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Editorial

Today: we're diving into video game culture through the lens
of music. The website senscritique.com categorizes games
into eighty styles, including eroge, a type of Japanese video
game with erotic content. Nawwally, there's always a You-
Tuber looking for a grear idea to create a buzz. Search for
"Eroge VGM, " and the engine will finds: "R A~ T5" 205"
2021 - BestFJ‘ngeSnng 2021," which are very pnp-ﬂrienta:l
songs, often with a fast tempo, a modem Japanese music,
such as city pop or |-pop (terms that emerged in the 80s).
Japanese record stores are known for being very well-stacked;
you can sometimes even find gems never seen before, espe-
cially when it comes to video games. However, if the Land of
the Rising Sun is hardly known for having invented an inter-
national music style its cerrainly the cradle of video game
music according m most people! Contrary to the popular
belief that gaming was an invention of Western engineers,
the Japanese riposte has been so wide that the list of VGM
Japanese composers is almost neverending. Their influences
are varied; for example, the music of Yuzo Koshiro draws
from new wave, nascent clectronic music and mclodics by
Mozart, Bach and Beethoven due to his classical training. It's
also difficult not to mention Yellow Magic Orchestra, which
offers techno pop and was already sampling sounds from
games like “Circus” and “Gun Fight” for their sclf-titled
debur album in 1978, When listening to game soundtracls,
there's some very good stuff, some mediocre stuff and some
that are simply insignificant. Some record store owners confi-
dendy believe there's a vinyl record for every customer, no
matter how weird, Of course, everyone is differently sensitive
to vibrations and some people look for specific samples or
particular covers. This is the case for VGM collectors, who are
often also addicted to video games, Even though men domi-
nate among composers, the profile of gamers is mixed.
According to a study by the French video game publishers'
associadon (Syndicat des édieurss de logiciel de loisirs)
conducted with Médiamétrie, the average gamer in France is
40 years old and 60% report having made online friendships
through gaming. Bur whar does VGM mean?

Tn 50 years. video game music or VGM, has traveled far
and wide. In the age of the internct and streaming, 8-bic
music related to the chiprune movement remains creative

and trendy, reaching up millions of views.

You can find a retro gaming culture fan group on Facebook
with over 400,000 nostalgic members... The fgures are
staggering, AA refers to mid-range games with production
budgers ranging from 3 o 20 million euros. Developing an
AAA video game represents an investment of berween 100
and 200 million euros, or even 500 million for a blockbuster
like "Red Dead Redemption." That is an amount worthy of
the biggest flm productions. When you compare this to
DIY developers who create high-quality games with tiny
teams, ir's quite something to think about, Video game
music, like the culture surrounding it, is an art form in its
own right. Music serves to enhance the game's narrative and
some compasers have achieved star stams. Nonetheless,
compared to the overall game development budget, music
still represents a relatively small portion of the budget.

The gaming phenomenon is amazing ! Today, composers
arc emerging from all over the globe. Visual and audio
aestherics are constantly evolving, Its music is also being
performed live in huge venues; VGM Con 2024's Warp
Stage hosted the Baltimore Gamer Symphony Orchestra
for their tenth anniversary, At the beginning of 2026,
Conduit Winter Park in Orlando celebrated the 40ch
anniversary of Zelda. In France, tickers for Ankama's 25th
anniversary concert at the end of 2026 are on sale... Those
unfamiliar with video games may not know that there are
also narional video game museums in many countries and
the Philharmonic de Paris is hosting an exhibition until
the end of October 2026. We also observe National Video
Game Day on September 12th. The magnetism of VGM is
such that it is now being fearured in TV series, advertising,
and hAlms. And some labels are specializing in VGM. All
these are good reasons to dig through the ever-growing
VGM record crares. ..

Given the time constraints for this special VGM edition
and since none of our members speak Japanese, we have
assembled a panel of Western activists without neglecting
the contribution of Japanese culture. And for those who
want to dig deeper, downloads khinsider.com lists a rotal of
101,247 albums or more than three million tadks. Star wax
magazine: 100% produced with Al - Analog intelligence -
for 20 years!
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Paze0b  The history of V&M by Junm Moroos Aubert

IN FIFTY YEARS, THE VIDEO GAME INDUSTRY HAS REVOLUTIONIZED THE
ENTERTAINMENT INDUSTRY TO THE POINT OF GENERATING MOCRE PROFITS
THAN THE FILM INDUSTRY. FOR THIS SPECIAL VGM (VIDEO GAME MUSIC)
ISSUE, WE REVISIT THIS HISTORY: THE TRANSITION FROM ANALOG TO DIGITAL,
WHERE THE VISUAL AND SOUND AESTHETICS OF VIDEO GAMES EVOLVED
AILONGSIDE TECHNOLOGICAL INNOVATIONS IN AUDIO CARDS, GRAPHICS
CARDS AND COMPUTER PROCESSORS. COMPOSERS WHO LIKE RECLUSES IN
THEIR HOME STUDICS ARE STILL THE LAST LINK IN THE GAME CREATION
CHAIN. FOCUS ON THESE GENERATIONS WHO DEVELOPED MINIMAL 8-BIT
MUSIC IN ADAPTIVE MUSIC USING AUDIO MIDDLEWARE.

Beginnings

Pinball is derived from a game of Bagarelle, a French
creation and Japanese billiards. Developed in Chicagp in
the 1930s, it is considered the ancestor of video games.
Pinball machines became electronic in the 197 0s.
During the same period, the early stages of video games
in laboratories |7eg;1l1 in 1947, but l)l||7|ic ACCESS |1;1p-
pened in 1972, While millions of Americans had invested
in a television, engineer Ralph Baer began to sudy the
possibility of playing video games on a television. Between
1966 and 1969, he and his eolleagues Bill Harrison and
Bill Rusch developed several prototypes, culminating in
the Brown Box, the first multiplayer and multi-program
video game system. Then, the firsthome console appeared
on the marker in September 1972. A month larer,"Pong”
was released. According to the National Museum of
American History, Atari and other companies were suied
for patent infringement. Undeniably, this kick starts the
business of home consoles, arcades and 8-bir music.

Japanese riposte

In 1977, the American company released the Atari
2600 home console, a pioneer in first-person shooter
video games and the Color TV Game. Nintendo's first
console was designed exd usively for the Japanese marker.
In 1978, "Space [nvaders” is considered the first game
with a continuous soundtrack. In Japan, very young
musicians joined Falcom, pioneers of video role-playing
games and formed a sound prodiction team. This small-
scale video game publishing and development company
launched its fist game ftor the PC-8801 in 1982,
a computer not commercially available in any other
country. 1982 also saw the launch of the Commodore
G4 computer. This period is considered the golden age
of gaming; job opportunities were plentiful, but video
game soundtracls were not yet released on vinyl.

From 8 o 16 bits

The first crash occurred ar the end of 1983, and uniil
then, Western COMpOSers Were [;lrg,c:]y unknown. This
coincided with the amival of the Japanese NES and
Famicom consoles. They became available in Europe in
1987 and over 1200 games wete developed specifically
for the Famicom. The 1980s are considered the golden
age of the video game OST vinyl business. Haruomi
Hosono's "Game Music” was released by Yen Records
in 1984. It is considered the firstvideo game music and
chiprune vinyl.

