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A BIT ABOUT ME

- Game designer, composer and audlo =
designer _—

> 10 yedrs ﬁ@ fr;[ﬁ[g CEWEES mdustry

e Freelance composer on the side

-iCurrently at Bedtime Digital Games

. Been touring most of Europe with various

bands



A BIT ABOUT FIGMENT

" Action-adventure developed -Bd_
Digitall Games o

= Imagines the mind qs_ical place

- Explores the subconscious and trauma

- through its story and characters
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ITHE MUSIC IN FIGMENT
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. acter.s sing like in a musical

@” Musm affects the world and gameplay
. Melodies help tell the story




ABOUT THIS TALK

ithesViusical Identity

2. Composition Approaches
3.Sound Effects as Music &
4. An I:Q;t‘e_gitlve Musical “

‘; JI *&.'.'.‘J -F a -

5. Music as the Storyteller

- Warning: Contains mild spoilers!






THE AUDIO IN FIGMENT

1160+ " music files 3 \}\
1000+ stx files e

- 1000+ lines of sgl@kemié‘ue

-
-
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)
- -

-+ 2+ hours of uniaue music
- - Various songs performed by four different
‘ artists

- 1 old man rapping



FINDING THE STYLE

© Strange yet recognizable style ‘

- Hand-painted visuals vs. hand-played,
@W@ﬂ, i‘m}g}ggunt‘ ' P

. Dif'tij'"étyles define different places

i Style should work both for exploration and
action



FINDING THE STYLE
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-=Uhicuerposition: Sound a demgner in one

© One-man-army: Play to my. Strengths '

= Look in places | knew and loved:
e@@rd col’lectlon and video games




ITHE MUSICAL IDENTITY
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Folk:iSimplicity and melodic . R
PUnk:s Anarchist, DIY unconfined by rules
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LHE MUSICAL IDENTITY

- Rlayfulsmix: of ‘st
h@@@@l@y@@] fc »
= DIV: approach t@r;erhd‘n_ =
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g Sgt-iné"‘r‘é’éogniﬁz‘able and
- something unexpected

- Diiferent moods with acoustic
guitar as glue



CEREBRUM CIT%
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CLOCKWORK TOWN
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ITHE MUSICAL IDENTITY

- It’s a musical! - Sl

: Picking styles that fxltncharacters’ personalltles
and m@@d of the boos fights S

@” Break the formula — nightmares don’t belong \\

- Local musicians play the parts

19



THE PEAGUE
the“fear of getting sick

- Dirty Tom Waits isiredbe_t._,

- Coughing and sneezing part of beat DR
Db 2 S ANIAEE
~ - Fart tuba | L

‘. Raspy, out-of-control voice

WRITING CHARACTERS THROUGH SONG

20






WRITING CHARACTERS THROUGH SONG

DHESSPIDERTQUEEN
iheSrears oftevenything the @

and crawls
. Jazzy ballad o
- Plucked Sitrmgs -

x; J'A

Creepy, chromatic bassline

. Eerle, seductive vocals

22






WRITING CHARACTERS THROUGH SONG

NHESEEARTOF LOSS g
Ithe'fear of losing p ”8@@80@@8 and love 4
ones /

mfused metal ballad
. @rgan and bells

i
L
lk

Bmlds from soft to grindcore

. Powerful, authoritarian vocals

24









HORIZONTAL COMPOSITION
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HVuSicRel@intor smallerntpieces ERERE N
SJUmpibeveentrdcks tor create dynamic evolution
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= Like tracks on a record:
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EXAMPLE: SPIDERLING FIGHT

MUISIE RIECESS

e '- i Rl \\
ot ..;,
.-.. \ o

Level _ e
Base Loop -

—Intro ] (£3) Fight Loop Win Fight

kﬁlf. | | ’
 TRANSITIONS:

N : Instant
X . Wait for the beat
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EXAMPLE: SPIDERLING FIGHT

VUSIC Rlow: -
3 iﬁ%;

Level Eg o
Base Loop o

1: ‘: -" : : .:
"@(Z) Fight Loop

Z R Ay

29
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HORIZONTAL APPROACH

PROS: Q ~ -
. D%@@mm evolution | ;
- Ability terchange tempo an

@NSS o ST, R ~
- Transitions are hard to get smooth :
- - Must wait for beat to not sound disruptive

—

T

“harmony

" CONSIDERATIONS:

