Full Score T erra Nova First Person Concerto

Live videogame adaptive music for the Terra Nova Game created especially by Matt Hollis.
For a minimum of 11 pitched instruments for 5 different ranges plus a minimum of 4 laptop

performers (amplified) and a drummer
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improvise with given pitches, vary the durations at will, remember to take breaks
so the improv can breathe! alternate between the boxed pitches
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enter on the beat but independent of the other instruments
in your range, keep a very steady beat!
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improvise with given pitches, vary the durations at will, remember to take breaks
so the improv can breathe! alternate between the boxed pitches
0 e
p A 43 be r m
y A i ||
[ £anY | 1O/ -
\Uy It r ] i ||

S
oAt

ol
.
.
.
.
.
.
\
ol

f
enter on the beat but independent of the other instruments
in your range, keep a very steady beat!
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‘choose diff. note each time
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Laptops introduce rumbles, low transposed ¢
sounds, slowed down sounds of water and w
LapT creaking sounds from their buffer pool
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your largest cymbal
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The player must carry crates to
the different depots, they must
exagerate their decisions to give
time to the conductor to follow
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Laptops only play sounds of wind, sparsely
just to accompany the narrative overall.

LapT One laptop plays footsteps in the snow
while the player is moving, Laptops must

Bl have the re-spawning sfx ready at any |
LIE time, plus sounds plunging into water and 1
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When the conductor
beats, choose to stay
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for when the player stops
and looks around, make sure
you do this when you spot a
depot and inside the depots
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Enter the Winter level in search of penguin

eggs, collect three to complete the level

Ltl and Lt2: choose a note Lt3,4 and 5: create the
every time and play with a foley, including wind
very low drone sound, add and the crashing of
delay and a nice long reverb rocks falling, etc
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ad lib, start slow and accel to as fast as you can
till conductor brings you off
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ad lib, start slow and accel to as fast as you can
till conductor brings you off
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as before plus multiphonics

at the end of this section you should have
already broken down into granular elements,
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pick the tempo from the drums,

‘ v. The POIar Plateau ‘ instruments enter at will after
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