In England, another pioneer composer, Rob Hubbard,
immersed] himself in computer programming languages.
He notably worked on "Goldrunner" released in 1987.
Memory cards became more powerful. High-pitched
melodies became a signature sound. Music could com-
pensate for things thar the still-simplified graphics could
not show, This marked the beginning of the 16-bit era
with the Japanese release of the PC Engine. In 1988,
Hiroyuki Kawada composed the music for "Winning
Run,” the first true 3D racing arcade game. Revitalizing a
market that would remain popular, especially in East and
Southeast Asia. In 1989, the Game Boy from the Japanese
company Nintendo revolutionized gaming with its
pocketsized format allowing players @ play anywhere,
Yuzo Kashiro, who had been looking for a developer job
a few years earlier was hired as a composer. Thanks to his
open-mindedness and classical music training. This speaks
volumes about the numerous musical influences found in
his compasitions... After composing over 100 tracks for
Nihon Falcom, he left the company, which failed to credit
him. He continued as a freclancer working for various
companies, notably Sega, for whom he composed part of
the OST for "The Revenge of Shinobi” (1989). Unusual-
ly for the time, Koshiro's name appeared on the game's
title screen.
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The 1990s

This was the transition from 2D to 3D and music
evolved with fewer iterations. Some spoke of a renais-
sance thanks to “Streer Fighter IT" and beat 'em up action
games. The Maruyama club was already hosting Tokyo
Gamers Night Groove parties, as Tadashi Daiba reported
via x.com. Meanwhile, Yuzo Koshiro and Moatohiro
Kawashima shared a passion for clubbing and composed
the soundrrack for “Streets of Rage 2" under the influ-
ence of early techno-gabber. The digital age and democ-
ratizing analog polyphonic synthesizers opened up a
world of possibilities for electronic music. Thanks to
richer sounds. Composers and sound designers worked
hand in hand. Prodigy, Lefifield, and Chemical Brothers.
future legends of clectronic music, appeared as early as
1995 on the soundtrack of the game "Wipe Out," which
was released on CD only. This year coincided with the
release of the PlayStation and the Sega Saturn. While it
reccived less media artention, remix culture was begin-
ning to explode. Englishman Ray Keith offered a jungle-
infused remrerpremuon of "Jazz Step Mix," a track by
‘Shuql Hosae for the game Ru_igt' Racer,”" which was also
released on a 12-inch single by JVC Records. The wide-
spread adoption of 32/54-bit machines, allowing for
higher sampling rates, enabled composers to establish
themselves alongside their productions.

The 2000s

The early 2000s pushed the boundaries of the genre,
marking a new era for video games with the release of the
DS3, Wii, and Xbox 360. However, compared to the over-
all game development process, music still held relatively
lictle importance. With few exceptions, the interplay bet-
ween music, game design and narrative was not yet fully
integrated. Ubisoft launched Ubisoft Music. Synchroni-
ration, the process of darifying rights for music in films,
commercials or video games was expensive. Tndustry
leaders understood this well, so they developed catalogs
with in-house productions. This was welcome news for
bearmakers looking to supplement their income. Some
even made it their primary occupation. The constellation
surrounding video game music was significant and
record leels also capiralized on the viny! revival. Box sets
and reissues are among the merchandise covered by fans.
Some pressings are already collecror's items. Meanwhile,
mobile games are booming for startups. They are also
released regularly, especially as more and more games
transition from mobile to console markets. This enthusiasm
doesn't always lead to higher quality because composers
are often forced to use VSTs to create orchestral tradks.

The music production is still uneven. When it's inspired
by 80s productions and sounds raw and unpolished,
I struggle a bit, but nostalgic fans are delighted. On the
other hand, a meticulously crafted orchestral soundtrack
is powerful bur it reminds me of a film score. Risk-taking
is rare. Ultimately, sometimes 2 track thar wasn't speci-
ficlly designed for a game, like "The Commissioner”
by XL Middleton for "Street Rage IV," is incredibly
effective. Otherwise, "Make This Right" by The Toxic
Avenger, heavily influenced by Daft Punk and Lom’s
bass music tracks for the game "Furi," demonstrate heavy
}T[ﬁLlL'[iU" \-'QIJI.IES, ]I'l[ert:s[ i['l [I]t' gd!ﬂt' CONTiNLIES [ g]'(.l\u'u'
as does that of the artists contributing o the music.
Producer Danger states: "1 learned everything about
music by playing video games and watching reruns of
cartoons...”

Part of the generation born with the internet uses these
games solely for chatting, ouside the reach of their
parents' social media. It allows them to connect with
others in their own community. A massive community
that’s no longer limited to the Japanese bur includes
millions of users across all continents. Equally amazing
burt stll rare, are DJs who use their game consoles as
computers to manipulate cheir VS vinyl mixing systems.
French and American rap are also part of the industry.
GTA offers its own radio station with a remarkable
playlist ranging from G-Funk to Tangerine Dream,
\Woody Jackson, The Alchemist, Oh Noand DJ Shadow.
Lt even offers extended versions that can last up to 45
minutes. The soundtracks of urban sports action games
are also experiencing exponential growth. As for skate-
boarding, the legendary Tony Hawk series demonstrates
thar rap, rock and dub can mesist. The first edition in
1999 was a bestseller. Since then, other companies have
tried to dethrone the legend. There are also parkour.
snowboarding and BMX games. “Dave Mirra Freestyle
BMX 2," released in 2001, was a pioneer but the current
Hagship title, developed by an independent studio, is
“Streetdog BMX... Many professions are simulated in
games; for example, “House Builder 2" invites players to
construct wooden buildings. GTA 'V also allows players
to experience the life ofa programmer thanks o the option
of managing a nightcdlub by inviting real-world DJs.
“Beatmania,” released in 1998 by Konami, sold millions
of copies of a game where players embody a DJ who must
manipulate a mixing console; see the attached photo ofits
arcade version, which exists in 25 different models... And
DropMix was launched in 2017 but was abandoned...
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Uldmartely, in 2026, there's siill no convincing game for
DJs, graffiti artists or bearmakers... So, isn't software like
Komplete 15 Ultimate connecied 0 Machine as a console,
the perfect game where you're the soundtrack hero?

Visually, "Flight Simulator” is stunningly realistic and
augmented reality games are booming, The community
loves merchandise: plush roys, figurines, clothes, books
and vinyl records. There are even E-sports arenas, places
ofenterrainment and technological innovation dedicat-
ed to video games. Live bands are frequent and VGM
performs in the biggest venues... But in this Eldorado,
all is not so casy. Several voices claim that independent
video games are increasingly overshadowing the giants.

Indie studios made a historic breakthrough in 2025,
joining the exclusive club of Game of the Year contenders.
Congrarulations to the French smudio Sandfall and
wmposer Laurien Testard. [n an industry shaken by
declining enterminment spending and the arrival of ready-
made game engines, will the latter become the former?
This recent social phenomenon has been the subject of
study for ten years in France and for three decades across
the Adantic. And it's not just vinyl records thar are beco-
ming collecror's irems. Tn 2020, Heritage Auctions sold
a prototype console for $360,000. And the American
National Video Game Museum is proud to share its
acquisition of a prototype that never saw the light of day
butwhich inspired the legendary Nintendo PlayStation.
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IN JAPAN, THE HISTORY OF VIDEOC GAMES IS INSEPARABLE FROM MUSICAL
CREATION, AS EARLY AS THE 1970s, THE LAND OF THE RISING SUN UNDERSTOOD
THAT THIS SECTCR WAS NOT MERELY A TECHNOLOGY OR A FORM OF ENTER-
TAINMENT: IT WAS ALSO A TOTAL SPACE WHERE IMAGE, SOUND, DESIGN, AND
STORYTELLING MERGE. AT THE CROSSROADS OF THESE COMPLEMENTARY
WORLDS EMERGED A KEY FIGURE: RYUICHI SAKAMOTO....

TOKYO
CALLING

In the late 19705, Japanese companies such as Nintendo,
Sega, and Namco transformed arcade halls into genuine
cultural laboratories. Games such as Terris, Pac-Man,
and Super Mario became global phenomena. Driven by
exponential growth, Japan became the world's nerve
centre for the video game industry during the 1990s,
generating billions of dollars in revenue and becoming a
cornerstone of the narional economy. Today, the archi-
pelago ranks as the wordd's third-largest video game
market, behind China and the United States, generating
more than $17 billion annually (source: French Video
Game Agency, Newzoo 2025 sudy).

