caveinspiredmusic.com

FILM MUSIC
VIDEO GAME MUSIC

FM-VG1 Japan 1996
ARC THE LAD Il -

CAVE

Soundtrack — Video Game — Orchestral
Comp: Masahiro ANDOH & Hirotaka 1ZUMI
Arr: Keiichi Oku, Takehiro Kawabe, Takeshi Watanabe, & Hirotaka Izumi
Perf: (?) (piano)
Prod. Co (Game): G-Croft for PlayStation
Prod. Co (Disc): Artinos Records
Time: 1:03
1. CD: ARC THE LAD Il
Artinos ARCJ-57 (Tk 18)
2. Reissued on Compilation CD: ARC THE LAD | & Il - SOUNDTRACK COMPLETE (1999)
Village VRCT-4002/3 (2XCDs) (Disc 2 - Tk 13)
3. Reissued on Compilation CD: ARC THE LAD | & Il - SOUNDTRACK COMPLETE (2001)
Village VRCH-4002/3 (2XCDs) (Disc 2 - Tk 13)
Notes: Nothing precise could be learned as to where a cave fits into the plot of this video game. On the
album this cue follows a cue entitl edohtihdhgsisy—l sl and” an
“Rushing to the Skyport, Elc [the boy hunter, a main c|
Elc, however, pushes the Hien to its limits and the ship explodes, throwing the party onto Yagos Island,
home of Vilmer, a scientist. Elc has another flashback of him and Mariel and then awakens to find himself
in Vilmer's home, with his party. A villager runs in to tell Vilmer that his granddaughter, Lia, went into the

nearby Ruins. Elc and Lieza decide to look for her. They find her along with a strange robot-l i ke arti f act
(Anon. n.d.)

Regarding the music one critic, Chris, wrote — “the compositions sound less like they came from stock

music |ibraries and seem more specifically intended for

The sample had insistent dark piano passages repeated then a rippling bridge and a return to the dark
chords and fade to silence.

Ref: Anon. n.d., Arc the Lad Il, Plot, Wikipedia

Arc the Lad Il, RPGFan

Arc the Lad Il, Snesorama

Arc the Lad Il, Cave (1:30), YouTube («COMPLETE AUDI ® SAMPLE

Chris n.d., Arc the Lad | & Il, Square Enix Music

FM-VG2 United States 2000
DIABLO Il -
CAVE

Soundtrack — Video Game — Electronic — Experimental — Instrumental
Comp: Matt UELMEM

perf: Matt UELMEN


http://caveinspiredmusic.com/rubriques/film_music/film_music.html
http://caveinspiredmusic.com/rubriques/film_music/film_music.html
http://en.wikipedia.org/wiki/Arc_the_Lad_II
http://www.rpgfan.com/soundtracks/atl2-ogs/index.html
http://snesorama.us/board/showthread.php?p=368135
http://www.youtube.com/watch?v=XLI4Va1VXXo
http://www.squareenixmusic.com/reviews/chris/arcthelad.shtml

Ryan Boyce (keyboards)

Mustafa Waiz (percussion)

Scott Peterson (drums)
Prod: Matt Uelmen
Prod. Co (Game): Blizzard North
Prod. Co (Disc): Blizzard Entertainment
Time: 3:50
CD: DIABLO I

Blizzard Entertainment S 7100334 (Tk 13)

Notes: A dark fantasy / horror video game with elements of role-playing
and dungeon crawl genres.
A single track usually integrates recorded samples from sound libraries,
live recorded instrument interpretation samples specially meant for the
game (guitar, flute, oriental percussion), and electronic instruments also. (Anon. n.d.)
Starts with low isolated dong chords and roaring fire sounds, ominous ambient passages, then steady
crash cymbals work out over roaring and poundings. Over halfway through some ascending flute notes,
back to drum & cymbals, pounding, choral voices, and plodding drums at the end.
Ref: Anon. n.d., Diablo Il, Music, Wikipedia
Diablo Il, Cave, YouTube (3:51) («COMPLETE AUDI ® SAMPLE

FM-VG3 United States 1995
DONKEY KONG COUNTRY 2 —

IN A SNOW-BOUND LAND (CLAPPER’S CAVERN) M,Eiﬁ
FM — Video Game — Instrumental rghtrl, )

Comp: David WISE
Perf: (?)

‘\»‘: 2

Prod. Co (Game): Nintendo ¢ A - o ol
Prod. Co (Disc): Nintendo of America SR A 4
Time: 3:12 A Pl

CD: DONKEY KONG COUNTRY 2 PSSO SN ks rouany e
Nintendo 7250-Winter 95 (Tk 25) : :

Notes: This is an adventure platform game. Donkey Kong Country 2 begins after Donkey Kong has been

kidnapped, leaving Diddy Kong and his girlfriend Dixie Kong to rescue him. Together, the two of them travel

to various and distinct parts of Crocodile Isle where the game is set. On the island, there are varying

worlds. Level settings are now more diverse, although the staple ice, cave, and jungle settings remain from

the first game. There are also various animal companions and one of these is Clapper the Seal. (Anon.

n.d.) Clapper the Seal presumably lived in a cavern in a snow-bound land.

Nothing further could be learned.

The audio sample for this cue was titled “lce Cave Then

was assumed that this was the same cue. It had a ranging keyboard theme with bop-bop rhythm with

intermittent annoying slap sounds keeping pace (these were perhaps intended to signify the sound of seal

flippers clapping). The keyboard theme roams around then comes back again.

Ref: Anon.nd.,Donkey Kong Country 2Wikigediaddy' s Kong Quest,

Donkey Kong Country 2 Soundtrack, SquareEnixMusic

Donkey Kong Country, In a Snow-Bound Land—-Ti t | ed “ | ce Ca YoaTufe{<eGeMP L(EST.EL7AUDI O

SAMPLE)

FM-VG4 Japan 2000
ETERNAL ARCADIA -
DUNGEON CAVE

Soundtrack — Video Game — Instrumental
Comp. & Arr: Yutaka MINOBE & Tatsuyuki MAEDA
Perf: (?) (synthesizer)


http://en.wikipedia.org/wiki/Diablo_II
http://www.youtube.com/watch?v=DNaZA2DCqmM
http://en.wikipedia.org/wiki/Donkey_Kong_Country_2:_Diddy's_Kong_Quest
http://www.squareenixmusic.com/albums/d/donkeykongcountry2.shtml
http://www.youtube.com/watch?v=vDgJ8kOk0Ss

Prod. Co (Game): Overworks
Prod. Co (Disc): Enterbrain
Rec. Co: Wave Master Studio
Time: 1:43
CD: ETERNAL ARCADIA
Enterbrain FMCD-1001 (2XCDs) (Disc 1 — Tk 14)
Notes: A role-playing video game first released in Japan as Eternal Arcadia, but in the United States as
Skies of Arcadia.
Most of gameplay in Skies of Arcadia takes place in dungeons. Travel between the numerous dungeons is
accomplished by piloting an airship through the overworld, a three-dimensional sky with massive floating
rocks forming islands and continents. Some islands are completely uninhabited, while others are filled with
sprawling towns and cities. All dungeons are located on these islands and continents.
It is not clear whether these dungeons are caves or cave-like man-made structures.
Running keyboard rhythm track accompanies high register ambient theme on synth that ranges into a
bassoon passage then to a flute with a plunking keyboard.
Ref: Eternal Arcadia OST, RPGFan
Skies of Arcadia, Wikipedia
Skies of Arcadia, Dungeon Cave (1:44), YouTube («COMPLETE AUDI ® SAMPLE

