ACTION 1

ACTION 2

ACTION 3

ACTION 4

ACTION 5

ACTION 6

(6 continued)

Stay alive as long as possible, don't deal any damage to
boss, or enemies, observe musical development and find
looping point.

Stay alive as long as possible, deal no damage to boss or
additional enemies. Observe the time it takes for
additional enemies to stand up, see if musical material is
correlated with that.

Deal no damage to boss, kill additional enemies as soon
as possible, see if they consistently stand up in correlation
with musical events or specific elapses of time.

Deal no damage to boss, kill additional enemies as soon
as possible. Time the duration of an additional enemies
downtime to see if it is consistent, or if it can be
determined that they spawn in correlation with musical
phrasing. Note: we have tried to kill enemies OFF the
musical phrasing as to see if they will spawn off the
musical phrasing.

Repeat of Action 4

Slowly chip away at the main boss's health to see if any
changes in music are triggered - continue to do this until
the boss is nearly dead, but do not kill him because then
we won't be able to access him any longer for studying.

Listening to Cue 3

Send boss to second phase (fire stage), and confirm if
music object "Cue 2" is an additive layer ontop of Cue 1, or

MUSIC CUE AS A RESULT
FROM ACTION

Cue 1

No new musical object
observed

No new musical object
observed

No new musical object
observed

No new musical object

observed

Cue 2 (Transition 1)

Cue3

No new musical object

ACTION 7 if it replaces part of Cue 1. observed
Bring boss to low health, wait until music reaches first
musical phrase, immediately send boss to phase
2. Observe how music transitions from the first phrase of
ACTION 8 Cue 1 to Cue 3 during the cutscene . Observing Cue 2
Observe how Cue 2 enters if Cue 1 is at a later musical
ACTION 9 phrase. Observe when Cue 2 begins to fade in.
Phrases 1-7 are each 4
bars long, coming
Through the process of revising and completing this consecutively after one
analysis | was able to identify that Cue 1 is split into 8 another. Phrase 8is 8
individual stems. Each stem will be referred to as its own | bars long, and then
NOTE "Phrase". returns to Phrase 1.
Observe how Cue 1 behaves when sending boss to Observing Cue 1 and Cue
ACTION 10 second phase during Phrase 2. 2 (Transition 1)
Observe how Cue 1 behaves when sending boss to
ACTION 11 second phase during Phrase 3
See Action 9 to observe how Cue 1 behaves when sending
ACTION 12 boss to second phase during Phrase 4
Repeat of action 11, but try to send boss to second phase
ACTION 13 at the beginning of Phrase 2 (instead of the end).
Observe how Cue 1 behaves when sending boss to
ACTION 14 second phase during Phrase 6.
Observe how Cue 1 behaves when sending boss to
ACTION 15 second phase during Cue 1's Phrase 8
Observe how Cue 1 behaves when sending boss to
second phase at the end of Phrase 8 (instead of the
ACTION 16 beginning).
Observe how Cue 1 behaves when sending boss to
ACTION 17 second phase during Phrase 7
Observe how Cue 1 behaves when sending boss to
ACTION 18 second phase at the very end of Phrase 8
Observe how Cue 1 behaves when sending boss to
ACTION 19 second phase at the very end of Phrase 1
ACTION 20 Complete playthrough