Particularly dynamic, this sector—embraced by all gene-
rations in Japan, where roughly one in rwo people plays
video games-exports not only consoles bur also franchises,
soundtracks, technologies, and an aesthetic promoted
through the Cool Japan initiarive, a soft-power strategy
that also encompasses mangg, anime, and music. Although
itsinfluence is now challenged by South Korea, especially
in termms of international visibility, [apan continues to auld-
vate a distinctive emotional approach, far removed from
the United States, where game music was long regarded as
little more than background accompaniment. As a member
of the group Yellow Magic Orchestra (YMO), alongside
multi-instrumentalist Haruomi Hosono and drummer-
singer Yukihiro Takahashi, Ryiiichi Sakamoto played an
acrive role in rhis artistic revolurion from the lare 1970s
onward. Building on the legacy of Germany's pioneering
clectronic scene and its disruptive ensembles, the com-
poser combined synthesizers, digital sounds and rhvthms,
and a fumristic aestheric, The connection was striking:
many of YMQ's timbres and melodies deverly imitared
or reinterpreted the sound effects of arcade games.
Intellipent and inventive, this mirror-like relationship
can be heard on albums such as Yellow Magic Orchestra,
Solid State Survivor, and the remarkable Technodelic.

Beyond YMO's own compositions, the collective's influ-
ence can naturally be derected in the work of Koji
Kondo, composer of the music for Super Mario Bros.,
and Nobuo Uematsu, creator of the themes for the Final
Fantasy series. Sipnificandy, these composers no longer
limited themselves to producing jingles, riffs, or incidental
musical motifs; they created sophisticated works inspired
by classical music, jazz, and techno. Ar the same time,
gaming worlds became populated by cyberpunk aesthetics
and occasionally contemplative atmospheres.
Minimalism

Influenced by figures as eclectic as Impressionist pianist
Claude Debussy, rock icon David Bowie and his alter
ego Aladdin Sane, and producer-songwriter Pierre Barouh,
Rytiichi Sakamoto entered the virtual world head-on,
creating a series of remarkable musical variations. Building
upon a solo career that induded albums such as “Thou-
sand Knives”, “Hidari Ude No Yume”, and “Neo Geo”,
the refined keyboardist used this discographic experience
before ultimately yiclding to the attractions of the Hou-
rishing image industry. Ironically, outside Japan, high-
definition screens have long since eclipsed rurnrables.
Released for the Sega Dreamcast in 2000, the unusual
“L.O.L.7 (Lack Of Love) broke with many conventions
ofthe gente through its minimalist inspiration. Published
by Sony for the PlayStation 2, “Seven Samurai 20XX"
drew heavily from “Seven Samurai”, the dassic film by
Akira Kurosawa, which later inspired the Hollywood
adaptation directed by John Sturges. Notably, the game
reimagined the saga through a blend of rradition and
fururism, featuring artwork by the legendary comic-
book creator Jean Giraud, better known as Meebius.
Finally, the accomplished keyboardist and composer took
adetour with Enemy Zero, an alternative production by
Kenji Eno, whose soundtrack responsibilities were later
entrusted to Michael Nyman, the composer, conductor,
and critic closely associated with filmmakers Peter Green-
away and Jane Campion. Significantly, both Yellow Magic
Orchestra and Ryiichi Sakamorto helped disseminate
techniques borrowed from Western cinema through the
medium of digital screens. This skilful adaptation of audio-
visual grammar now combines with recurring heroes,
dramatic narrative structurss, and, more broadly, the themes
and values embodied by the protagonists of contemporary
video games.
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AS A TEENAGER, AIEKSANDRIA MIGOVA DISCOVERED POSI-SOVIET'S UNDER-
GROUND ELECTRONIC MUSIC SCENE. CAPTIVATED BY THE NIGHTLIFE AND THE
FRENCH CULTURE, SHE LEFT HER NATIVE COUNTRY IN 2005 TO LIVE IN PARIS.
DETERMINED TO PURSUE A CAREER IN MUSIC, SHE BECAME A DJ WHILE STUDYING
AT EICAR, AN INTERNATIONAL SCHOOL OF AUDIOVISUAL CREATION. SHE BEGAN
TO PRODUCE DEEP HOUSE BUT SHE GAINED RECOGNITION AS A COMPOSER FOR
VGM. SHE IS NOTABLY THE COMPOSER BEHIND THE SOUNDTRACK FOR "BATTLERITE'
IN 2016, AND MORE RECENILY FOR "MADNESS' AND "V RIEING." AN INTERVIEW
WITH A CREATIVE SELF-TAUGHT, PASSIONISTA. AND FOUNDER OF THE KOHDU

RECORDS LABEL.

Welcome, a glass of. ..

T chose kombucha, When T go our, T usually oo for a
champagne or a Tequila Mule.

Where and how was the environment where
you grew up? Were vinyl records..

| grew up in an environment passionate about music, and | think
I learned m feel and perceive it from the very beginning of my
cxistence. My parents ofien listened o full concert recordings on
reel-to-rezl tapes. My father was a grear vinyl enthusiast and
played the guirar. Our room was filled with vinyls and tapes, large
speakers, and all kinds of music players, My mother often said he
spent more mongy on music than on the household. He intro-
duced me 0 lllm!il)' hands and arrists such as Ted ?.tlppr“n,
Pink Floyd, The Beatles, Scorpions, The Animals, Nazareth,
Queen, and The Doors. T believe he was an unrealized artistic soul,
mapped in a terrible place called the USSR, where the day your
drenms were born, they could be desmoyed the next day. My mother,
with her softer and more poeric side, inrroduced me o legendary
popicons like Madonua, Sade, Prince, Roxette, Whitney Houstor,
Michael Jackson, ABBA, Eurythmics, and many more. My grand
parents would always sing Ukrainian folk songs during family
gatherings and cclchrations. I've alse been singing since 1 was
very young, both at school and at home, always putting on lictle
shows for guests. Later, when Twas eight, my mother meta new
partner. That's when my stepfather came into my life with his
refined taste in cinema. Thanks o him, I discovered film music.
He bought me cassctte tapes with soundtracks by Ennio M.,
James Horner, Vangelis, and many others, which [ loved liste-
ning to for hours. At thar time, ©AT.u. was extremely popular,
and I was in a relationship with a girl. Circa 2003 I discovered
the electronic scene, she was the one who took me to clubs and
secret parties, where they played Deep Tech House and Electro-
dash — and wow, for the first time, [ felt the real groove and
bass in my chest. That was the moment T told myself, “This is i.
[ want to create musical joumcys and ignite people’s hearts wich
hypnotic vibes.” At one of those parties someone told me that
aclothing and vinyl shop was hiring and since every Friday there
were DJs who came 0 mix and promote their music. After
finishing school at 17, 1 accepted the job and met DJ.

I came from a modest family with no means ro buy turntables,
so I started mixing on Cubase Pro. I wanted to earn some money
to pay for recording sessions and eventually move to France.

You moved to France cnd became a DJ
What was the turning point for you emd did
you stcot with music production or DJing?

Why France? I've always been fascinated by the French language.
Its melody has haunted me since I was seven, when [ heard
Myiéne Farmer on television. [ made a promise t my mother:
one day, I would speak and sing in French. [ wanted to pursuc
an arvistic career, which 1 knewar the rime was practically impos-
sible in most pos-Savier countrics withour connections, mon s
orif youwere notwilling o get laid with producers. So, I moved
to Paris in 2005. I enrolled in a language school, learned French,
and in 2007, I was admitted to EICAR, a film school, where
| met new influendal people. Thar period of my life truly
expanded my network and built immense confidence. The real
tumning point came one night in a club, when my new friend
Maria inttoduced me to an agent, saying, “I'd like you to meet
Migova, she's a grear D], you have to book her.” The funny
thing is, the agent offered me a scr for the very next weekend.
I haven’r even had the gear, and I'd never really practiced!
T urgently bonghr second-hand CDJ-200s and borrowed a DJM
mixer—] had only one week 1w prepare, Complerely crazy!
Anyway, my first ser was a success, and 1 enjoyed every single
moment,

Lader you lived in Oslo? What are your best
memories as a DJ from thert time?

