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Script… sorta

It’s against my presentation style to write an exact script for a presentation.  I find that when I write a script for myself I tend to worry too much about following it.  As a result I will get more nervous and spend more time reading from a paper rather than reacting to the audience.  Instead, I like to look over my slide show and make a strong mental imprint of WHAT I need to say in addition to what is on the slide.  By this I mean a general idea of what needs to be said as opposed to how to say it.  So along those lines, the following is a slide by slide breakdown of what I need to make sure I mention in the course of the slide.

1. Title Slide

a. Introduce Self

b. Introduce Project Title, mentioning what class it was designed for.

2. Why Video Game Music

a. Break the ice with a little jib-jab about my love for video game music.

b. Make the argument that Video games are multimedia pieces and therefore music is important.

c. Use Sound clips to prove a point about video game music branding.

3. Types of Music 1 – Looping Background Music
a. Mention that Looping BGM is important because the game designers don’t know how long you’ll be playing that level or fighting that boss, so the music has to be catchy, even when repetitive.

b. Use the Super C example to demonstrate how a typical repeat might sound.

c. Mention that levels, areas, and sometimes battles tend to motivate a looping background theme.

4. Types of Music 2 – Ambient Background Music

a. Mention heavy use of ambient music in games like Resident Evil and other genres that are based on building up an emotion.

b. Mention that Ambient music is often (but not always) loops like looping music does.

c. The distinguishing characteristic is the lack of need for a identifiable melody, not the looping effect.

5. Types of Music 3 – Event Music

a. Mention that this includes musical cue themes, like the Mario “level finished” theme.

b. Mention the increased use of music like this in non-role playing games as cut-scene driven plots appear in more and more game types.  Examples include Halo and Warhammer 40K: Dawn of War.
6. Technological Evolution 1 – FM Modulation

a. Make mention that despite the unrealistic sound of the FM modulation, it has it’s own charm that gamers have come to respect.  Make mention of the Beck Album to prove this point.

7. Technological Evolution 2 – MIDI

a. Mention that during the early 90’s, many computers were still equipped with FM Modulation only synthesizers, so video game developers had to make both a FM soundtrack and a MIDI sound track.   Descent was one such game.

b. Mention that MIDI on PCs used to sound a lot better if you bought the right sound card before Windows 95.  If we have time, recollect on my beautiful Ensoniq card.

8. Technological Evolution 3 – Redbook CD Audio

a. Be sure to make a quip about the Track 1 “Data Track.”

b. Also mention that a downside to Redbook CD audio is that normally the music doesn’t loop… or if it does it loops poorly, since CD Audio players aren’t designed to loop tracks the way video game music normally does it.  This sort of started an era in game music where looping music became less prevalent then developing a “track list” to repeat for an area.  Starcraft and True Crimes: Streets in LA do this.

9. Technological Evolution 4 – Advanced Audio Compression Formats.
a. Make mention of how the Direct Song music packs work with Guild Wars and what the DMCA protection does to the files.

b. Explain that Unreal Tournament 2004’s music files are a bunch of .ogg files located in the game’s file directory.

10. Interesting use of Music 1 – Phantasy Star Online

a. Make a brief description of what Phantasy Star Online was and how it ate my soul long before World of Warcraft came out.

b. Explain thoroughly what I mean by “Interactive Music.” 

c. Explain the audio clip they are about to hear.

11. Interesting use of Music 2 – Ikaruga

a. Make a brief description of Ikaruga.  If we have time, explain what made it unique with its use of colors.  If not, stick to the music.

b. Attempt as best you can without a video clip to explain the synchronization. 

c. Explain the audio clip they are about to hear.

12. Interesting use of Music 3 – Guilty Gear

a. Make a brief description of the Guilty Gear series and try to explain how Rock n’ Roll comes through the art, sound, music, and feeling of the game.

b. Explain musical references such as:

i. Sol Badguy – “Mr. Badguy” or Freddie Mercury.

ii. Sol fights like Freddie sword fights with a mic-stand.

iii. Sol loves Queen.

iv. Sol’s headband often reads “Rock you” after the Queen song… or is “Rock you like a Hurricane?”  No one knows for sure.

v. Character “Axl-Low”

vi. Character Dizzy’s Special Move “Gamma Ray.”

c. Explain the music clip, “Keep Yourself Alive II” as Sol Badguy’s theme, from Guilty Gear XX.  If there’s time, point out how it feels like there should be lyrics even through there aren’t, and that’s okay.

13. Culture in Video Games 1 – Kevin LeBlanc
a. Explain who is Kevin is and how I know him (and that I have his permission).

b. Explain maybe even how I met Kevin (I heard him Playing Castlevania music on his Guitar). 

c. Explain that Kevin is a self-taught guitar player and that he also likes playing rock music.

d. Explain that the recording is a two-track recording of Kevin playing the guitar.  He plays both tracks.  That’s awesome.

14. Culture in Video Games 2 – Overclocked Remix

a. Explain what OCremix is, and perhaps how I came across it (searching for video game music online).

b. Explain that in addition the articles mentioned in the presentation, there are interesting details on what the OCRemix community considers a remix and what they don’t available on the site.  If you’re curious, you should look them up under the Tutorials for ReMixing.
Unfinished Business
There are a few things I wish I could have done or had the time to do for this project, but deadlines were reached and they just couldn’t come to pass.

I still wish DJ Pretzel would have let me interview me. I would have liked to get the know the man behind OCRemix.

I wish I had videos of Phantasy Star Online and Ikaruga.  Unfortunately, making such things would have required the acquisition of a TV-Input card for my computer, and I just couldn’t justify the expense and all the extra time that would have been spent video editing them for this one project.

Though I am glad I have an example that better represents the interactive music from Phatnasy Star Online, I still wish the music was from the “Ruins” area instead of the “Forest” area.  “Ruins” has so much more memorable music.

I never got to make my attacks against people who argue that games shouldn’t have music because life doesn’t have background music, so it reduces the realism.  It is perhaps best that I didn’t though… don’t want to anger the Halo Multiplayer crowd too much.

Final Thoughts

Doing this project was a lot of fun.  As I’ve expressed before, I have a love for video game music in all of its myriad forms and I relish the opportunity to share that love.  I was very happy to see how well my Preview Edition presentation went over. I don’t just mean that grade wise either; I could tell the class loved it. I had a number of people who wanted to talk to me after class about this game or that and how much they loved the music from it, or if I’d heard it yet.

I am very happy that Kevin was willing to work together with me on this project.  His talent for working out game melodies on piano and guitar is phenomenal and I’m glad that I had his materials to add to the project.

I had at first thought the final version of the presentation should have had a new power-point template.  It’s funny how after a week or so I looked at the template again and really decided it did an excellent job and I decided to keep it as is.
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