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Takeaways:

● How to “spot” a nonlinear score in the horror genre
● How to choose a musical palette 
● Tools for developer communication



Spotting A Horror Game (a.k.a. What do we DO?)

http://drive.google.com/file/d/1WUD-dfkL0uw84TOZnpPB5vWqCPkA3B-j/view


Spotting A Horror Game 

● Silence! 
● Structure: Build (silence) + Chaos + 

Denouement (falling action) = Scary
● Game Version: SFX/Ambience + Stinger + 

Loop



Spotting A Horror Game 

http://drive.google.com/file/d/1kQo5-y5Vc54S7nJUnX47v2lOgSZfzf5Z/view


Instrumentation

● Budget

● Flexibility

● Plugin FX

● People Not Instruments

http://drive.google.com/file/d/1umHsggh3YnSaAOcxKKU0EbyPNUHw1IyL/view
http://drive.google.com/file/d/1z74LANO3pT0X6fq_O8knACTKM15POvq4/view


Aleatory and Extended Techniques 

http://drive.google.com/file/d/15lsP-ehpXgZ3K9rZSx3VMR7wDJgy09Tr/view
http://drive.google.com/file/d/1jndmflZX77XdRqq_6Gq3QBCCpIc4YGvg/view
http://drive.google.com/file/d/1HhhktgVhG_S6-lFcKeP1N3dcoVfoZc0j/view


Demonstration

http://drive.google.com/file/d/1A070dBo_CQHJ7TJJp6CEOl9eU4Sdn4lW/view
http://drive.google.com/file/d/1qpr8tv2SzWP8bd6V-xlKRGkR2EL-lPkS/view
http://drive.google.com/file/d/17DXtG__ymJgbqKyfrCSOLygMCteRr_GC/view


Demonstration

http://drive.google.com/file/d/1q8tSkMvVEXgOQLDQRLzoTYNRLykBM0av/view
http://drive.google.com/file/d/1nyiiHThKZoeTNYN5EWp3CIU86V8n24vD/view
http://drive.google.com/file/d/1E4TJEkjVRdO96ZiMg5wus05QrVJ1jSgu/view


Thank You!

Jeff Penny (Saxophone, Clarinet)
jeffpennyaudio@gmail.com

Anthony Carey (Violin)
antcarey89@googlemail.com



Challenges: Budget

● Tight Budget for music, sound and VO 
production

● Stingers reduced the cost since we recorded 
shorter pieces to save money. 



Sound Design and Music Working Together 

● Avoiding wall-to-wall music

● Focus on Ambiences, SFX and DSP



http://drive.google.com/file/d/1-kN5f2AfEzK4Z6Gv7ChvnuQ7G1GxwI-h/view


http://drive.google.com/file/d/1l19jvvnCivS9PEcNa--bWVvInazyE37b/view


Sound Design and Music Working Together 

Digital Signal Processing (DSP)



http://drive.google.com/file/d/1ax_R_N0irocy8yRqqUg5K4am1Iw9mZmv/view


Sound Design and Music Working Together 

NPC Footsteps 



http://drive.google.com/file/d/1lOoEsGDmhiwlfttykJrsaLFRPmB8y18J/view


Challenges: Technology

● No middleware for implementation. 

● Asset Cannon Approach. 

● Video mockups and sound paintings.

● Midi vs. Live Musicians.



http://drive.google.com/file/d/1HYe3e3_RXj1xa6mWnOE5FAS3qSpAWeQ4/view


http://drive.google.com/file/d/1QIsc2CNXB-KyX3VjmRWoUW5pBW6hffGz/view


Challenges: Temp Assets

● Temp sound

● Overcoming expectations 



Working With The Developer

● Communication with dev on a tight budget 
without control over implementation

● Testing and providing feedback on 
implementation





Testing



Thank You for Listening!

Contact Us!
Serial Lab Sound

Spencer Bambrick 
Gina Zdanowicz

spencer@spencerbambrick.com gina@seriallab.com
spencerbambrick.com

seriallab.com

mailto:spencer@spencerbambrick.com
http://drive.google.com/file/d/1oG1ZLGsZpwEdGztqDvkpH5s-uyeNrDfZ/view
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