My best memories from Oslo are thosz moments of diving into
music production, thanks o my husband. Johan Tlves, who has
been teaching and mentoring me since we moved in together
in 2011. T knew T had some kind of musical gift, bur T didn’r yer
have the tools or the knowledge to apply it. I've always been
comtortable with cemputers and technology, so learning to make
bears using DAWSs and VSTs was preriy easy for me. Together,
we produced our first track, Femme Desire, which was signed
to Noir Music and remixed by Adana Twins—an unforgertable
moment,
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We were later invited to perform at Villa Club, Jacger, and the
Midnight Sun Festival in Veray, where T had the pleasure of
meeting many artists. Those private parties at friends’ homes in
Oslo were sometimes even more fun. T've always preferred
small dance floors. So, for example, performing in the RedBox

ar Space in Thiza was my ultimare dream.

Then you moved to Spain, why cnd whet do
you miss cbout Fremee?

France will always be something 1 miss, because it's the country
where my identity was formed. That's where T started as an artist,
and this language will stay close to my heart for life. But | ry not
10 g0 back anymore — it brings up too many memories thar
unscttle my mind: the madness of youth, friends I've lost,
philosophical thoughts; wondering what my life would be like
wday if T had stayed in Paris... My very first uip o Spain was a
four-day trip to Ibiza with my boytriend (my future husband),
back in 2010. It was a smaight dive into madness, the ulimare
dream destination for DJs, Probably the most expensive shore
vacation of my life. When 1 got back home, | didn’t even have
enough money left to buy a Burger King meal. And yet, T have
no regrets. | needed o fed that connection, the encrgy, the vibe
of the island, that sense of mental freedom, and to be aligned with
the people of my wribe. So my husband and T worked hard, saved
money, and four years later, we moved to Ibiza. The magnetism
of the land was too strong; along with this feeling of being
exactly where T belonged, where T could wuly be myself and live
inasociety that thinks outside the box. For me, Thiza isn't exacdy
Spain. It is very international. I often said it felt like another
planet, with its own rules and diythms, like powerful waves thac
either knock you aver or carry you along in harmony. After a few
years in this paradise, T managed ro build some nerworks and
work oppertunitics, cven had a fow gigs, but financially it wasn't
easy. 5o, we went back to Sweden. It was at that time thar [ got
the opportunity 0 work on Smnlock Smidio’s new game,
“Bartlerite”. My journey as a composer really began lilce this,

Working in a home studio versus DJing ot
night are two different worlds...

TFor me, the difference berween being a DJ and a composcr,
I'd say, is loneliness and the feedback. Asa composer, sometimes
T have 1o wait five years or even longer to find our if people truly
connect with my music. When performing as a D], you
instantly feel the energy from the crowd, and it's a priceless
feeling. Not knowing whether your music resonates can be
very frustrating; I'm a pretty restless extrovert, so performing on
stage, where T can dance and meet people, suits my personality
and lifestyle much better than staying cooped up in a studio
all day. Though with age, 1've come to appreciate working from
home, surrounded by my three cars, and being able to sleep well
at night. The older you ger, the more fragile your body becomes,
and proper rest is essential, something that's much harder wo
achieve with a DJ lifestyle. Well, in any case, T'm grateful w have
experienced both of these careers. | don't regret anything, and
1 can always do small selective gigs from time to time.

How did you come o compose your first frack
for a video game? Do you coften play garmes?

When I started producing deep house and wchno in 2011, my
husband used to tell me that | was overloading my beats
with too many melodic parts and that it wouldn't work for the
clectronic scene. Loops with simple 4-tone hooks were trendy
at the time, and there wasn't even a "Melodic Techno” caregory
on Bearporr yer. T was ahead of my time with my creations.
[ fele limited, like a fish in a small aquarium, when T had the
potential to explore the whole musical ocean.

In 2014, T jumped in w help my hushand with some melodies
and harmonies for the electronic soundtrack of “Dead Island
Epidemic” that he had been working on. He immediately
realized that music came w0 me naturally, probably thanks
to my absolute pitch, sound memoty, and the way | use my
own voice as a musical instrument. Then, in early 2016 my
husband was hired as marketing director at Swunlock Studios,
and one day he sugpgested 1 try composing the music for their
Bartlerite pame announcemenr rrailer. T knew how o work
in the DAW, bur I had never composed anything cinemaric
before, so T was a bit scared. Well, T accepred the challenge
—my inner voice was calling, T just followed my instinets and
did everything intuitively. | enjoy immersive, atmospheric,
and mysterious games, with explorarion, puzzles, and shooter
mechanics. T usually play 2 to 3 times a year, when I have some
time between deadlines. [t's mainly to get inspired, but also to

escape inm another world. T just discovered the remasrered

version of “Metroid Prime” and was completely captivated!
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Garne designs are becoming increasingly
reclistic; for examyple, the Lumphini Georden in
Bangkeok has been used as a map in "Battle-
field 4", How do you evoke emotions. ..

The realism of the art style doesn't change the way I compose,
My process stays the same, and just because the graphics are
realistic doesn't atfect my ability to be creative and evoke
emortions in the players.

Your latest work for "V Rising” seems more
orcheshal, cinernatic, less electronic. Tell us
meore cbout your creative process; how was it
different from your previous compositions?

T'm not entirely sure, bur I think T use a faidy unique approach
1o creating orchestral music. Te usually starts with defining the
mood. | hear the opening tones in my head, | sing them, and
then [ find them on my keyboard while recording in real ime.
From there, I listen to this intro on repeat, and the nexe melodic
ideas start to appear. I don't hear full chords in my head; I layer
the keys step by step, and when everyrhing clicks harmonically,
1 have a complete compasition. The main difference from my
previous works is that for the “V Rising” soundtrack, 1 focused
more on the vampire theme and armesphere, lering carefully
chosen instruments and gothic, mclancholic melodics carry
the narrative, rather than relying on looped beats or dectronic
wxtures, For the creative process, [ usually start from the gamc's
conceptart and environment descriptions. | asked the developers
for directions and some music references  make sure T caprured
their vision. Then I received carly gameplay builds to refine the
pacing and tempo of the music. It’s hard to explain exactdy how
it all comes mgerher, especially since T don't have an academic
background in music. But when T work with the right theme,
1 connect to a sart of cosmic source, and the music flows through
me into my DAW.

Your compositions for "Pecket Politics 2" sound
clifferent: it's yet cmother approach, What was
your mindset, your precess? And is it different
because it's a mobile gcme?

What sets this project apart from an open-world game like
*V Rising” is that “Pocket Politics 2" is a mobile game with
clearly defined, limired areas in hiomes thar unlock gradually
as you progress. Far this project, I received specific directions:
each twrack needed to be an “endless loop” of precise length and
with music themes rhar marwched the “carroon” gameplay.
Creating happy and quirky music was a challenge for me, as
I'm usually more comfortable working with dark, melancholic
themes. However, my previous experience as a D] and beas
producer helped me quickly and almast effortlessly build the
structure of each track. The developers were very sarisfied

with the result.

For "Battlerite" you scmpled a more than 50k
year-old Necmderthal flute. Do you use more
samples, play instruments, or collaborate with
guest musicicms?