FM-VG5 United States 2004
FABLE —

HOBBES CAVE

Soundtrack — Video Game — Orchestral — Instrumental & Vocal
Comp: Russell SHAW

Rts: Microsoft Music Publ. (ASCAP)

perf: THE PHILHARMONIA ORCHESTRA
& THE PINEWOOD SINGERS

cond: Allan WILSON
Prod. Co (Game): Big Blue Box of Lionhead Studios
Prod. Co (Disc): Sumthing Else Music Works Inc.
Rec. Co: Phoenix Sound; Wembley, England
Time: 3:56
CD: FABLE
Sumthing Else Music Works SE-2014-2 (Tk 10)
Notes: Fable is an action, role-playing game. The hero embarks on a journey to discover the reason
behind his village's destruction, discovering his destd.i
I n the Wal kt hr oqueshstatseowat atiRose Cottagdr &he twvoman there will tell you that her
grandson James has gone missing, and that he probably went to Hobbe Cave. She'll then give you a

hexagonkeyt o hel p you in your quest (it’ll open a door in t
When you enter the cave, enter the first door on the right. You will meet a bandit, who offers you help
searching the place and dividing the |l oot you both finc

in a big room with a rocky sphere in the middle. (Anon. 2 n.d.)
Leaving aside all the tricky intrigue involved with this part of the game (which can be found at
amesBanshee) we are given many details about the cave itself — “The Hobbe Caves, reached via Greatwood
‘ , ,5 Caves, are one of many subterranean dwelling inhabited by
Hobbes. However this cave is special in that, there is an Old
Kingdom artifact hidden deep inside. There are actually several
families of Hobbes living in this cave, and they are lead by a
Succubus Nymph, who in turn worships the OIld Kingdom artifact
hidden in the cave. The Hobbe Cave is cut into 5 different
chambers.
The Cave Entrance is a large tunnel that has many pools of water, it
is heavily guarded. It has three doors, the first door is to the right as
you enter, this is the Side Chamber. The second door, to the left
further in the cave, is the Cave Larder. The last door at the end of



http://www.rpgfan.com/soundtracks/ea/index.html
http://en.wikipedia.org/wiki/Skies_of_Arcadia
http://www.youtube.com/watch?v=2wVgSOTmKKE
http://www.gamebanshee.com/fable/walkthrough/hobbecave.php

the tunnel at the bottom of the steps leads to the Main Chamber.

The main chamber is where the Hobbe shaman who communicates with the Nymph holds the throne. The
most important of their treasure is held here, and so it is heavily guarded. There is a Old Kingdom door in
the back of the chamber, it can be opened in one of two ways, the Nymph can open it for her mindless
followers (she will only open the door for her Hobbes), or a special hexagonal key can be used to open the
door. You can find a throne in this chamber.” (Anon. 3
The illustration here shows one of the scenes in the Hobbe Caves.

This cue begins with haunting coral voices, then dark, menacing horns backed by distant kettledrums.
Strident blasts are followed by a continued and prolonged menacing ensemble. Near the end the choral
voices surge forth again and there is a gradual fade to silence.

Ref: Anon. 1 n.d., Hobbe Cave — Fable, GamesBanshee

Anon. 2 n.d., Hobbe Cave, GamePressure

Anon. 3 n.d., Hobbe Caves, FableWiki

Fable, Soundtrack.net

Fable, Hobbes Cave, YouTube («COMPLETE AUDI O SAMPLE

FM-VG6 Japan 2004
FINAL FANTASY | - THE SKIES ABOVE -

MATOYA'S CAVE
Soundtrack — Video Game — Rock — Progressive Metal — Instrumental — Cave Pic Cover
Comp: Nobuo UEMATSU
Arr: Tsuyoshi Sekito

perf: THE BLACK MAGES II

Nobuo Uematsu (organ)
Kenichiro Fukui (keyboards)
Tsuyoshi Sekito (guitar)
Michio Okamiya (guitar)
Keiji Kawamori (bass)
Arata Hanyuda (drums) <A ‘
Prod: Nubuo Uematsu ' TR
Prod. Co (Game): Square X
Prod. Co (Disc): Square Enix Co. Ltd.
Time: 4:44
CD: FINAL FANTASY | — THE SKIES ABOVE (PC-IM#)
Square Enix SQEX-10111 (Tk 6)
Notes: The Black Mages Il: The Skies Above is an arranged soundtrack album of video game music from
the Final Fantasy series of role-playing video games. The Black Mages Il have released three albums of
progressive metal music composed specially for the Final Fantasy video games.

“Final Fantasy takes place in a f dhetelerseptal powerd oth thiwwi t h t hr
world are determined by the state of four orbs, each governing one of the four classical elements: earth,

fire, water, and wind. The world of Final Fantasy is inhabited by numerous races, including Humans, Elves,

Dwarves, Merma i d s , Dragons, and Robots.” (Anon. n.d.)

The story summary mentions several caves —“ The Li ght Warriors.. embark on a ¢

on the shores of the Aldi Sea. First they retrieve a stolen crown from the Marsh Cave for a king in a ruined
castle, who turns out to be the dark elf Astos. Defeating him gains them the Crystal, which they return to
the blind witch Matoya in exchange for a herb needed to awaken the EIf Prince cursed by Astos. The EIf
Prince gives the Light Warriors the Mystic Key, which is capable of unlocking any door. The key unlocks a
storage room in Coneria Castle, which holds TNT. Nerrick, one of the Dwarves of the Cave of Dwarf/Dwarf
Village, destroys a small isthmus using the TNT, connecting the Aldi Sea to the outside world.

After visiting the near-ruined town of Melmond, the Light Warriors go to the Earth Cave to defeat a vampire
and retrieve the Star Ruby, which gains passage to Sage Sarda's cave. With Sarda's Rod, the Warriors
venture deeper into the Earth Cave and destroy the Earth Fiend, Lich. The Light Warriors then obtain a
canoe and enter Gurgu Volcano and defeat the Fire Fiend, Kary. The Floater from the nearby Ice Cave
all ows them to raise an airship to reach the northern c


http://www.gamebanshee.com/fable/walkthrough/hobbecave.php
http://guides.gamepressure.com/fablethelostchapters/guide.asp?ID=41
http://fable.wikia.com/wiki/Hobbe_Caves
http://www.soundtrack.net/albums/database/?id=3701
http://www.youtube.com/watch?v=MbrV7uEqkhQ

In this excerpt from the story summary there are four caves cited, but for the blind witch Matoya no cave is
mentioned. Nevertheless, it is assumed that she did live in a cave.
The audio sample has a nice guitar intro and a pleasant guitar theme that rambles around then starts to get

har d. The organ comes in rockin’ away. There’'s a brief
theme right to the end.

