NARATIVE TRACKS

NAME

o Fairytale Begins

e (Call to Adventure
e Heroism

e Dramatic moment
e Main menu loop
e Melancholy

e Creeping Danger
e Calm credits

DURATION

1:06 Min.

3:22 Min.
1:53 Min.
0:29 Min.
2:04 Min.
2:23 Min.
0:44 Min.

1:06 Min.

BPM

105 BPM
90 BPM
115 BPM
115 BPM
100 BPM
90 BPM
150 BPM
100 BPM

BOSSFIGHT MULTI-PHASE LOOPS

EXPLORATION/ACTION LOOPS

NAME
e Casual +Action Layers
e Playful +Action Layers

DURATION

2:24 Min.

2:49 Min.

e Melancholic + Action Layers  2:47 Min.

e Desolation + Action Layers
e Arcane +Action Layers
e Corruption + Action Layers

2:07 Min.
2:25 Min.

1:33 Min.

BPM

70 BPM
100 BPM
70 BPM
90 BPM
Unstable
80 BPM

NAME DURATION BPM
e Struggle And Triump 3:34 Min. 120 BPM
e Facing Corruption 4:45 Min. 150 BPM

SHORT TRACKS

NAME DURATION BPM
e Choir Hit 0:12 Min 90 BPM
e Main Motif 0:08 Min 120 BPM
e Melancholy Motif 0:24 Min 90 BPM
o Corruption Motif 0:25 Min 80 BPM
e Arcane Motif 0:12 Min 150 BPM
e Creeping Danger Motif (16 Min 150 BPM
e Intro Motif 0:22 Min 100 BPM
e Piano Main Motif 0:23 Min 90 BPM
e Three Note 0:03 Min 75 BPM
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NARATIVE TRACKS

e FAIRYTALE BEGINS .... 1:06 / 100 BPM

Emotional opening with intro moving into melodic vocal
flourish at 01:14. Introduces the intro motif of innocence
and wonder.

e MAIN MENU LOOP .... 2:04/ 100 BPM

A lightweight loopable version of Fairytale Begins,
repeating same melodic intro motif on distant piano and
vocals. At 01:15 introduces the main hero motif.

e CALL TO ADVENTURE .... 3:22 /7 90 BPM

A mix of uncertain logning and pull - hero searches for his
path. Introduces the opportunity for repetition in Inner
Loop. Development parts centers on main hero motif and
moves into resolve and sense of mission.

INTRO LAYER INNER LOOP DEVELOPEMENT

e MELANCHOLY .... 2:23/ 90 BPM

A shifted melancholic version of the main hero motif.
Establishes atmosphere of loss and sadness.

e HEROISM .... 1:53 / 115 BPM

Opening with intro motif, it quickly expands into grand
and majestic representation of the main hero motif.
Standing on clear piercing vocals, this theme represents
the sense of heroic will and triumph.

e CREEPING DANGER .... 0:44/ 150 BPM

Opening with intro motif, it quickly expands into grand
and majestic representation of the main hero motif.
Standing on clear piercing vocals, this theme represents
the sense of heroic will and triumph.

e DRAMATIC MOMENT .... 0:29 / 115 BPM

Emotional opening with intro moving into melodic vocal
flourish at 01:14. Introduces the intro motif of innocence
and wonder.

e CALM CREDITS .... 1:06/ 100 BPM

A finishing touch, nostalgic representation of main hero
motif containing the final resolution of this music pack.
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EXPLORATION/ACTION LOOPS

e CASUAL LOOP .... 2:24 / 75 BPM + ACTION LAYERS

\)()OPABLE

/\ A calm and serene exploration.
Background cellos and harp
establishes unobtrusive sense of
harmony. The action, centered on
ACTION LAYER guitar, tambourine and
saxophone, provides a subtle
approach to action filled with
jolly a charm. Outright the most

\/ positive exploration/action.