For this particular track, T used a Waveform Audio file of the
neanderthal Aure thar T found in an article abour archacologi-
cal discoveries. The performer played the Hute using a variety
of rechniques, showcasing what this ancient instrument
was capable of. The pirch range was somewhar limired, so
essentially built Batterite’s Prehistoric Theme around the
anailable pre-recorded notes. When T work, T use my voice as
an instrument to help me find the kad mclody, mood, and
even the chord progression. For example, I sing over the initial
key. layering notes with my voice. T've only worked with
guest musicians once, for Battlerite’s Main Theme, but I found
the process quite complex and somewhar out of my control.
I generally prefer o do everything myself. Occasionally, T let
my husband do the soundcheck. He reviews my mix, and 1
take notes for further refinements. Having a fresh pair of ears

is always welcome.

Your compesiticns seem o be moving away
from your electronic music roots, but your com-
positions for "Source Of Madness' in 2022 cre cm.
exception?

This independent developer gave me complete creative free-
dom. It was a level-based roguelike game, where rhythmic
loop-based compositions work particularly well The game
design was perfectly suited to an orchestral-hybrid sound with
elecrronic elements. Tr's not the only soundrrack I've creared
using this approach, 1 also worked this way on “Astral Awaken
Blade” and “Mote Mancer”, and on my new project currently
in development, “Symbiosis”.

Are there cmy gimmicks to identify VGIM com-
posers? Do you have cny, or do you make a
point of reinventing yourself eacch time?

Every composer who docsn’t copy others develops unique
gimmicks. It could be melodic hooks, like in James Horner's
music, or distinctive instrument choices and rhythmic paerns,
as often heard in Hans Zimmer's wotk. When listening to
Danny Elfiman’s scores across different films, you can recognize
similaritics in how he builds melodies, moods, and thythms.
People often say | have a recognizable musical signature.
T don’t make a conscious effort o preserve it. I creare music the
way I feel it, using my favorite VST libraries, and it ends up
sounding like me. OFf course, I listen to other compesers and
draw inspirarion before every project, but T never ny w
replicate anyone clsc’s work.

Why Kohdu Studios, how has your equiprnent
evolved since your beginnings?

Tt’s a long story, but T'll try to keep it shorc. My husband is half
Estonian, half Swedish. His grandfather had a projecr for the
Estonian community called “Metsakodu”, which means “Forest
Home.” The idea was to name our label and studio Kodu, like
a home for artists, Bur we couldn’t use that name because
Microsoft had already reserved all the rights. Sowe changed it to
Kohdu. My studio setup has evolved in a slighty chaotic way,
mostly because of all the relocations I've gone through over
the past fifreen years. It started very simply: 2 PC and a pair of
speakers. Then 1 bought a Novarion keyboard. The plastic,
dlicky feel of the keys was pretty awful, bur at the time, I was
grateful for anything thar gor the job done. Over the years,
T gradually collected some hardware synths, part of which I later
sold when we were moving to Sweden. When 1 shifted roward
dnematic production, the focus shifted 1o high-quality VST
libraries, which are very CPU-intensive. Thar meanta major PC
upgrade, and T also upgraded my speakers. The more seriously
you take music production, the more solid and professional
your gear needs to be. Today, I'm pretty happy with my studio
setup. I finally have a proper desk with an extendable keyboard
shelf. Well, I'm still missing sonic acoustic treatment.

What is your relationship with vinyl todery?
How meomy records do you have in your privote
collection cnd wheat gerres? And what do
you think about the cuntent vinyl hype in

the VGM scene?

Tinherited about 30 vinyls from my father —wrell, that's what 1
could bring home by airplane. T've never counred them all, bur
I probably have around 100 vinyls in my collection. Most of
them are movie scores and albums from iconic rock and pop
artists, and a couple of soundrracks from favorite video games.
Talso have abour 150 LP copicsof our project “Hold The Sun”,
which we started with my husband in 2019 bur had to puron
hold during the pandemic. Sull, T have some great memorics
from that time, including the very first and last gig we did in
Sweden. T think vinyl has gained popularity nor just in the video
game wold, but in general, People are rediscovering the expe-
rience of enjoying their favorite music on record rather than
streaming it ar lower quality. T'm thrilled abour this trend, and
T can’t wair to release anorher vinyl for my nast game project.

Do you remember your reciction when you first
held the vinyl record with one of your songs..

T felca mix of affirmation and intense emotions: joy, overflowing
hope, and a swong desire 1© keep going... bur also a wuch of
sadness, because [ wished I could share thar moment with my
father and grandmother, who were no longer there, and show
them that 1 had succeeded.
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Harve you considered relecsing your
solo album?

1 have a bunch of unfinished deep house, rechno, and electron-
icadrafts on my hard drive thar could eventually become an EP
or a solo album. For now, though, T'm fully focused on my
current video pame projects, I'm also aiming o break into the
film industry, Writing music for a feature-lengrh hlm is defini-
tely on my bucket list. Let's sze whar the future holds.

Purthermore, your compositions often delve
into morbid emd vampiric themes, but you like
what is orgeomic...

In life, 'm really drawn to anything organic. Nature, animals,
and simple things help me stay grounded and balanced.
Ousside of work, I love taking care of my houseplants and my
three cats, watching old movies, doing yoga, walking along the
sea, and traveling whenever | can. 1 usually listen to playlists
like Café del Mar or film/game scores. Honestly, T haven'r had
much time to explore new artists outside of composers, but
everything I experience and feel continues to feed my creative
universe.

Do you have a passion for Japem?

When Twas lirtle, I played video games on my Dendi, a licensed
hardware done of the Nintendo, where I heard a lot of
chiptune music. One of my favorites was the "RoboCop 3
(NES) Music — Tirle Theme”. The intro reminded me of the
falling stars. Visiting Japan, and cspecially walking around
Kyorto and Nara, really let me feel where thar creativity comes
from: the source of the gaming experiences T loved as a kid.
Japan’s landscapes were so colorful and picturesque that I could
almost hear the themes from “Zelda” playing in my head.
One of the most breathraking moments was siepping into the
famous Arashiyama Bamboo Forest. It was so peaceful and
quiet that T almost felr a panic attack coming on, bur then my
husband took my hand and helped me calm down. After a few
minutes, 1 was able to fully embrace the magic of the place.
T must, of course, mention how delighted Twas ro see such love
and carc for cats in Japan. For somconc like mc, who has shared
my entire life with these furry companions and adopted three
cars over the past ten years, it was an absolure joy. Seeing all the
cute cat statues and visiting the cat cafés created so many lovely
memories! Another special experience was visiting the Golden-
Gai in Tokyo. We met so many interesting people in those cozy
bars, and it was a lot of fun connecting with the locals. Overall,
Japanesz people - even thos= who didn’t speak English - were
incredibly friendly and polite. I hope Tll have the chance to
return one day and continue exploring this wonderful country!

Which VGM composers fascincte you, and is
there any studio or game you dream of
collaborating with?

I'm fascinated by Austin Wintory’s work and absolutcly in love
with his “Journey” and “Abzu” soundtracks. Gareth Coker
creates truly magical music for the “Ori” series. Another
favorite video game composer of mine is Inon Zur; | can listen
to those atmospheric “Fallour” soundtracks over and over
again. Jeremy Soule has also been a huge inspiration, especially
the “Skyrim: Elder Scrolls” OST, Michael McCann is incre-
dible, particularly for "XCOM: Enemy Unknown”. My dream
would be to collaborate with any of these composers. As for the
studio, I'm not chasing any particular one. What I'm really
hoping for is the opportuniry ro creare music for an immersive
game with atmosphc.ric, h)'pnotic, surrcal, and cosmic vibes.

Cem you explain what o cyberpunk theme is?

Just a few decades ago, when we were warching movies like
“Blade Runner”, “Akira”, “Ghostin the Shell”, or “The Manix”,
cyberpunk fele like something from a distant furure. Today,
we're living in it. Chipped animals and people, advanced
intuitive prosthetics that help the injured walk Hawlessly, fully
auromared AT hospirals, VR, drone, and hybrid warfare. When
it comes to music, the first thing that comes 1o mind is Vangelis
and his score for “Blade Runner”. Personally, I've never really
had the chance w work with this theme myself, so T hope that
one day I'll ger the right game or film project to further
explors my musical skills.

