Steampunk, Victorian, and Gothic styles with elements of fantasy @ndl'sga combinationof orchestralcolors
(strings woodwinds, brass concert harp as well adfelt piano, andchoir. Layer lushconsonantharmonies with intermittent
dissonares (in particular sevengtand ninths) Combineorchestralcolors with synthesizer® reflect the fusion of the old and new.

Part It Characters in Motion

After the grand opening, introduce Leitmotiéssociated with each charactés 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 $ihes) for

Partllt{ G NHz33t S Ay tAfi20SNNa 5SLIKa

Employ darker, more aggressive tonesformed bylower brassand contrabasspercussive elementglistorted guitarsand harsh
industrial sounds like clanging metal and grinding gears. Use minor keyBaastterdissonance to create tension and unease.
Integrate rhythmic motifs that evoke the sense of constant conflict and struggle.
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ALTERNATIVETEAMPUNROP/ROCK SONG

If youwould prefer a different approach to this Quest, you calternativelywrite a pop/rock song with industrial and electronic
elements Hereis anexamplefrom the originalArcanesoundtrack:

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

And hee aretwo examples fromanother iconic steampunk moviSucker Puncfzack Snydef011)

A Sweet Dreams https://www.youtube.com/watch?v=LZyCKVMzrX4
(originalsongby Euryhbmics,remixwith vocals byEmily Browniny
A Army of Me https://www.youtube.com/watch?v=0kSSrESW1ao

(original song and vocalts/ Bjork movieremix)
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QUESHBC¢ THEMINING COLONY IN THE OUTER RIMA(SCI

Compose d20-180 sec long musicakcorefor the following scenesOriginal concept by Michele Gaggiaspiredby a dystopan
futuristic setting 6pacecolonizatior).

Part I TheMining Outpostc In this scenario, megaorporations exploit theniningcolonyon a distantoutpost, while the colonists
live inharshconditions.The oppressive environment is reinforced by a strong military presence, consisting of mercenaries and battle
mechs, maintaining strict control arstippressingny form of resistance.

Rl AR
"I‘t‘ o~

Part It The Daily Grind¢ The dayto-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 It Flickers of Hope 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 desige@nd
understanding of the narrative. By experimenting with different genres and sound sources, you can create an immersiaeddark,
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dystopian atmosphere that brings the scene to life. Remember to keep the narrative at the forefront of your compositipmusi
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 eleneahty tuid
can explore genres such as:

Chillout slow pacedit can fit the space and sfiisetting of theopeningscene wellThe music often incorporates ambient
textures, gentle melodies, and subtle rhythms, providing a sense of tranquility amidst the dystopian backdrop. This style
can accentuate the emaotional struggles of the colonists, offering a momentary escape fromatsirrbality.

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

Chilktep: a combination of the downtempo character of ClaMit with the heavydrum sounds andynthesizebass of

Dubstep.

Drum and Basf&B): Faspaced and rhythmic, this genre can reflect the urgency and constant activity within the colony.
Industriat Characterized by mechanical and metallic sounds, this genre conveys the harsh, relentless environment of the
mining colonyYou will find a lot of instruments and drums with industriéistorted and cinematicharacter inthe

Damage DM-307, Aeon Evolve Mutationd and 2sound libraries for KontaKiI).

Incorporating Orchestral Elements

While electronidnstruments arethe backbone of the score, integrating traditional orchestral elements can add depth and contrast.
{O0NARyYy3Iaz ONI}&&X YR LISNDdzaarz2y Oly S@21S KdzYty SY2GA2y YR

Sound Design Elemen{sptional)

Sound design plays a crucial role in creating an immersive atmosphere. Consider usiogat@m noiselike elements to enhance
the futuristic setting. Examples include:

Mechanical and Industrial Soundg®u can try tomcorporate samples of machinengower lifts and electric engineand

metallic clinkorbellsi 2 NB ¥t SO0 (KS O2f2yéQa AYRAAGNRLFE yI (GdzNB®
Environmental Sound$ackground sounds of distant machinery, footsteps on metal surfaces, and ambient noise can create
a sense of space and environment.

Combining alElements Together

Combineelectronic andorchestralelementsto create a rich, multiayered score.

Experiment withunconventional sound sources and technigb@greate a unique sonic palette.

Varydynamiclevek and the arrangement complexitp createcontrastbetweenthe sections maintain interest and reflect
GKS a0SySQa akKAFTIAY3d Y22Rao®

MUSICAISTRUCTURE

Part t TheMining Outpost

After a brief atmospheric introductioto symbolize the vastness of space and thefissetting, develop into ahybrid orchestral
electronic score This should buildip to a tensionilled section(D&B Dubstepor Industrial)with heavy, syncopated beats and

distorted electronic sound€€ombineheavydrumsand percussion with mechanical sourtdgepresent the military's dominance and
the colonists' subservient state.
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Part I: The Daily Grind

Transition to hythmic, repetitive motié performed bysynthesizerand staccato stringstill combined withindustrial and mechanical
sounds to create a monotonous, oppressiemosphere representing the relentless labor of the colonisiteep the tonality tca
minor key or Dorian,or Phrygiammode.