BASE EXPLORATION

PERCUSSION LAYER

e ARCANE LOOP .... 2:25/ UNSTABLE BPM + ACTION LAYERS

With tempo flowing and changing
like waves, this exploration is
meant to accompany strange and
chaotic places of supernatural
laws. The action layer provides a
sense of grandeur that conform to

BASE EXPLORATION

ACTION LAYER

PERCUSSION LAYER its own rules.

e MELANCHOLIC LOOP .... 2:47 / 70 BPM + ACTION LAYERS

LOOPAB[

Keeping similar instrumentation
to the Casual loop, this
exploration offers sense  of
tension, weight and unease. The
action layer provides sense of
ACTION LAYER uncertain and dangerous fate.

BASE EXPLORATION

e PLAYFUL LOOP .... 2:49 /100 BPM + ACTION LAYERS

,\ Wandering and adventurous
BASE EXPLORATION exploration with an optional

rhythmic harp layer that adds
momentum. The action section
retains its positive melody while
introducing tension and a sense
of grandeur for the quest ahead.

ACTION LAYER

PERCUSSION LAYER

HARP RHYTHM LAYER

\-/

3/8




EXPLORATION/ACTION LOOPS

e DESOLATION LOOP .... 2:07 / 90 BPM + ACTION LAYERS

~ i

BASE EXPLORATION

ACTION LAYER

PERCUSSION LAYER

Designed for wastelands and grey
ruins, this exploration provides
sense of distance and elegiastic
atmosphere. The action centers
on facing obstacles and
undertaking an adventure.

e CORRUPTION LOOP .... 1:33/ 80 BPM + ACTION LAYERS

LOOPAB/ .

BASE EXPLORATION

ACTION LAYER

PERCUSSION LAYER

A twisted evolution of the main
hero motif, this track provides
the main antagonistic force of the
whole soundtrack. The action
layer provides a feeling akin to a
devil dancing to a violin.

4/8




BOSSFIGHT MULTI-PHASE LOOPS

e STRUGGLE AND TRIUMPH .... 3:34 / 120 BPM

A generalistic bossfight theme, centered on a duality between percussive tensions and the main hero

Provides three distinct loopable phases.

INTRO
0:04

VOOFPAB .

PHASE 1 LOOP
1:26

yOOPABL

INTRO PPERC.
0:04

PHASE 2 LOOP
0:46

BROL A Dy,

motif trying to

overcome it.

PHASE 1 PERC.
1:26

PHASE 3 LOooOP
0:54

OUTRO
0:24

PHASE 2 PERC.
0:46

PHASE 3 PERC.
0:54

OUTRO PERC.
0:24
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BOSSFIGHT MULTI-PHASE LOOPS
e FACING CORRUPTION .... 4:45 /130 - 150 BPM

An emotional climax of the whole soundtrack, this bossfight track is suited for the final clash between the hero and the main
villain. Instead of brutish evil, this music is meant to provide emotional and sacred gravity to the conflict between good and evil.

For more detailed work on cinematics (etc.) 3rd loop is also provided as separated subloops for more precise control over reaching
the climax.resolution.

INTRO
0:13

=

PHASE 1 LooP
1:09

PHASE 2 Loopr
1:08

PHASE 3 LooOP
1:55

OUTRO
0:18

PHASE |1 PERC.
1:09

PHASE 2 PERC.
1:08

PHASE 3 PERC.
1:55

+OOrADy o

PHASE 3

INTE;{MZEZZO PHASE 3 PHASE 3 PHASE 3
3 EMOTIONS EMOTIONS EMOTIONS
LOW POINT RISIGN CLIMAX
PHASE 3

INTERMEZZO PERCS.