Ref: Anon. n.d., The Black Mages Il, The Skies Above, Story, Wikipedia

Final Fantasy |, Maufubgy(aaCOMEAEEE (AURBKBEY, SAMPLE

FM-VG7 Japan 1991
FINAL FANTASY Il -

CRYSTAL CAVE

Soundtrack — Video Game — Instrumental
Comp: Nobuo UEMATASU

Arr: Tsuyoshi Sekito & Keiji Kawamori

Perf: (?) (synthesizer)
Prod. Co (Game): Square
Prod. Co (Disc): Square Enix Co. Ltd.
Rec. Co: Sunrise Studio Nobuo UEMATASU
Time: 1:40
1. CD: FINAL FANTASY Il
Square Brand/ NTT N23D-002 (Tk 2)
2. Reissue CD: FINAL FANTASY IlIl (1994)

NTT Publishing PSCN-5013 (Tk 2)
/,;f = 3. Second Reissue CD: FINAL FANTASY Il (2004)
,/ ¥ L NTT Publishing NYCP-5013 (Tk 2)
’fyﬁ}r/ ,z,gl./?‘"/ Notes: The Wi ki pedia site Ilists this cue wi
%;@””f" (Cave Where the Crystal Is)."”
P z Final Fantasy is a role-playing video game. This story revolves around four
“f Pl L_(‘ orphaned youths drawn to a crystal of light. An earthquake opens up a
) 774+;»;7ya9—||| previously hidden cavern in Altar Cave near the village of Ur on the floating
continent. Four young orphans under the care of Topapa, the village elder,
explore the earthquake's impact and come across a crystal of light. The

crystal grants them a portion of its power, and instructs them to go forth and
restore balance to the world. (Anon. n.d.)

The complete audio sample had keyboard dabbling rhythm, an organ grinder theme, metal twiddle sounds,
and more of the organ grinder.

Ref: Anon. n.d., Final Fantasy Ill, Wikipedia

Final Fantasy lll, Crystal Cave (1:41), YouTube («COMPLETE AUDI ® SAMPLE

Final Fantasy Ill, RPGFan

Music of Final Fantasy Ill, Wikipedia

FM-VG8 Japan 1997
FINAL FANTASY VII -

THE GREAT NORTHERN CAVE

Soundtrack — Video Game — Instrumental
Comp. & Arr: Nobuo UEMATASU

Perf: (?) (synthesizer)

Prod: Nobuo Uematsu

Prod. Co (Game): Square

Prod. Co (Disc): DigiCube & (Reissue) Square Enix Co. Ltd.
Liner Notes: (14-page booklet)

Time: (No. 1) 6:05 & (No. 2) 1:51



http://en.wikipedia.org/wiki/The_Black_Mages
http://www.youtube.com/watch?v=TxhqQAXHyjg
http://en.wikipedia.org/wiki/Final_Fantasy_III
http://www.youtube.com/watch?v=Dl7pvdhgbo4
http://rpgfan.com/soundtracks/ff3ost/index.html
http://en.wikipedia.org/wiki/Music_of_Final_Fantasy_III

1. CD: FINAL FANTASY VI
DigiCube SSCX-10004 (4CDs) (Disc 3 — Tk 21)

2. Reissue CD: FINAL FANTASY VIl (2004)
Square Enix SQEX-10001/4 (2XCDs) (Disc 1 — Tk 14)

Notes: The Wi ki pedia site |ists this cue as “The North Cave
Final Fantasy is a role-playing video game.

Towards the end of the story this action takes place - “ Af t er Cl oud awakens, it is re
her final moments, was castingt he spel | ‘“Holy’ with the White Materi a,

Although she succeeded, Sephiroth had since prevented the spell from taking effect. Deciding to protect

humanity from the Weapons before approaching Sephiroth, Shinra and Avalanche destroy the Weapons,

although nearly all of Shinra's executives are killed in the process. Among the few survivors are Reeve

Tuesti .. and Professor Hoj o, who is revealed to be Seph
Hojo is trying to help Sephiroth gain mastery over the Lifestream, Avalanche kills him. In their final assault

against Sephiroth, the group travels through the Northern Crater to the planet's core. They defeat Sephiroth

and free Holy, but the spell is unable to destroy Meteor alone. Selected as Meteor's target, Midgar is almost

compl etely destroyed. However, the Lifestream rises fro
(Anon. n.d.)

The Great Northern Cave is probably associated with the Northern Crater, which leadstot he pl anet
Great pounding introduces and accompanies high-pitched squeaky woodwind theme. Then repeated
keyboard chords & a series of hollow blurts, more high squeals. About halfway a low range organ passage
and more of the squeaky wind instrument theme. Back to repeated keyboard chords & hollow blurts & more
squeaky wind theme. Ending with the low register passages on organ.

Ref: Anon. n.d., Final Fantasy VII, Story, Wikipedia

Final Fantasy VIl CD, CDUniverse

Final Fantasy VII, Soundtrack Collector

Final Fantasy VII - Advent Children, ffdream

Final Fantasy VII, Track Listing, Wikipedia

Final Fantasy lll, The Great Northern Cave (6:06), YouTube («COMPLETE AUDI QO SAMPLE

S C O |

FM-VG9 Japan 2000
FINAL FANTASY IX -

ICE CAVERN

FM — Video Game — Instrumental

Comp: Nobuo UEMATSU

Arr: Nobuo Uematsu, Shiro Hamaguchi, & Kunihiku Kurosawa

Perf: Emiko SHIRATORI, Haruo KONDO,

MASATSUGU SHINOZAKI GROUP, etc.
Prod. Co (Game): Square
Prod. Co (Disc): Square Enix Co. Ltd.

Rec. Co: Sound City; Tokyo
Time: 2:59
1. CD: FINAL FANTASY IX
DigiCube SSCX-10043-6 (4XCDs) (Disc 1 — Tk 26)
2. Reissue CD: FINAL FANTASY IX (2004)
Square Enix SQEX-10009-12 (4XCDs) (Disc 1 — Tk 26)
: , Notes: This is a role-playing video game. Final Fantasy IX takes
place primarily on the four continents of a world nhamed Gaia. Most
of Gaia's population resides on the Mist Continent, named so
because the entire continent is blanketed in thick Mist.
As for the Ice Cavern, this is a description of how to get through it —
‘When you're ready, you c Afteraggef t o t he
discussion about the Ice Cavern, you will regain control. Open the
chest in front of you for a Tent, and then run up the steps. In the
next screen, go right and examine the icy wall. Zidane determines
that the wall is not solid, and asks Vivi to take care of it for
him. Vivi's fire spell makes short work of the wall, and reveals a



http://en.wikipedia.org/wiki/Music_of_the_Final_Fantasy_VII_series
http://www.cduniverse.com/search/xx/music/pid/6775670/a/Final+Fantasy+VII.htm
http://www.soundtrackcollector.com/title/37348/Final+Fantasy+VII
http://www.ffdream.com/downld-ostff7ac.html
http://en.wikipedia.org/wiki/Music_of_Final_Fantasy_VII
http://www.youtube.com/watch?v=eAReag1yzEY

chest containing an Ether. Run back down and go left behind the stairs to get the Potion from the chest you

see in the foreground. Head up the stairs and into the next screen. Go right and up the ice stalactite to

reach another chest with a Potion. Go back down and examine the stalactite. Vivi will melt it so that it falls

down to the next level, so walk down it to get the Mage Masher. Go to the upper left and have Vivi melt

another wall for an Elixir. Go north into the next screen, and up to the right for a Phoenix Down. On the left

is another icy wall for Vivi to eliminate. Run down the path that's revealed ai
(Anon. 1 n.d.) And so it goes until the player reaches the top of the Ice Cavern and exits in the area above

the Mist.