Video games cre considered pent of a digited
universe, how do you perceive Al,
do you use it?

Sometimes [ use ChatGPT as a ool 1o help with musical scales,
since I don't fully know music theory. It saves me hours of
research and lets me focus on creativity. For example, T can ask:
“ C minor?” or “Which scales work well with A minor so [ can
add some variation to the soundrrack while keeping it
coherent?”. Al doesn’t replace my creativity—it just speeds up
the process, which is really valuable in an indusuy where
everything is stressful, and you have to deliver on time while
juggling mulriple clients. ChatGPT also helps me correct
spelling mistakes since [ have dyslexia.

Do you still go to clubs cmd when youre not
composing, how do you listen to music: what
kind of format, what genre, could you plecase
shore some noames?

For the past three years, T only go to very selective events becausz
iv’s hard to find parties thar maich my particular raste here in Spain.
It's quite niche and not many artists play the music T rruly enjoy.
I love old-school deep, hypnotic electro, techno, and house. Sven
Viith is still one of the few who delivers, so T will ry o circh
his next performance in Spain. Otherwise, WooMooN at Cova
Sanma in Tbiza is an event with a very warm atmosphere that
I really enjoyed. Tt feels like a small open-air festival, with several
stages, an artisan market, as well as crearive activities and work-
shops. T would definitely po back to the Pikes Hotel during
Halloween. Tr was absolurely one of the most memorable parties
I've ever been to. One thing that really bothers me is the crowd
with their smartphones. 1 grew up in an era when only a crew
member ar the event had a camera, and you had to ask them o
take a photo of you. Sometimes, if you were lucky, you would
even et featured on the event page. I really miss that time.

Last but not least, what is your motto, your
personcal mcmirer?

This quore by Ancko Yusagi reflects my daily life perfecdy:
“It's better to regret trying and failing than to regret not trying
arall.” I'm sharing this life lesson that I learned when [ was only
nine years old. There was a kind of City Festival, organized by
the local government, where kids could show their love for the
ciry through theirart (ir could be a song, a poem, or a drawing].
The prizes were amazing—Barbie dolls for girs, Lego sets for
boys. My mom and stepfather encouraged me to participate
because they knew I could sing, act, and paint. Bur T was so
afraid of not winning first place that I didn't oy ar all. 1 just
watched the other kids perform and receive their awards. Then
I was shocked to discover that every single participant got a box
of chocolates! | ran into my mom’s arms and broke into tears,
feeling devastared for not even taking part. Since thar day, I've
lived by the motwo “fearessly take action.” Even if one door
clases, another always opens sooner or later. There will be more
chances, and T will try to rake them all. T also like this quore:
“Everyone is gifted, but some people never open their

packages.”



_ ofiofofzf
& T . i 6 Q!

& ofofofef

|
CE RN
TANTAR

|l |

I N S — -

—

Foge 23 LudoWic by Dj Coshunar / Photo by R Resvard

MATHEUS LODEWLIK IS YET ANOTHER COMPOSER WITH A DIFFERENT TRAJECTORY.
BEFORE PLAYING THE MPC, THE DUTCH ARTIST CREATED HIS FIRST DEMOS WITH A
ROLAND D20. AS A TEENAGER, HE DEVELOPED A PASSICN FOR SYNTHESIZERS AND
STARTED OUT PLAYING BASS IN BANDS. HE LATER ENROLLED AT THE ROTTERDAM
CCONSERVATORY, IN THE JAZZ DEPARTMENT. FROM 2014 ONWARDS, HE DECIDED
TO RETURN TO HIS FIRST LOVE, ELECTRONIC MUSIC, UNDER THE ALIAS LUDOWIC.
HE ACQUIRED HIS FIRST MODULAR SYNTHESIZER AND IN 2015 HE ADOPTED THE
TRAUTONIUM, A RARE ELECTROACOUSIIC INSTRUMENT. HE CO-FOUNDED WIC
RECORDINGS, RELEASED SEVERAL DIGITAL TITLES AND LP. HIS WORK STANDS CUT,
AND HE WAS INVITED TO CONTRIBUTE TO THE SOUNDTRACKS OF KATANA ZERC"
AND "NITRO KIDS'. TCDAY HE IS PREPARING HIS 5TH ALBUM "NUNC STANS'.

Welcome! A glass of. ..

A glass of water, When it comes to drinks, I'm afraid I'ma
boring person.

In what kind of environment did you grow up
and did you have vinyl records end music
instruments ot home?

[ grew up in a musical and creative family. From a young age,
there were instruments all around me, The piano played a
central role, though, On my father's side of the family, there
was always a lot of music being made. My mother is particularly
creat i\'t' i n [l 1€ ﬁrl(l l'lrl 1ar Il'lii:rrlflﬁ anc | 4 I\NH)«'N wa II“"['I m I)I‘l.('ll ne
adancer. As for music, there was always a lot of jazz and classical
music playing ar home. Especially in my younger years, this
was mainly vinyl. T can still clearly remember the vinyl record
of Charie Parker Live in Paris. [ still have that record. When |
was abour 15 or 16, T had many friends in the village where T
grew upwho made music. That isalso where my firse bands wrere
formed, in which 1 played my first synthesizer. The Roland D20.

Your first approach to music production?

My first cxperience with music production was making demos
on the Roland D20 that I bought when I was 16, in 1989. This
synthesizer had a built-in sequencer and a floppy disk. A whole
new world opened up for me. Subsequently, with the Akai MP'C
2000xl, things became increasingly serious. Around the age of
19, [ also started playing bass guitar in various bands. Then, at
the age of 21, I began studying at the Rotterdam Conservatory
in 1994 ar the jazz deparrment. During those years, T focusad
mainly on bass, and clectronic music took a back scat. Afier the
conservatory, | worked for several years as a professional bass
player for various well-known Durch artists, and Tworked as a
teacher at the Conscrvatory. But after a fow years, [ realized thae
electronic music is ultimately my grear love after all. And o be
able and willing ro fully commit 1o this again, Tstopped playing
bass guitar pretty much overnight. | can still remember that very
well, because it felt so good. This was 13 years ago now. Since
then, T have been working on elecuonic music under the name

LudoWic, which is an old nickname from my childhood.

How has your music production gecr evolved
since the beginning?

Well, as | menrioned earlier, 1 started with a Roland D20 and
the Akai MPC. Bur ar the age of 21, T wasable 1o buy a Juno 60
ar a local music store. Tt was 1994, and the digital worlsstations
were for sale in the store, while this Juno was placed in the
window di\]}lay ||u.-n-'|y as a decorative piece. T |n-fm;|gt‘(| 03]
convinee the shop owner to scll that synch for 100 cures. From
that day on, I was completely sold on the warm and lively
sound of an analog synthesizer. The physical aspect of such an
instrument also really appealed to me. From then on, whenever
I had money, [ started buying synthesizers. Nort so much out of
a collecting urpe, but more out of a desire for discovering
sound. First [ boughta Korg M§10, which has always remained
fairthful to me in production, then a Minimoog Model D,
Powertran, Modular Synth, EMS Synthi Aand E, cte. In recent
years, | have increasingly focused on the really very old electronic
IIII“ MUMENTS, SLIC || a5 [i | [ Tr-—” (8} Ii"l“ :I"(I l[l{‘ 0[“ If_\ N{H TIENOIL.
At the same time, | am not necessarily a purist, even though
I give thar impression. [ am not against plugins, for example,
and if T find it necessary, [ even use them in my productions
sometimes. Bur in the end, 95% of my productions are analog,

When did you stert to compose music with
moduler and did Don Buchla, Suzemne Ciami,
John Chowning mifluence you?