0:32

0:27 0:27 0:27

Optional Subloop variations for emotional interactivity. No Percussions under the “Emotions” subloops
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SHORTS

e Choir Hit 0:12 Min 90 BPM

A Transitional hit from Call to Adventure.

e Main Motif 0:08 Min. 120 BPM

Reminder of the main hero motif in the form a short
string and piano based flow.

e Melancholy Motif  0:24 Min. 90 BPM

Short rendition of the story Melancholy motif on
piano. A sad version of the main hero motif.

e Corruption Motif 0:25 Min. 90 BPM

Short rendition of the exploration Corruption motif on
piano. A twisted version of the main hero motif.

e Arcane Motif 0:12 Min. 150 BPM

The main string theme from Arcane exploration,
serving as an anchor to supernatural forces.

e Creeping Danger Motif 0:16 Min. 150 BPM

Short disharmonic tremolo on string with piano crash.

e Intro Motif 0:22 Min. 100 BPM

Main intro flute opening from both Fairytale Begins
and Heroism.

e Piano Main Motif 0:23 Min. 90 BPM

Piano version of the main hero motif, serving as the
reminder the main quest and hero’s struggle.

e Three note 0:03 Min. 75 BMP

Short three note transitional cue.
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FOLDER STRUCTURE

STORY

e 01 FairytaleBegins > FairytaleBegins.wav
e 02 MainMenuLoop > MainMenuLoop.wav
e 03 CallToAdventure
o CallToAdventure - O - Intro.wav
o CallToAdventure - 1 - InnerLoop.wav
o CallToAdventure - 2 - Developement.wav
o CallToAdventure - Full.wav
e 04 DramaticMoment > DramaticMoment.wav
e 05 Melancholy > Melancholy.wav
e 06 Heroism > Heroism.wav
e 07 CreepingDanger > CreepingDanger.wav
e 08 CalmCredits > CalmCredits.wav

SHORTS

e 01 ChoirHit.wav

e 02 MainMotif.wav

e 03 MelancholyMotif.wav

e 04 CorruptionMotif.wav

e 05 ArcaneMotif

e 06 CreepingDangerMotif.wav
e 07 IntroMotif.wav

e 08 PianoMainMotif.wav

e 09 ThreeNote.wav

EXPLORATION/ACTION

01 Casual
o Casual - Full.wav
o Casual - Base.wav
o Casual - Action Layer.wav
o Casual - Percussion Layer.wav
02 Playful
o Playful - Full.wav
o Playful - Base.wav
o Playful - Harp Rhythm Layer.wav
o Playful - Action Layer.wav
o Playful - Percussion Layer.wav
03 Melancholic
o Melancholic - Full.wav
o Melancholic - Base.wav
o Melancholic - Action.wav
04 Desolation
o Desolation
o Desolation
o Desolation
o Desolation
05 Arcane

Full.wav

Base.wav

Action Layer.wav
Percussion Layer.wav

o Arcane - Full.wav
o Arcane - Base.wav
o Arcane - Action Layer.wav

o Arcane - Percussion Layer.wav
06 Corruption
o Corruption
o Corruption
o Corruption
o Corruption

Full.wav

Base.wav

Action Layer.wav
Percussion Layer.wav

BOSSFIGHTS

StruggleAndTriumph

StruggleAndTriumph - O - Intro.wav
StruggleAndTriumph - O - Intro Percussions.wav
StruggleAndTriumph - 1 - Phase I.wav
StruggleAndTriumph - 1 - Phase I Percussion.wav
StruggleAndTriumph - 2 - Phase Il.wav
StruggleAndTriumph - 2 - Phase II Percussion.wav
StruggleAndTriumph - 3 - Phase IIl.wav
StruggleAndTriumph - 3 - Phase III Percussion.wav
StruggleAndTriumph - 4 - Outro.wav
StruggleAndTriumph - 4 - Outro Percussion.wav
StruggleAndTriumph - Full.wav
FacingCorruption
FacingCorruption - O - Intro.wav
FacingCorruption - 1 - Phase I.wav
FacingCorruption - 1 - Phase I Percussion.wav
FacingCorruption - 2 - Phase Il.wav
FacingCorruption - 2 - Phase II Percussion.wav
FacingCorruption Phase IIl.wav
FacingCorruption - 3 - Phase III Percussion.wav
FacingCorruption - 4 - Outro.wav
FacingCorruption - 4 - Full.wav
Phase 3 SubLoops

= A - Intermezzo.wav

= A - Intermezzo Percussion.wav
B - Emotions 1 - Low Point.wav
C - Emotions 2 - Rising.wav
D - Emotions 3 - Climax.wav

|
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