Regarding the music we are told that — “Nobuo Uematsu composed with a piano and used two contrasting

methods: "I create music that fits the events in the game, but sometimes, the event designer will adjust a

game eventtofitt he music | 've already written.. Uematsu was t wi

that Final Fantasy IXwas hi s favorite score.” (Anon. 2 n.d.)
The YouTube sample for this cue does not provide music, only a long excerpt from the game itself, which
gives dialogue and shows how the cave is illustrated during the game action. The Ice Cavern we are told

“

takes travellers to the top of the Mist.
Ref: Anon. 1 n.d., Final Fantasy IX, Ice Cavern, RPGClassics

Anon. 2 n.d., Final Fantasy IX, Music, Wikipedia

Final Fantasy I1X Original Soundtrack, FFDream

Final Fantasy IX, Ice Cavern (15:14), YouTube

Music of Final Fantasy IX, Wikipedia

FM-VG10 Japan 2003
FINAL FANTASY X-2 -

NIGHTMARE OF THE CAVE

Soundtrack — Contemporary — Video Game — Instrumental
Comp. & Arr: Noriko MATSUEDA & Takahito EQUCHI

perf: Koda KUMI (piano)
Prod. Co (Game): Square
Prod. Co (Disc): Avex Trax
Liner Notes: (Booklet)
Time: 1:19
CD: FINAL FANTASY X-2
Avex Trax AVCD-17254 (2CDs) (Disc 2 — Tk 20) A .
Notes: “While the setting of the original Final Fantasy X was decidedly somber, in Final Fantasy X 2, the
main characters were fitted with a jovial motif. Despite cosmetic changes, there are major differences in the
i deology of Spira's people.Others have become hunters

machinery |l ong buried under the sands on Bi k@melL | sl and
n.d.)
“The Crimson Squad is an elite group intended to be ac

Spira. Two years earlier in a cave beneath Mushroom Rock Road called "the Den of Woe," the squad's

final exercise was conducted. Within the cave, the various squad candidates were swarmed by pyreflies

and driven to kill one another. The only survivors were Paine, Baralai, Gippal, and Nooj, who were

themselves targeted by the Order of Yevon afterward when they revealed having seen images of

Vegnagun while in the cave. Soon after, Nooj shot his surviving comrades and left them to die, severing the

friendship the group had with one another. However, at this time, it is revealed that he was not acting of his

own accord when he shot them. The feelings that drove the squad members to kill one another are
revealed to have been the despair of the game's antagon
n.d.) To make any sense out of this one would need a good familiarity with the video game.

The Amazon site lists Kazuhiro Hara as a third composer for the soundtrack music.

This album “reached position # 5 on the Japanese Oricon
The game's soundtrack was met with mixed feelings from critics, because Final Fantasy X-2's score was

the first in the series without input from Nobuo Uematsu, composer of all previous games in the main

series, and because of the change to a distinct J;pop at mosphere.. One staff me mb
suggested that Uetnhaet saib spernocvee sofdeaf eni ng’ and ‘the soun
nonsensical adventure manages to encapsulate the shallo


http://shrines.rpgclassics.com/psx/ffix/icecavern.shtml
http://en.wikipedia.org/wiki/Final_Fantasy_IX
http://www.ffdream.com/downld-ostff9.html
http://www.youtube.com/watch?v=94W1hjD2uP4
http://en.wikipedia.org/wiki/Music_of_Final_Fantasy_IX

A dramatic piano piece that ranges up and down the keyboard with melodic phrases and emphatic chords
all ending on one strong note. The two samples of this piece on YouTube; one has good sound and the
other shows the pianist actually performing the piece.

Ref: Anon. 1 n.d., Final Fantasy X-2, Wikipedia

Anon. 2 n.d., Music of Final Fantasy X-2, Wikipedia

Final Fantasy X-2, Amazon

Final Fantasy X-2, Nightmare of the Cave, YouTube (1:11) («COMPLETE AUDI @ SAMPLE

From Cave’ s N2 YouTueerle09)FFOXOMPLETE AUDI Q SAMPLE

FM-VG11 United States 2003
HACK -

CAVE DUNGEON NORMAL - BATTLE
FM — Video Game — Instrumental
Comp. & Arr: Chikayo FUKUDA, Seizo NAKATA,
& Norikatsu FUKUDA

Perf: (?)
Prod. Co (Game): CyberConnect?2 for PlayStation
Prod. Co (Disc): Victor Entertainment
Rec. Co: Sunrise Studios
Time: 2:44
CD: .HACK

Victor Entertainment VICL-61116/ 7 (2XCDs) (Disc 1 — Tk 19)
Notes: This is a single player action role-playing game.
In the story it is not clear where this cave dungeon appears. Here is part of the plot — “At the bottom of a
dungeon, Kite encounters Mia, a member of his party with a feline avatar. However, Mia is revealed to be
Macha, a member of the Cursed Wave, whom he defeats with reluctance. Cubia assaults Kite's team once
again, even more powerful than before. They fend him off but are unsure if they will fare so well the next
ti me, based on its rate of growth.” (Anon. n.d.)
This cue was not heard.
Ref: Anon. n.d., .hack (Video Game Series), Story, Wikipedia
.hack (Game Music Perfect Collection), RPGFan

FM-VG12 United States 2000 ‘
ICEWIND DALE — b )
FROST GIANT CAVE I Tl

FM — Video Game — Orchestral R @
Comp: Christopher L. STONE Pk SN DYRACK
Perf: (STUDIO ORCHESTRA)

Cond: (?)
Prod. Co (Game): Black Isle Studios
Prod. Co (Disc): Interplay
Time: 1:19
CD: ICEWIND DALE

Interplay MN-AUD-1248-1 (Tk 4)
Notes: This is one cue from Movie 3 of this computer video game, which is a modified version of Advanced
Dungeons and Dragons.
The frost giant minions were used to cause an avalanche to crush an expedition.
A low ominous orchestral piece with strings & brass where all builds to crescendo, recedes, & then builds
again and continues to the end.
Ref: Icewind Dale, Soundtrack Collector
Icewind Dale, Wikipedia
Icewind Dale, Frost Giant Cave, YouTube (1:21) («COMPLETE AUDI @ SAMPLE



http://en.wikipedia.org/wiki/Final_Fantasy_X-2
http://en.wikipedia.org/wiki/Music_of_Final_Fantasy_X-2
http://www.amazon.com/Final-Fantasy-X-2-Original-Soundtrack/dp/B000087EQP
http://www.youtube.com/watch?v=Vn-nGfQFHXs
http://www.youtube.com/watch?v=w4qAU7kQyMc
http://en.wikipedia.org/wiki/.hack_(video_game_series)
http://www.rpgfan.com/soundtracks/hack-gmpc/index.html
http://www.soundtrackcollector.com/title/53794/Icewind+Dale
http://en.wikipedia.org/wiki/Icewind_Dale
http://www.youtube.com/watch?v=Bopvx-MJxWI

