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https://docs.google.com/file/d/1rneG1Qf18PezGNAtNRN6v9_r1OrLukzG/preview

HOW DID WE DO IT?

Each Monster “encounter type” will have a specific
- combat piece that unearths musical layers based on the
player’s skill in combat.




COMMON UNCOMMON RARE LEGENDARY



MUSIC DESIGN

e 60 BPM (very important)
e 30 secs to 60 secs
e Melody (background layer) = non reactive
e Percussion = reactive
e Bassline = reactive
e Countermelody = 7??

March 20-24, 2023 | San Francisco, CA #GDC23 GDC



| Sound Palette - Notepad

File Edit Format View Help
Eound Palette

Must be Soundfonts, Synths

3 Kontakts MAX

ProRec Ultimate (CD K2000

-Acoustic String2 SY85 2 1
MuziSample - Korg DW-8600

Northstar Drumscapes

Study Funk Basslines - Mowtown Anthology - Listen!!!
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|Assets Names

ih%i%mne

|Battle Music 1

|Battle Music 2

|Battle Music 3

|Battle Music 4

'Possible Track Names
A Legendary Encounter

:Nothing Irregular - Common

|A Moderate Test of Strength -
|Common

:Infrequent Affray - Uncommon
|Especial Breed - Rare
:Supreme Being - Legendary

:Supreme Fiend - Legendary

SEX

Average=0 Count=0 Sum=0

Questlike Audio Asset List.xlsx

Descriptions

a track that embodies
encounters for "Common™
monsters

a track that embodies
encounters for
"Uncommon”
monsters

a track that embodies
encounters for "Rare”
monsters

a track that embodies
encounters for
"Legendary”
monsters

+
Insert Page Layout Formulas Data
-
C D
Duration
Variations
N/A OGG 0:30 ~ 0:60 seconds
N/A OGG 0:30 ~ 0:60 seconds
N/A OGG 0:30 ~ 0:60 seconds
N/A OGG 0:30 ~ 0:60 seconds

Sound Palette
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Soundtrack Data

Format (Minutes/Secs/Frames)

Pre-Order Email List

+

Tools (Q_Click to find commands

F

f&eﬂb_a_gugﬂm& :
References nts

N/A

N/A

N/A

N/A

Gy

Complete(Yes/No?)

File Name

titleofgame_nan
track loop.ogqg
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Cubase Pro Project - Questlike Pocket - Full Sessions (Master)_02
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Cubase Pro Project - Questlike Pocket - Full Sessions (Master)_02
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OVERALL DESIGN

e Make the combat
interesting

e Gratified by the timing
mechanic

e Easy for players to
understand but wanted
more engagement

e Lean into the music
game genre without
dispatching the initial
combat concept




e Split in two layers (Non-Reactive Layer /
Reactive Layer)

e Reactive layer augments changes based
on the player

e Reactive layer sets markers on the tracks

e Non-reactive layers do not change
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Questlike Pocket_Illl Take All the Aggro_Bass
Questlike Pocket_lIl Take All the Aggro_Melody
Questlike Pocket_lIl Take All the Aggro_Perc
Questlike Pocket_IIl Take All the Aggro_Texture
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HACK & WACK

e Hard Tech Limitations.
o The tiles are based on
the music speed.

There was a determination of
what's the fastest we can go?

60 BPM was used as a
foundation

Workarounds include
o increasing the speed of tiles to
match the BPM





https://docs.google.com/file/d/1NKJIYPYgBMUyWv1fl4dxFRhnLOUjD8Ym/preview
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https://docs.google.com/file/d/16Z-QJ8ibF738Hvo3pueUrX_rkcSFens8/preview
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LOOT & RECAPITULATION

e 60 BPM tempo for base foundation
e “Layers on layers make layers for slayers”
e Conflate Genres

Q e Composition Pre-Production Prep is SUPER
EFFECTIVE... iIn spreadsheets
e Hunt in Harmony
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https://docs.google.com/file/d/1Nx9AEFYxn3TWq4Bfowi-lwmZorNCMwIK/preview

THANK YOU!

CONTACT ME:

Email: chasebethea@gmail.com

FOLLOW ME:

) @ chasebethea

@ gamercomposer

@ Chase Bethea

@ Chase Bethea
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