Part It Flickers of Hope

End with a melancholic, yet slightly uplifting melody to represent the colonists' hope for a better future. Use stringsitand s
electronic tonesand touch the major chords within the chosen scategonvey emotion and contrast with the previous harshness.

The excellent soundtrack from the TV-BcBerieShe Expansémusic by Clinton Shortecan serve as your inspiratiancheckThe
Expanse Them&omedayndHeat Her Up

A https://youtube.com/playlist?list=PLLcod52t0kpfVsHz0laVY GX0owh05NR5W&si=PNvIpcmHAsxuy9ZS

QUESTGROUR ¢ EPICFANTASY ANBORRORHEMES

QUESBA ¢ ARRIVAL AT MINAS TIRITH (LOTR)

Compose d20-180 sedong musicalscorefor the following scenesinspired bythe world of Middle-Earth inThe Lord Of The Rings
(written by J.R.R. Tolkier1937¢1949. Also nspired byThe LordOf The Ringnovietrilogy (by Peter Jacksar2001¢2003 music by
Howard Shorg This is anajestic,epic fantasy setting.
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Partl: Journey Through the Ancient LandsThejourney towards Minas Tirith, travelling through beautiful landscapes and the ruins
of ancient realms.

Part It The Gates of GondayAs 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.

© 2020205a A OKStS d- Sy2Y2NLIKé DI BPhdetdof 30 SAIAGEE Dbl dzN.



FH MMA Music Productiod| Audio Questgl¢5¢6

Part IIt Arrival at Minas Tirithg TheWhite Gty, encircled by the majestic embrace of snowy mountains and ancient wrésealed
in all its magnificent splendolts imposing architecturand seven layered fortification wak$éand 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 besthf& setting.Medieval or orchestramusic 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 sdemagrsing the listeners in the epic and amspiring world of
Gondorand Minas Tirithtry incorporatingthe followingideas

Layered Orchestratiar&art with a few instruments and slowly build up to a full orchesich, layered instrumentation to
embody the grandeur of Minas Tirith. Incorporate strings, brass, woodwinds, and percussion to create a complex and
textured soundscape.

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.

Dynamic SwelldJtilize dynamic swells, crescendos, and decrescendos to build tension and release, mirroring the
characters' journey and the awiaspiring visuals of Minas Tirith.

Harmonies and Choral Elementstroduce 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.

Heroic BrassUse 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.

Percussive Rhythmintegrate 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.

Fantasy InstrumentsConsider incorporating unconventional or fantasgpired instruments, such as the harp, dulcimer, or
celesta, to add unique textures and enhance the magical quality of the scene.

Melodicand Harmoni®evelopment Ensure that the melodiemnd harmoniegvolve and develop throughout the piece,
reflecting the progression of the journey and the emotional arc of the characters.

MUSICAL STRUCTURE
Part t Journey Through the Ancient Lands
Begin with amelancholicintroduction 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 jouMey.can usenodal harmonies and follaspired
motifs to reflect the ancient realms.

Part It The Gates of Gondor

Transition to a grander, more majestic section as the travelers approach the mighty gates. The music should build yn iwitensit
layered orchestratioras well as choir part® highlight the grandeur of the statues and the anticipation of entering the Uit{jize
brass(in particular trumpets and trombones)hdorchestral percussion (timparaychestral bass drum, sngr create a sense of
awe and grandeur.

Part IIt Arrival at Minas Tirith

Conclude with arepic, 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 shou&hbexp
and ceébratory, capturing the awénspiring beauty of Minas Tirith.

For inspiration and ideas, heeze excerptsfrom the original soundtrack in the Lord of the Rings (music by Howard Shore):

The Ringyoes South https://www.youtube.com/watch?v=jpJIdwBOR6g
Arrival at Minas Tirith https://youtu.be/wVXIVtIBMnA?si=6ksNCbE8F211hQh5
The Return of the Kirfguite https://www.youtube.com/watch?v=4s2gNErMozc
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QUESHBB ¢ KHAZAEDUM ¢ THECAVES OF MOR(AOTR)

Compose d20-180 seclong musicakcorefor the following scenes, inspired bythe world of Middle-Earth inThe Lord Of The Rings
(written by J.R.R. Tolkied9371949 and The Silmarilliorfwritten by J.R.R. Tolkiepublishedposthumouslyin 1977%. Also nspired
by The LordOf The Ringnovietrilogy (by Peter Jacksqr2001¢2003 music by Howard Shoyand the AmazonSeriesThe Rings Of
Power(by J. D. Payne and Patrick McK2§92%;; music byBear McCreary This is a darkdiantasy setting

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

Part It The Glorious Kingdom of Khazdé®lim ¢ Beyond the entrancethe aweinspiring splendor of Khazddum is unveiled, a
testament to the unparalleled craftsmanship and grandeur of the Dwarven realm.
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