FM-VG13 United States 2005
KAMEO - ELEMENTS OF POWER -

CRYSTAL CAVERN
FM — Video Game — Instrumental
Comp: Steven BURKE

Rts: Microsoft Music Publishing

perf: Steve BURKE

Aisling Duddy
Prod. Co (Game): Rare Ltd.
Prod. Co (Disc): Sumthing Else Music Works
Time: 2:20
CD: KAMEO — ELEMENTS OF POWER

Sumthing Else (?) (Tk 8)

Notes: The basic plot of this video game starts—“ When Thee . .
Elf Queen passes down the ability to become all of the Elemental Warrlors and the Wotnot Book to her
younger daughter Kameo, Kalus, the first daughter, grows jealous. In an act of revenge, she kidnaps her
mother, her two uncles and her aunt, then proceeds to torture them. As part of her revenge scheme, she
releases the ancient curse which held the evil troll king Thorn captive by kissing him on the lower lip and

unl eashes his troll army upon the world.” (Anon. n.d.)
It is not known at what point the fcrystal cavern” appe
The French Wikipedia provides this inffo — “ Ce jeu d' aventure fait la part b
Il "intelligence artificielle.l"adorable homme des neiges
comme de véritabl dsmonf2Aney hes gl acées.”

[ This adventure game is heavily | oad ethke adoialtllechsnogmamnp hi cs a

who likes to throw at his enemies icicles like real ice arrows.]

The 30-second sample had a Kiddy sounding cue with glockenspiel tinkles, childish tune, and hippity beat.
And the complete sample just added a little bit of this and that — tick tack rhythm, tuba blurts, tinkles &
keyboard ringing, this and that, more tuba blurts, tings, keyboards & tuba notes interspersed with dong
beats, gay keyboard passage near the end and more.

Ref: Anon. 1 n.d., Kameo — Elements of Power (Soundtrack), Wikipedia

Anon. 2 n.d., Kameo — Elements of Power. Wikipedia.fr

Kameo — Elements of Power, Crystal Cavern, Amazon («AUD| O SAMPL E

Kameo — Elements of Power, Crystal Cavern (2:21), YouTube («COMPLETE AUDI @ SAMPLE

FM-VG14 Japan 2000
THE LEGEND OF ZELDA - MAJORA’S MASK -

CAVE

Soundtrack — Video Game — Instrumental
Comp. & Arr: Koji KONDO & Toru MINEGISHI

Perf: (?) (synthesizer)
Prod. Co (Game): Nintendo EAD
Prod. Co (Disc): Pioneer LDC
Time: 1:19
CD: THE LEGEND OF ZELDA-MAJ ORA’™ S MASK

Pioneer LDC PICA-2006 (2CDs) (Disc1—Tk 4)
Notes: Majora's Mask takes place several months after Ocarina of
Time (see below) and begins with Link searching for an unnamed
friend.
While riding through the woods Link is ambushed by the masked Skull Kid and his fairy accomplices, Tatl
and Tael. They steal both his horse and the powerful musical instrument, the Ocarina of Time. Link follows
them into a dark cave, where he falls down a deep hole. At the bottom, the Skull Kid turns him into a Deku
Scrub. Tatl starts to mock Link in his new form, but is accidentally separated from the Skull Kid and Tael
due to her delay. Realizing she needs Link to find them, Tatl insists that they work together. Link follows the
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http://en.wikipedia.org/wiki/Kameo:_Elements_of_Power
http://fr.wikipedia.org/wiki/Kameo:_Elements_of_Power
http://www.amazon.com/Kameo-Elements-Power-Steven-Burke/dp/B000BKSJ2K
http://www.youtube.com/watch?v=Pl8VFpR0kRA

Skull Kid through the cave to Clock Tower in Termina. There he meets the Happy Mask Salesman, who

says he can help Link if he retrieves the Ocarina of T
n.d.)

Whirring beats, ringing, and sudden slash sound. Continuous whirring beats with a whishing sound, a

rubbing sound, and swish sounds.

Ref: Anon. n.d., The Legend of Zelda—Ma j or a’' SVikipdias k ,

The Legend of Zelda—Maj or a’' RPGHans k ,

The Legend of Zelda—Ma j or a’ s M¥osube (102)yeCOMPLETE AUDI ® SAMPLE

FM-VG15 Japan 1998
THE LEGEND OF ZELDA - OCARINA OF TIME -

DODONGO’S CAVERN
ICE CAVERN

FM — Video Game — Synthesizer

Comp: Koji KONDO

Perf: (?) (synthesizer)

Prod. Co (Game): Nintendo EAD

Prod. Co (Disc): Pony Canyon

Time: (Tk 36) 0:46 & (Tk 62) 0:45

CD: THE LEGEND OF ZELDA — OCARINA OF TIME
Pony Canyon PCCG-00475 (Tks 36 & 62)

Notes: This is an action adventure video game. The events of Ocarina of Time are set in the fictional

kingdom of Hyrule, the setting of most Zelda games. Hyrule Field serves as the central hub connected to

several outlying areas with diverse topography.

Inthestory—“ Zel da asks Link to obtain the three Spiritual St

that he might enter the Sacred Realm and claim the Triforce before Ganondorf reaches it. Link goes to

Goron City, where he meets Darunia, the leader of the Goron race. After Link defeats King Dodongo, the

boss of Dodongo's Cavern, Darunia gives him the Goron's

No information could be obtained as to what role the Ice Cavern plays in this game.

The YouTube samples for these two cues do not provide music, only excerpts from the game itself, which

show how the caves are illustrated during the game.

Ref: Anon. n.d., The Legend of Zelda — Ocarina of Time, Wikipedia

The Legend of Zelda — Ocarina of Time, Soundtrack, Zelda Dungeon

The Legend of Zelda—Ocarina of Ti me, Dodongo’ sYo€labeer n (Video game) (9:0

The Legend of Zelda — Ocarina of Time, Ice Cavern (Video game) (9:00), YouTube

FM-VG16 Japan 2003
THE LEGEND OF ZELDA - THE WIND WAKER -

DRAGON ROOST CAVERN

FM — Video Game — Instrumental
Comp: Kenta NAGATA, Koji KONDO, Hajime WAKAI,
& Toru MINEGISHI

Perf: (?)

Prod. Co (Game): Nintendo EAD

Prod. Co (Disc): Scitron Disc : :

Time: 1:24 e 5o
CD: THE LEGEND OF ZELDA — THE WIND WAKER RS e, ey

Scitron Disc SCDC-00250-251 (2XCDs) (Disc 1 — Tk 39)
Notes: Thi s action adventure Vvideo ¢ a mestséai—a firssferttheseriessa gr oup
The player controls Link, the protagonist of the Zelda series. He struggles against his nemesis, Ganondorf,
for control of a sacred relic known as the Triforce. Link spends a large portion of the game sailing, traveling
between islands, and traversing dungeons and temples to gain the power necessary to defeat Ganondorf.
(Anon. 1 n.d)


http://en.wikipedia.org/wiki/The_Legend_of_Zelda:_Majora's_Mask
http://rpgfan.com/soundtracks/zeldamm/index.html
http://www.youtube.com/watch?v=hb40rH6S1ss
http://en.wikipedia.org/wiki/The_Legend_of_Zelda:_Ocarina_of_Time
http://www.zeldadungeon.net/Soundtracks-Ocarina%20of%20Time%20Original%20Soundtrack.php
http://www.youtube.com/watch?v=Rv4f02Tbl3Y
http://www.youtube.com/watch?v=p2D4Y4tMOas

The Dragon Roost Cavern is the first dungeon in The Legend of Zelda: The Wind Waker. It is located within

Dragon Roost Mountain, the home of the Sky Spirit Valoo.

