
Games / timing 1Games / timing 1

Synchronising a cueSynchronising a cue
Plan musical arrivals around significant visualPlan musical arrivals around significant visual

eventsevents
Mickey-mousingMickey-mousing

Detailed imitation of visible movement is oneDetailed imitation of visible movement is one
possible techniquepossible technique

Game loopsGame loops
Repeatable music must support uncertain playerRepeatable music must support uncertain player

timingtiming
Adaptive musicAdaptive music

Interactive systems can change musical layers orInteractive systems can change musical layers or
sectionssections

Games / timing 2Games / timing 2Game composers and sound palettesGame composers and sound palettes
Technology and platform resources shape soundTechnology and platform resources shape sound

choiceschoices

AppraisalAppraisal

Describe, then evaluateDescribe, then evaluate
Link an audible feature to a plausible screenLink an audible feature to a plausible screen
functionfunction
Practical motif exercisePractical motif exercise
Compose one idea and test two contrastingCompose one idea and test two contrasting
versionsversions
Original audio illustrationOriginal audio illustration
A recognisable contour can survive a change inA recognisable contour can survive a change in
moodmood
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1. Games / timing 1 → Games / timing 2: Interactive timing connects loops, state changes and musical transitions.1. Games / timing 1 → Games / timing 2: Interactive timing connects loops, state changes and musical transitions.
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2. Games / timing 2 → Appraisal: Screen-music claims require evidence and practical tests of purpose.2. Games / timing 2 → Appraisal: Screen-music claims require evidence and practical tests of purpose.
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Film MusicFilm Music

Mr Kidman’s Classroom · MUS5 · Revision mind mapMr Kidman’s Classroom · MUS5 · Revision mind map