I started with modular in 2014. That was when 1 bought my
first second-hand synthesizers.com system 22. 1 bought it because
I was inspired by Alessandro Cortini, a musician with NIN at
the rime. A famous Buchla player as well. Through him, 1 came
into contactwith the music of Suzanne Ciani and Don Buchla,
with whom he also gave a very beaunful performance by the way.
I have always felt more drawn 1© single-brand-systems like the
Moog; Buchla, or ARP2500, and less to the Eurorack world.
But perhaps thar is because there is so overwhelmingly much in
that Eurorack world that T may have lost sight of it a bic.
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In 2020 you composed a few fracks for "Kalana
Zera" OST. Were these pieces from your catclog
or did you receive a special order and could
you explain your crective process?

In 2015, T was asked to compose music for the indic game
“Katana Zero", This came abour after the developer Justin
Stander saw my synth jams on YouTube, upon the recommen-
dation of a fricnd. Subsoquently, in the years thar followed,
1 began developing these jams into full fledged songs and
composing new music as well. Sometimes T worked on a rrack
independently, after which Justin reviewed how it would fit
into the game, but often [ received a request from him for a
specific level. T would then be bricfed on the story and how the
music needed o fit 1o the atmosphere and emotion, usually
accompanied by GIF footage of the gameplay. To caprure the
rawness that suits this pixcl-art game, my stardng point was
always a synth-jam one-take. I would often choose two or three
synths, a drum machine, and anorher crazy lirle device —
a circuit bend-like box. Then Twould put together a rrack that
1 could perform and record live n one take. Usually, thar
recording was already 80% of the final resule. Then some
post-production, and that was it. Justin would often provide
some feedback afterwards, which T would then incorporate.

Do you play video games., especially the ones
for which you composed the music?

I often don't have the time forit, but if T can, I do indeed enjoy
gaming. It completely clears my head for a while, and thar is
pleasant. And of course, [ played Kamna ZERO. That was
amazing, T also really like playing other games from our publish-
er, like "Devolver Digimal”. Such as "GRIS" and "Hotline
Miami". ButI also enjoy playing an obvious game like GTAS.

In 2022, you composed tracks for the "Nitto
Kids" soundirack. How did the connection with
Wildboy Studios, based in New Zealand, come
cbout ? Did you have crective freedom 1o
compose, or were you given o bref?

1 don't know exactly how | came to the attention of Wildboys
Studios, but that likely had something to do with my work for
"Katana Zew", which received a lot of artention. This was a very
smooth and straightforward collaboration. The world and the
story were clear, and my style firwell within ir. T was asked o
composc four tracks and was given complete freedom, which is
very nice for me as a composer. Afterwards, there was also very
lirde back-and-forth feedback, so in that respect, it went very
smoothly.

Then. you released two albums. Do you have
a different approach tham for composing cn
OsT?

Absolutely. Foran OST, much more is applied, of course. There
are frameworks 1w respect: the developer's wishes, the storyline,
the emotion, and the duration that suits the level or scene.
Moreover, the game is the core of the product, and the music
contributes to it. A very important support, but initially not a
standalone product. Alongside the game, the music can of
course be released on its own, bur it will always have a relarion-
ship with the game. That is very diffcrent from autenomous
original work. Because then there are no frameworks. It has no
relationship with any other producr other than with yourself.
This also makes it more difficulr, and you arc more vulnerable.
Especially because, in my case, [ am doing it entirely alone, there
is a greaer chance of doubr, insecurity, ewc. Both are incredibly
fun to do, but original creation is what | hold closest to my heart.

You also do installations, could you tell us
cbout Noise', a tibute fo the ultimette painting
No 32 by Ad Reinhcodt?

Well. Noise is perhaps the most personal of all the arr instal-
lations I have created. Noise is an interpretation of "The
Ulrimate Painting” by the abstract painter Ad Reinhardt from
New York in the 1960s. But I need 1o explain why it is so
personal. In the years leading up to this installation, I was
increasingly occu pied with stripping down my work. Because T
am a trained musician, I sometimes struggled with my know-
ledge. My knowledge made it harder for me to access my intui-
tion, and making music became roo much of a formar for me.
So 1 started stripping away musical elements. First, T avoided
melodies in my music. Then chords and hammonies. T also
wanted to get rid of thythm : the paterns, tme signatures, etc.
At the same time, 1 became fascinared by painters whe were
searching for the zero point, such as Kasimir Malevich and Ad
Reinharde And then I stumbled upon Ad Reinhardt's famous
12 rules. A manifesto for creating "pure” absrracr art, focusing on
what to avoid rather than whar © include. His rules aimed for
total abstraction. forbidding texture, brushwork, sketch, form,
desipgn, color, light, space, time, scale, movement, and objects.
When T read these rules, T knew T was undermking rhar same
quest in music. I translated those rules into music and incorporated
that into the art installation "NOISE.” An installation with
exactly the same dimensions as the original painting. with
speakers thar emit only noise. An ultimate painting, but in
music, so 1o speak. After creating this insrallation, Thad reached
myy pesonal pointzeto, and was subsequently able to enjoy chords,
melodies, and rhythms more and more again. So this helped me
avoid geming complerely stuck in sripping down my work.

Also, could you explain why you brought this
amerzing sound system in the tunnel tube?
What did you want to experience with 'A9?

A thar time, as an artist, Twas asked by a well-known construc-
tion company from the Netherlands 1o sonify infrastructure.
This invelved converting data emanating from these buildings
into music, thereby it known that this company
has meaningful data they work with. This was the year 2019,
and they were constructing, the longest land munnel in the
Nerherlands ar that time (3 km long). T gor the idea ro see whar
a 3 kem tunnel would sound like if you could send drones and
pulses from the center usinga full PA sound system to make the
munnel vibrate, T wanted ro place microphones every 350 meters
so that you could follow the sound (approximatcly the speed of
sound per second). Because [ created art objects for this cons-
truction company, T managed 1o ger them to make this munnel
available for my etperiment for a day, My main goal was to
capture the tunnel in sound. And the result was successful.

You are working on a new album. Could you
explain your crective process for ‘Memories of
a silent movie’ your last EP. Is it fiction or
nspired by o frue story?

That is a true story. As a child, T must have seen a silenr film of
which I have rerained a vague memory. A black-and-white ilm
without sound, with long, imeless shots of landscapes, some-
times with a close-up of a face. That is all T remember of it. Yer,
it made an impression on me, The overall atmosphere and feeling,
in particular, have stayed with me. Lastyear, T decided to make
music that captures that memory and feeling, And that resuleed
in a series of four pieces, which led to the EP "Memories of 2
Silent Movie".

Concerning the artwork, could you explain it
and the vision thet you share with Tomchiro
Yokokawa?

Tomohire Yokokawa contacted me via Instagram. He liked my
music, and we started talking abourt arc and music. T shared my
idea for the EP "Memories of a Silent Movie" with him, and he
came up with the idea to give visuals to this concept. That is, of
course, not easy, because giving substance to a vague memory is
difficult, and if you give it too much substance, you destoy the
memory. So he came up with the grear idea of using an old
offser printing technique, with the inherent small flucruarions
and deviations that come with it. And then, subﬁcqumr}y, not
printing an image, but only showing the imperfections of this
technique. This creares a very vague absiract image of stripes and
parches thar fits perfectly with the concept of the ED.

Are you digging vinyl, end what obsesses you
when you hunt for them?

Yes, I'm digging vinyl records sometimes. Honestly, T have to
admit that I often listen to music on Spotity, because thar is
pracrical in many siruarions, of course. Bur viny! offers some-
thing special. It is like holding a picec of the artist's world in
your hands, The whole ritual of purting on an album and then
sitting down in a chair o listen w the whole album with the
artwork on your lap appeals to me. The best part, of course, is
coming across a rare album thar you have wanted for a long
time. Even though you are looking for it, this always happens
ar an unexpected moment. That is wendertul. My latest
purchased album is " Cheerah” by Aphex Twin.