In the story — “ When Link first comes to Dragon R

dragon] is very upset, yet the Rito who live there do not know why. Unless they

can solve the problem, Valoo will not let anyone near to receive his scales,

which the Rito need to fly.

Link first learns of the cavern from Medli, a Rito and the Great Valoo's

attendant. She wishes to visit Valoo and find out why he is upset. With Link's

help, she reaches the cavern, and gives Link a bottle, which allows him access

to the cavern as well. The entrance to the cavern is blocked by a moat. A large

rock, from the disturbance caused by Valoo, blocked the hole that caused the

moat, so Link waters a dried-up bomb flower, blows up the rock, and enters the

cavern.

While inside, Link has to rescue Medli, who ends up captured by Moblins.

Upon her release, Link receives from her the Grappling Hook, a device that

[the] Rito used to fly before they had wings.

Link finds a giant centipede called Gohma in the room below Valoo. It was this

centipede that made Valoo upset by knocking around his tail. Using the

Grappling Hook and the weight of Valoo, Link defeats Gohma and restores

peace to the island.” (Anon. 2 n.d.)

The map of Dragon Roost Cavern showning various levels and sections is

provided here. (Anon. 2 n.d.)

The theme for Dragon Roost Island (the track just preceding this one), was

composed by Nagata, is influenced by Andean or Incan music, relying heavily

on pan flute and guitar. So possibly this cue is similar.

The DailyMotion sample for this cue does not provide music, only a long

excerpt from the game itself, which show how the cave is illustrated during the
ame.

Ref: Anon. 1 n.d., The Legend é;f Zelda — The Wind Waker, Wikipedia

Anon. 2 n.d., The Legend of Zelda — The Wind Waker, Dragon Roost Cavern, Zelda Wikia

The Legend of Zelda — The Wind Waker, Dragon Roost Cavern (Video game) (10:17), DailyMotion

FM-VG17 Japan 2001
MARIO PARTY 3 -

PITTER-PATTER CAVE

Soundtrack — Video Game — Instrumental
Comp: Ichiro SHIMAKURA
Perf: (?)
Prod. Co (Game): Nintendo
Prod. Co (Disc): Enterbrain
Time: 2:.01
CD: MARIO PARTY 3

Enterbrain GACR-3004/5 (2CDs) (Disc 1 - Tk 24)
Notes: This is a board game style video game. The player can choose between eight playable characters.
It is not known if the Pitter-Patter Cave in related in any way to the Creepy Cavern.
Creepy Cavern is a cave-based board in this game. It is inhabited by Whomps (playing their own game of
Mario Party), Thwomps, and two others. Action Time happens when one of the players is stopped by a
Thwomp and accepts its offer to ride on the mine cart for five coins. Players then have to time their jump to
get on, or they will miss the ride to the other side of the board. The mine carts will also appear when
players land on a Happening Space that is located on the tracks. In this case, Thwomp will ride the cart to
the other side, chasing all players in the way to that side as well. Another feature of this board is the
Whomp King, who is always sleeping on a rock above the lava flow in the middle of the board. (Anon. n.d.)
The mention of mine carts suggests a mine here, not a cave.
There are some audio samples on YouTube for Creepy Cavern but not for this piece.
Ref: Anon. n.d., Mario Party 3, Creepy Cavern, Mariowiki
Mario Party 3, Mushroom Kingdom



http://en.wikipedia.org/wiki/The_Legend_of_Zelda:_The_Wind_Waker
http://zelda.wikia.com/wiki/Dragon_Roost_Cavern
http://www.dailymotion.com/video/x5smb3_wind-waker-9-dragon-roost-cavern_videogames
http://www.youtube.com/watch?v=vYNEpitk22o
http://www.mariowiki.com/Creepy_Cavern
http://themushroomkingdom.net/mania/albums/gacr3004-5

Mario Party 3, Wikipedia

FM-VG18 Japan 1998
METAL GEAR SOLID -

CAVERN

FM — Video Game — Instrumental

Comp: Gigi MERONI, Hiroyuki TOGO, Lee Jeon MYUNG,
Kazuki MURAOKA, & Takanari ISHIYAMA

perf: Aoife Ni FHEARRAIGH (vocals)

Rika Muranaka (keyboards)

Noel Bridgeman (percussion)

(and choral vocalists)
Prod: Rika Muranaka
Prod. Co (Game): Konami Computer Entertainment Japan
Prod. Co (Disc): King | - - KONAMI
Time: 3:12
CD: METAL GEAR SOLID

King (?) (Tk 4)

Notes: The basic plot of this video game follows — “Solid Snake, a soldier who infiltrates a nuclear
weapons facility to neutralize the terrorist threat from Foxhound, a renegade special forces unit. Snake
must liberate two hostages, the head of Darpa and the president of a major arms manufacturer, confront
the terrorists, and stop them from | aunching a nucl ear
The role that ¢gishuwmknowo.aPereapsnit’fits ;mIsangwhere during the following action —
“Snake meets with Meryl and agrees for her to accompany him on his mission. Meryl gives Snake the PAL
card Baker gave to her and as they head for the underground base, Meryl becomes possessed by Psycho
Mantis’'s mind control tune and pulls her gun on Snake.
who, before he dies, informs Snake that he read Meryl's mind, and discovered that he has "a large place" in
her heart. After they reach the underground passageway, Sniper Wolf ambushes them, wounds Meryl, and
after a brief dusmbnmdgptures Snake.”
The complete audio sample had a heavy atmosphere, slow pounding beat, metal clinking sounds, choral
voices, more of same, choral voices ranging up & down.
Ref: Anon. n.d., Metal Gear Solid, Story, Wikipedia
Metal Gear Solid, Amazon
Metal Gear Solid, Cavern (3:12), YouTube («COMPLETE AUDI ® SAMPLE
Metal Gear Solid (Soundtrack), Wikipedia
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FM-VG19 Japan 2003
ONIMUSHA 2 — SAMURAI’'S DESTINY -

JUJUDOMA'’S CAVE

Soundtrack — Video Game — Instrumental

Comp: Toshihiko HORIYAMA, Tomoyasu HOTEI,
Taro IWASHIRO, & Hideki OKUGAWA

Perf: (?) (synthesizer)

Prod. Co (Game): Capcom

Prod. Co (Disc): Adv Films

Time: 1:26

CD: ONIMUSHA2-SAMURAI ° S DESTI NY
Adv Films (?) (Tk 21) :

Notes: The story revolves around a lone swordsman named Jubei who returns home to see hIS village in

ruins after an attack by Nobunaga. On his quest for revenge he meets and befriends many other characters

and eventually faces Nobunaga in a one on one battle.



http://en.wikipedia.org/wiki/Mario_Party_3
http://en.wikipedia.org/wiki/Metal_Gear_Solid
http://www.amazon.com/Metal-Gear-Solid-Gigi-Meroni/dp/B000026WOK
http://www.youtube.com/watch?v=qcKsx8ZeL0k
http://en.wikipedia.org/wiki/Metal_Gear_Solid_Original_Game_Soundtrack

“ part from the main character, Jubei Yagyu, the game features four playable sub-characters, each of
whom shares a part in the story. The player's actions determine which characters will decide to help Jubei

in his quest.” (Anon. n.d.)
Jujudormaisa“ Genma serving as a concubine for Lord Nobunaga,
Genma obsessed with Lord Nobunaga,even when it is obvious t hdeludédeel i ngs

vain and obsessed with her 'good looks', she is flung into a rage when Jubei tracks her down in her lair and

calls her a 'nasty thing', causing her to scream so loudly she shatters the mirror of her vanity desk. She is

armed with a handbag equipped with a curved blade and
(Anon. n.d.)

