Halo: CE - Pillar of Autumn Dynamic Mu

sic System

Start cinematic 1

Cue 1
1:47
through-composed

string orchestra, long sustained minor chords.

Fscrpted—>£

Cue 2
0:57

through-composed

Lengthy drum repetition in militaristic style

scripted———>  Silence

scripted—> Silence

Cue 37
0:06

Brass, drums and plucky
synth resolution.

Cue 3 Cue 4
0:16 0:22
scripted through-composed scripted through-composed scripted—> Silence
militaristic drum pattern with additional strings. tenor choir chanting thematic melody
GLOBAL PROPERTY Aux 1
All 'Sequences', and cues book-ending When player pauses game,
'Sequences' are pause DMS
quantized to segment
When player triggers
» Silence 2nd cinematic,
then play Cue 12
If player does not progress to elite encounter within 5 minutes,
then fade music to silence
Cue 5 . Drum Sequence - Random Sequence Container - no self-consecutive cues
Cryo-helper 0:08 if Cue 5 played, )
exploding door begin DS : - - -
Percussion pattern Horizontally resequence the connected Cues in random order until next trigger occurs.
If player opens door and encounters elite within 5 minutes, If player does not progress to bridge When player triggers
' ' ' ' ' then trigger Cue 11 and Drum Sequence (Part 2) at the same time — within 5 minutes, ——> Silence ——— 2nd cinematic,
then fade music to silence then play Cue 12
' Cue 11
Cue 6 Cue 7 Cue 8 Cue 9 Cue 10 0:02
0:04 0:12 0:08 0:08 0:08 > stinger
Percussion pattern Percussion pattern Percussion pattern Percussion pattern Percussion pattern dissonant
: Y
Cue 12 Cue 13
Drum Sequence (Part 2) - Random Sequence Container - no self-consecutive cues If player enters Bridge while When player triggers 0:52 inted 1:08
> music is still playing, e Silence 2nd cinematic, through-composed scrlpfed through-composed
Horizontally resequence the connected Cues in random order until next trigger occurs. then fade to silence then play Cue 12 crosstade
Melodic and slow music that ramps up into an energetic section when the ship takes fire Strings, winds, vocals, expressive and sorrowful melody
Cue 14 Cg_eéés Cgiées Cgi;7 Cue 18
0:16 ’ ' ) 0:08
. Percussion pattern with a Percussion pattern with an Percussion pattern with an .
Percussion pattern, very . . g e e e Percussion pattern, very
- tenor choir chanting a exotic improvisational female exotic improvisational female L
similar to DS (Part 1) . similar to DS (Part 1)
vocal solo vocal solo
™\
Cue 20 B . . .
_ loop R oarding Sequence (Part 2) - Random Sequence Container - no self-consecutive cues
7 Ll
. Horizontally resequence the connected Cues in random order until next trigger occurs.
If player does not enter cafeteria L Bass pedal that Cues 21, 22, and 23 fade in and out from
— within 5 minutes, — > Silence : ~ : . : .
then fade to silence ' ' ' ' '
Cue 19 . L . .: - ; : : ;
ond ci i loo if the player progresses beyond elite in corridor, : If player doesn't trigger Cue 24 ' ' ' '
n Clnzma 1€ P then trigger Ominous String Sequence ' within 5 minutes, —>» Silence ' ' : '
enas and Cue 20 at the same time ! then fade to silence i - ; -
Bass loop : ' ' ' :
Cue 33 Cue 34 Cue 35 Cue 36
. ' 0:26 0:12 0:16 0:18
If player enters cafeteria, > g '
then fade to silence Silence
Brass, drums, and plucky Brass, drums, and plucky Brass, drums, and plucky Brass, drums, and plucky
Ominous Strings Sequence - Random Sequence Container - no self-consecutive cues synth synth synth synth
A'Y
Horizontally resequence the connected Cues in random order until next trigger occurs.
If player progresses through half-open
' ' : If player proceeds to the when aliens are boarding, door in dark room within 5 minutes,
' ' ' then trigger Cue 24 or if player doesn't progress to this
point within 5 minutes,
' ‘ ' then trigger Cue 37
. . If player reaches the end of the corridor beyond 1st boarding vessel, -
If player proceeds to the when aliens are boarding, then trigger BS (Part 2) »
Cue 21 Cue 22 Cue 23 then trigger Cue 24
0:04 0:12 0:08
Low wind passage, three Strings swell with ascending Expressive string melodic
steps downwards melody, then winds down phrase
[ Cue 24 \} Cue 32
0:08 Boarding Sequence - Random Sequence Container - no self-consecutive cues If player doesn't trigger BS (Part 2) 0:04 .
> > within 5 minutes, I Cﬂgciig?g ;r;ggg;ed,—) Silence
l Drums and Pluck synth Horizontally resequence the connected Cues in random order until next trigger occurs. then trigger Cue 32 Drums and plucky synth P !
introduction resolution.
Cue 25 Cue 26 Cue 27 Cue 28 Cue 29 Cue 30 Cue 31
0:03 0:05 0:04 0:08 0:06 0:07 0:20
Drums and plucky synth Drums and plucky synth Drums and plucky synth Drums and plucky synth Drums and plucky synth Drums and plucky synth Drums and plucky synth
Maintenance Sequence - Random Sequence Container - no self-consecutive cues If ol dt d trol ithin 5 minut
when player reaches maintenance corridor, random silence between tracks (either silent cues or random delay) . player proceed towards Cryo-control room within > minutes, . o
E— . ; —> or if player does not proceed towards cryo-control room within 5 minutes, » Silence
trigger Maintenance Sequence then fade 1o silence
Horizontally resequence the connected Cues in random order until next trigger occurs. !
%o Cue 39 %o s s Cue 44 s
’ 0:08 0:08 ' ) ' 0:12 )

Violin and cello gliss with
melody

Violins and viola romantic
melody

String orchestra harmonics
and col legno

Unresolved violin and viola
chords

String orch;?;rsa harmonic String orchestra col legno String orchestra col legno High violin string cluster

Final Sequence - Random Sequence Container - no self-consecutive cues

Horizontally resequence the connected Cues in random order until next trigger occurs.

Cue 46
. 0:10 If Cue 46 plays,
e en ggsr ——>
Cello ostinato and military Final Sequence
drums

If player does not trigger Final Sequence (Part 2)
within 5 minutes,
then trigger Cue 5

If player reaches corner just before grenade cache,
then trigger Final Sequence (Part 2)

Y

Cue 55
( Cue 50 115

0:04 scripted through-composed

Cue 49
0:08

Cue 48
0:08

Cue 47
0:08

Cello ostinato and military
drums

Cello ostinato and military
drums

Cello ostinato and military
drums

If player triggers 3rd cinematic,
then trigger Cue 50

Final Sequence (Part 2) - Random Sequence Container - no self-consecutive cues

\ 4

Horizontally resequence the connected Cues in random order until next trigger occurs.

Cue 54
0:08

Cue 53
0:06

Cue 52
0:06

Cue 51
0:08

Orchestra, brass accents,
low wind and string

Orchestra, brass accents,

Orchestra, low brass chords, - .
low wind and string

string runs

Orchestra, low brass
accents, string runs

Brass and drum resolution . . . . . _— .
L Militaristic drum pattern with string passages from earlier cues. Added choral parts, intense brass accents, and building climax.

>  FINISH

—

If Cue 37 plays, 5 gjlence
then go to silence