- Timing Is very important
- Reauires a relatively tast tempo

- Great for action with many sound effects




VERTICAL COMPOSITION -

Vi sA il

-Slfayensiplayingssimultaneously. RN

- ——

. Mutetandienable layers to create dynamics
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(C]  Baselop
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(3)  Overlayi
3] Owerlayz




EAAMPLE: CEREBRUM CITY

MUSIS LOOPSE a

C]  Gutarlop —J(g) Piano/Melotron Loop
C]  Dumloop () Musicbor Loop

I - 4

| Ay

 TRANSITION PIECES:

33






VERTICAL APPROACH

S Smoothitransitions B
-Slmmediaterchanges |

@NS@ =

- Transitions might feel dnmusical
> Gan ey
. CONSIDERATIONS:

- - Tempo and harmony of pieces must sync
pertectly

get very cluttered

- Good tor ambient tracks and storytelling
- Great tor slow build-ups and subtle variation







MAKING THE WORLD SING
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lThetgame world should be musical too — * /&

Vertical approach to sound effects %f;}‘gf ’% 2
i e D N, -

ST . ¥ q . WP o
‘Sound effects played in a rhythm can “‘/w/\\fgfg

also be music 23

- Think about decorations as instruments
in the game world






MAKING THE WORLD DANCE

- \Why not make the world daneekalong'?

: Animations to hlg llgh‘t the sound
- «“Mickey Mousmg”

& ‘Surreal, diegetic music






MAKING THE MECHANICS SING AND DANCE

. Gimme more! Gimme game play!

—,

ne Iﬂ*&g.;.l'ding%into the music

P
.

~ - Music blending into the game play






MAKING THE MECHANICS S5ING AND DANCE

- Great dynamic between ul,|sn n and
music J :

. Great feedback f players

+ Music ampllfles the feelmg of the places®
‘you explore

‘I

% - People don’t hear the music unless it’s
shoved in their faces
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COMPOSING AN INTERACTIVE MUSICAL

- laketit upra notch for the 2
fights o

q—C
-

. Combine composition approaches and
g-a.-pl;y into songs

- Build mechanics around the music

L .

- - Create boss fights that almost play
out as a dance %A <




EXAMPLE: FEAR OF LOSS 2nd VERSE
MUSICIRIECES:

() Tntro Loop e
(Ve ) (O] Tl Guntar Overte)

@ Chorus Loop
Buuet Hell Loop

460



EXAMPLE: FEAR OF LOSS 2nd VERSE
MUSICRELEON:

(] Tntro Loop

() Verse Lo __ g
@ thar Overlay

Z

—Chorus (23 Chorus Loop <
X X

Transition g @ Bullet Hell Loop

47/
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COMPOSING AN INTERACTIVE MUSICAL

ASfews thingsswe' learned:
o lym@g take N@ﬂ@tr to pn@cess |

. Jycine] play flow around Lyrics

‘V

- The more stuff in sync with the
}g music the better

- People like musicals Tor some
reason...






TELLING A STORY THROUGH MUSIC

- Game world motifs and chord
prograssions Sl

—

o
e~
b -\

Villain and game "éét vertical
| @venlays

-

Character Melody Motifs




CHARACTER DEVELOPMENT THROUGH MUSIC
DUSTVESIMOTIE L

== Game main theme -
. Follows  the character’s arch

- Motir devlf’é?n a few notes to the
- entire melody — from zero to hero

Vi - |
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dysistpresented in main menu

CHARACTER DEVELOPMENT THROUGH MUSIC

DUSTVASIMOTIE
- Rullim

s &

elo

. Used as stinger. E.g. Finding sword.

23
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CHARACTER DEVELOPMENT THROUGH MUSIC
EEToT
the player pass

Al

~theme is developed

- -
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TELLING A STORY THROUGH MUSIC

" THE REAR OF LOSS’S MOTIF

P

,I\_.(Ielod"li.n'from chorus from the
~Tinal musical song. “You will lose

~ everything” 7= el
W Vlotl is ineriwined in game play ' /
seauences where the villain Is v

present.

. Pretace final boss battle song
20



TELLING A STORY THROUGH MUSIC

" [HELFEAR OF LOSS'S MOTIF

*'@ hs with Dusty’s stingers as
ihe Yilleiln Sitare e change him

S/



TELLING A STORY THROUGH MUSIC
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theme return to origin
stinger G

. Completing the ame, completes the
» mai"ﬁ%’c‘ﬁe'm% by agdding lyricps during

- credits
. Like this...

v >

98
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"é:i“l: 'niels@bedtimemail.com
. Twitter: @stojsnak

. Facebook: facebook.com/stojsnak/

EDTIME
G
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