It is not known which of these four composers wrote this cue.

This short cue has synth music starting with high metallic wails and slow beats. The high wails join to an

organ chord passage and all fades.

Ref: Anon. n.d., Onimusha2-Samur ai ' sWilipedsat i ny,

Onimusha2—-Samur ai hysAmBzers t i

Onimusha2—-Samur ai ' s Dest i nyYouTluhej1w6) ¢«ataO MP LEalvee , AUDI Q SAMPLE

FM-VG20 Japan 1998
RECORD OF LODOSS WAR -

DRAGON’S CAVE

FM — Video Game — Synthesizer
Comp: Kaoru WADA
Perf: (?) (synthesizer)
Prod. Co (Game): Hummingbird Soft
Prod. Co (Disc): Victor Entertainment
Time: 1:13
CD: THE RECORD OF LODOSS WAR — CHRONICLES OF
THE HEROIC KNIGHT - VOL. 1
Victor Entertainment VICL-60243 (Tk 23)
Notes: This is a “franchise of fantasg
based around the work he originally created for a world called Forcelia for |

roe-pl aying games (RPGs) ..The plots __4(_;:/ ':-;'\";-Iow t he
and structure of the RPG systems including Dungeons & Dragons and

Sword World, being based around a party of several characters of distinct types undertaking a specific
guest.” (Anon. n.d.)

In the timeline of the events as they take place surrounding Record of Lodoss War, the Dragons of Lodoss

appear in several places on the calendar. At one point — “The dragons' covenant is founded. This covenant

is an agreement by the dragons of Lodoss not to interfere with the politics and people of Lodoss, but does

not bar them from feeding on its people.” (Anon. n.d.)

Dragons are traditionally associated with c ppeagssn but i

this game.

No sample was found for this cue.

Ref: Anon. n.d., Record of Lodoss War, Wikipedia

Record of Lodoss War, Original Soundtrack, Soundtrack Central

FM-VG21 United States 1998
RIVEN -

MOEITY CAVES
THE RED CAVE

Soundtrack — Video Game — Ambient — Synthesizer
Comp: Robyn MILLER
Rts: E.H. Morris M. Ltd.

perf: Robyn MILLER (synthesizer)



http://en.wikipedia.org/wiki/Onimusha_2:_Samurai's_Destiny
http://www.amazon.com/Onimusha-Samurais-Destiny-Original-Soundtrack/dp/B00008ZZ81
http://www.youtube.com/watch?v=HLHumHMtYBw
http://en.wikipedia.org/wiki/Record_of_Lodoss_War
http://soundtrackcentral.com/cds/recordlodosswarcothk_ost1.htm

Prod: Robyn Miller

Prod. Co (Game): Cyan

Prod. Co (Disc): Virgin Records America Inc.
Prod. Co: Virgin Records America Inc.

Liner Notes: Robyn Miller

Time: (Tk 8) 2:53 & (Tk 12) 1:54

CD: RIVEN

Virgin CDVUS 142 (Tks 8 & 12)
Notes: In the story—-“At rus knows the ancient art of creating ‘1Ilin
serve as portals to other worl ds, known as ‘' Ages.'’ A

Catherine, who is held hostage on the slowly collapsing Age of Riven.

The Stranger explores the islands of Riven, eventually finding Catherine's prison. The Stranger also travels
to the Age of the Moiety, rebellious inhabitants of Riven, who, under the leadership of Catherine, are
attempting to overthrow Gehn's rule. Because of the decay of Riven's structure, the only way to clearly
signal Atrus is to bring about a massive disturbance in the Age's stability—accomplished by reopening the
Star Fissure, which Gehn had closed. When it opens, Atrus immediately links to Riven to investigate, and
meets the Stranger at the brink of the Fissure.”
It is not known what role the Moeity Caves play here or what the Red Cave is.

The composer had some pertinent comments to make about his music — “Miller described his biggest
challenge in writing Riven's music as reconciling the linear, pleasing construction of music with the
nonlinearity of the gameplay. As players can freely explore all areas, Miller explained in an interview, "the
musiccantsay anything too specific.. You can't have the basi
can't have a basic structure. It s all got to be just f
MOEITY CAVES - Synth theme wide-ranging and ethereal ambient music with short pounding percussion

passages under theme.

THE RED CAVE — Takes up similar synth theme but with whirring sounds and some quiet tapping sound

then slow fades to silence.

An Allmusic critic wrote about this alboum — “t he soundtr aglky i &t moaspppheearliicn, ’ b u
definition’, and that the music |l oses impact when separ
Ref: Anon. n.d., Riven, Plot & Audio, Wikipedia

Erlewine, Stephen Thomas n.d., Riven, on Web site Wikipedia

Miller, Robyn 1998, Interview, on Web site Wikipedia

Riven (Original Score), Amazon («AUDI O SAMPLES

Riven, Moeity Caves (2:53), YouTube («COMPLETE AUDI ® SAMPLE

Riven, The Red Cave (1:54), YouTube («COMPLETE AUDI ® SAMPLE

(Anon.

FM-VG22 Japan 1991
SAGA -

DEMON CAVE

FM — Video Game — Synthesizer

Comp: Nobuo UEMATSU & Kenji ITO

Perf: (?) (synthesizer)

Prod. Co (Game): Square

Prod. Co (Disc): Square Enix Co. Ltd.

Liner Notes: (Booklet)

Time: 1:46

1. Compilation CD: ALL SOUNDS OF SAGA
NTT Publishing/ Square Brand N32D-007/ 8 (2XCDs) (Disc 1 — Tk 6)

2. Reissue on Compilation CD: ALL SOUNDS OF SAGA (2004)
NTT Publishing NTCP-1004/5 (2XCDs) (Disc 1— Tk 6)

Notes: “All Sounds of SaGa is a compilation album of the soundtracks for The Final Fantasy Legend, Final

Fantasy Legend Il, and Final Fantasy Legend Ill. The first aloum of the two-disc set is split between 15

tracks from SaGa 1 and 19 tracks from SaGa2. © ( Anon. 2 n. d.)

Patrick Gann calls this alboum — “The best gameboy soundtrack ever? How about, the best composition for

a videogame soundtrack?!?.. 1 am honestly |l ed tohbelieve



http://en.wikipedia.org/wiki/Riven
http://en.wikipedia.org/wiki/Riven
http://en.wikipedia.org/wiki/Riven
http://www.amazon.com/Riven-Original-Score-Robyn-Miller/dp/B00000603B
http://www.youtube.com/watch?v=aouzEAym22k
http://www.youtube.com/watch?v=0ApiVqVNejQ

composition merit as this one. Perhaps it was the limited resources that allowed the composers to focus on
what is most important...” (Gann n.d.)

As best as can be ascertained this SaGa 1 game is The Final Fantasy Legend | video game which was
released in 1989 by Square. This is the first game in the SaGa series and the first role-playing video game
for the system. In the gameplay — “the player navigates a character throughout the game world with a party
of up to four characters, exploring areas and interacting with non-player characters. Most of the game

occurs in towns, castles, caves, and similar areas.” (A
The settings of Final Fantasy Legend take place on several worlds centered around a large tower, built by
the Creator in ancient times to link worlds. One of the settingsisThe Wor |l d of Ocean, whi ch

various small islands surrounded by water, each connected by small caves. Pirates roam the sea of this
world, forbidding travel by ship.”

In the plot — “They climb the tower and come to another door; inside lies a second world surrounded by
large bodies of water. By navigating caves, they find a floating island which allows them to travel around
the worl@nom¥nd)ir . "~

This cue has also been @sredckint iGxwa.r'ectly titled as “B
The complete audio sample had a repeated keyboard passage then a high-pitched chord progression, all is
repeated.

Ref: Anon. 1 n.d., The Final Fantasy Legend, Wikipedia

Anon. 2 n.d., All Sounds of SaGa, Soundtrack Album, Wikipedia

All Sounds of SaGa, Demon Cave (1:47), YouTube («COMPLETE AUDI ® SAMPLE
Gann, Patrick n.d., All Sounds of SaGa, RPGFan

FM-VG23 Japan 2001
TALES OF ETERNIA -

NOSTOS CAVE
SLYPH CAVERN
SUBMARINE CAVE
SHADOW CAVE

Soundtrack — Video Game — Instrumental
Comp: Motoi SAKURABA
Arr: Hideki Yamamoto
Perf: (?) (synthesizer)
Prod. Co (Game): Telenet Japan & Wolfteam for PlayStation
Prod. Co (Disc): Media Factory
Time: Disc One (Tk 18) 1:42 & (Tk 28) 1:12;

Disc Two (Tk 3) 1:20 & (Tk 7) 1:31
CD: TALES OF ETERNIA

Media Factory XMCX 1193 (2XCDs) (Disc 1—Tks 18 & 28 and Disc 2 — Tks 3 & 7)

Notes: This is music composed for the Play Station role-playing video game, Tales of Eternia.
There are two cave cues on disc one wunder the section
Celestia.”
In the story Reid Hershel travels to Inferia City, the global capital. After climbing the mountain, Reid locates
the Bridge of Light in its stone sanctum. Reid's group is confronted by Ras, who tells them that his real
name is Rassius Luine, a senior knight loyal to the Kingdom of Inferia. Ras loses to Reid in combat, and
watches the group escapes via the Bridge of Light to Celestia as Inferian reinforcements arrive.
Upon arrival in Celestia, Reid is greeted by the citizens of Imen. Reid travels by rail to the ruined city
Luishka; a professor there examines Reid's body as he houses an unknown fibrill, or magical energy. Reid
discovers the Greater Craymel Gnome in a nearby cave, and the group enlists his help. (Anon, n.d.)
For “Nostos Cave” YouTube 1p:57caad 3d3@ @othtwithoilludtrationg fromahep | e s
game itself). These samples no doubt include this cue, but they also include sounds and dialogue from the
game.
For “Slyph Cavern” YouTmpleX:4® Thes samdeiscludesitids cliepbatglsosother
stuff from the game.
SUBMARINE CAVE - has an ethereal synth theme backed with low double beats.
SHADOW CAVE - alternating rhythms behind airy synth theme



http://en.wikipedia.org/wiki/The_Final_Fantasy_Legend
http://en.wikipedia.org/wiki/Music_of_the_SaGa_series
http://www.youtube.com/watch?v=zCehjuXvhNI
http://rpgfan.com/soundtracks/saga-aso/index.html
http://www.youtube.com/watch?v=zmbYQxeX0Nk
http://www.youtube.com/watch?v=HQsn9egBgk4
http://www.youtube.com/watch?v=XvcZoU-oFF0

Ref: Anon. n.d., Tales of Eternia, Wikipedia

Tales of Eternia, Chudah’s Corner

Tales of Eternia, Submarine Cave, YouTube (1:39) («COMPLETE AUDI ® SAMPLE
Tales of Eternia, Shadow Cave, YouTube (1:22) («l NCOMPLETE AUDI)O SAMPLE

FM-VG24 Japan 2005
TALES OF REBIRTH -

CLIMBERS’ CAVERN
MESECHINA CAVERN

FM — Video Game — Synthesizer
Comp: Isao KADOWAKI, Motoi SAKURABA,
Shinji IAMURA, & Shuji IKEGAMI

Perf: (?) (synthesizer)
Prod. Co (Game): Namco Tales Studio
Prod. Co (Disc): Namco
Time: (Tk 16) 2:18 & (Tk 4) 3:00
CD: TALES OF REBIRTH

Namco KICA-1353-56 (4XCDs) (Disc 2 —Tk 16 & Disc 3 — Tk 4)
Notes:1 n t he st ory bMeigue budgbdrghives in gsaallevillafje, Sulz, located in the cold, yet
beautiful northern region. While he has never stepped foot outside of the village, he feels he has no choice
to leave after his familiar surroundings and family, including Veigue himself, come under attack from a
mysterious outside military force.”
Nothing further could be learned about the action in this game or where and how these two caverns fit into
the storyline.
CLI MBERS’' GCAlERRIb sample had a synth theme repeated over & over with occasional hollow
howls. All in all fairly bland.
MESECHINA CAVERN - The sample had a full dramatic keyboard theme repeated over & over with a
short high range insert. Sometimes strings or other hollow sounds are heard. All fades out.
Ref: Anon. n.d., Tales of Rebirth, Wikipedia
Tales of Rebirth Original Soundtrack, Game.OST
Tales of Rebirth, CYouTudeé«€CsOMPQaEvVTeEr nA WD2 :Q1 SS)A,MP L E
Tales of Rebirth, Mesechina Cavern (3:01), YouTube («COMPLETE AUDI ® SAMPLE

TAEES'OF REBIRTH

Original Soundtrack

caveinspiredmusic.com



http://en.wikipedia.org/wiki/Tales_of_Eternia
http://chudahs-corner.com/soundtracks/index.php?catalog=ZMCX-1193
http://www.youtube.com/watch?v=RS8ke_JkOss
http://www.youtube.com/watch?v=CJcwSRFUyWg
http://en.wikipedia.org/wiki/Tales_of_Rebirth
http://www.game-ost.com/albums/525/tales_of_rebirth_original_soundtrack/
http://www.youtube.com/watch?v=u_QQZ3SAzbs
http://www.youtube.com/watch?v=HJHSn3FjA9A
http://caveinspiredmusic.com/rubriques/film_music/film_music.html
http://caveinspiredmusic.com/rubriques/film_music/film_music.html