Some DJ-compesers are nostelgic for the past
ond swear by vinyl and analog only. And
you ?

[ am not a purist in this rcgard cither. Sometimes vinyl is
awesome, and sometimes streaming is convenient and works
just fine. For me, it also depends a bir on the music siyle. A
cerrin pop record works perfecdy with streaming, but a decp
analog ambient record is, of course, wonderful on vinyl.

What is your motto-adage?

“Truc beauty lics in imy tion”

Lerst question, whett does Peris 1epresent for
you?

Haaaa Paris! 1 love this city so much. Been there many times.
Doing a live performance in Paris someday is at the top of my
wishlist. Because for me, Paris represents both history and the
future,
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Welcome, a glass of...

Horchata. It's a nraditional sweet drink from Spain, absolutely
delicious and perfect for a tectotaler like me. Alwaysina
regular glass, of course, not awine plass.

In whet environment did you grow up? Were
there vinyl records end video games ot home?

Pm from a small town in Malaga, in the south of Spain, and
I grew up in a kind of family-ribe, surrounded by loads of
cousins, [ was born in 1993, so even though my parents had
vinyl records at home, they were already pretty much outof use
by then. Whar I did have arund me, though, were different
consoles and video gamcs, from the Game Boy to PlayStation 2.
But withour a doubt, what gave me the most hours of fun was
a Sega Mega Drive emulartor on PC, around which my cousins
and I spent hours and hours rrying out hundreds of different
classic titles. Tt was something beautiful: video games as a social
act, even before high-speed interner arrived.

Cem you tell us about your first experiences in
music? Did you stert by playing the picmo?

The truth is, even though T've been the first professional
musician in my family, music has always held a special placcat
home. Apparently, when she was pregnant with me, my mother
would put headphones on her belly so T could listen o the same
music she was hearing, So lovely. Later on, when I was three,
they gave me a small toy piano, the kind with those dreadful
animal sound buttons, and it seems that one day T was playing
the melodies of nursery songs I already knew. My parents noticed
T might have a knack for it, enrolled me in the conservarory,
and the rost is history!

Did you play in a band or did you absolutely
wemt to become a film music composer?

T've played in a grear many places, including bands and musical
groups actoss pretty much cvery style of music. 1 was always
interested in many other things besides music, butwhen the dme
CAImeE l.ll“(l.\r \ﬁrh;‘{ ‘Ir.g“'f (4] I)lin| 12 Al “[ Wl“" ] W:l"'ﬁi 8] (IU
in the future, | realized that composing music for audiovisual
media was a beauriful way 10 bring rogether that dual parh of
academic life and conservatory training T'd been on sinee 1 was
a kid. So I graduated in Film and Media Studies while also
completing my degree in Music Composition at the Conservatory.
Of course, what I always wanted to be was an astronaur, like any

self-respecting child!
How did your ccoeer s a composer begin?

No doubt it depends on how far back T want to go, but I'd say
itstarted when I'was around 11or 12 By then I was comfortable
enough at the piano thar, our of boredom in the middle of
practicing a picce, I'd stare awkwardly improvising chings thar
weren't on the score.

At some point, it hit me thar whar [ was playing was actually
original, and that feeling, playing something unique and wuly
mine, even though | had no real understanding of things
like harmony ar the time, was prohably the spark thar made me
WanE to composc.

Is the process of composing and producing
music for a film or tv advert different from thet
of music for a video game?

Withour a doubr, they are radically different processes. Com-
posing for a video, regardless of its length, is a linear task: you
have a ser amount of time, and only so much music can firinto ir,
ir's simply about moving from point A to point B. Composing
for a video game, on the other hand. is like a branching tec of
possibilities. You can go from point A to point G, go back, mave
forward, and rewrn 0 1u)inl A Ag.iiu, with endless variatons.
The musical knowledge required to write 2 good score fora film
is similar, but doing it for a video game is a much greater
challenge, becanse the music has w be adaprive. And thar is,
without a doubt, the most beauwtiful aspect of video game
composition: adapting 1t the player's interaction.

How do you crecte emotions and mecke your
music interesting? Do you alwarys record in
one shot like you play in your video?

We composcrs have a range of tocls to suggest cmotions to the
listener, from harmony to instrumentation. Writing a good
soundirack often comes down to |]:-I'."||ig a solid ser of resourc-
es and knowing how to apply them coherently to the story
you're supporting, the game’s setting in time and place, its
cmotional tone, and the scnsations the pl.a}cr will cxpericnee,
[ can come up with initial ideas almost instandy, since |
usnally use piano improvisation as a kind of first brainstorming,.
But ouly good music, properly orchestrated and fitting the
project like 2 glove, can never be writren in a single take, and

anyone who wells you otherwise... is iying!

Do you still play games & what is your top 5 ?

During my teenage years I played 2 lot of video games, bur over
the past decade I've channcled that playful drive into board
games. They re much more social face 1o face, and they allow me
to disconnect from screens, which are already far roo present in
my day-to-day work. That said, T still really enjoy playing from
time to time. Judging by how old my all-time top 3 is, you'll
probably notice it reflects a very specific era in gaming (berween
2001 and 2011 — cditor’s nate): “The Elder Scrolls V: Skyrim”,
“Blade: The Edge of Darkness”, “Star Wars Jedi Knight: Jedi
Academy”, “Wolfenstein: Enemy Territory " puis “Warcraft T11:
Reign of Chaos”,
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You like spontemeity and to enter in memy
game jams, including the Global Game Jam X
n Malaga, Spain. You composed for "Tenants”
in 2019. Can you talk about you experience?

Taking part in a game jam is something I'd recommend o any
beginner composcr. Locking yoursclf in for 48 hours with a
group of people passionate about game creation pushes you to
develop 2 lorof skills: reamwork, creating under tight
deadlines, and connecring with people who will very likely end
up working in the video game industry, if they aren’t already.
As for the specific game jam you mention, I acrually havea
video on my YouTube channel where | talk about exactly that:
how ta composz the soundrack for three viden games in 48
hours. Yes, instcad of just one, I did three... . I like a good
challenge! So if you want o see whar the full experience is like
and the steps involved in such a fast and direcr crearive process.
that's the one to watch!

Can you explain why it's betler to follow your
chommnel with 248 videos rather then cmother?

I don’t consider myself better than anyone else. There are great
content creators our there! What 1 can promise is that you'll have
a lot of fun with my content, and on my channd you'll find a
mix of humor, original music, music education, and creativiry.
I'm also on Insagram, TikTok, and Twirtch, always under the
handle @fromguer. Locking forward to sccing you there!

The drawings of "Furwind” cre reminiscent of
can old ercr ., What memoaries do you have of
the creative process?

'The entire creative process for “Furwind” took around a year.
Tt was one of the first large-scale projects T ok on, creating not
only the soundtrack bur also all the sound cffects for a game
lasting around four to five hours. It was intense and exhausting,
bur P'm very happy with the result. Tr proved thac Tcould. on my
own, deliver a complete audio solurion fora video game, atleast
on an indie scale. Since the game had a pixel art aesthetic, we
briefly considered going for a chipune style, bur in the end T
decided to take a more realistic, orchestral approach, and I'm
convinced it was the best possible choice. T invire you m Inok it
up online and judse for yourselves!

You composed "Bubble Ghost Remake”, can
you explain the crective process? Do you play
the game first, do you have guest musicians. ..

“Bubble Ghost Remake” has been, withour a doubt, the best
video game project |'ve worked on so far. My role in its develop-
MeEnt wis, once again, a one-man army: T composed the entire
soundtrack, creared all the sound effects, and even coneributed
to localization and narrative design for a game lasting around six
to cight houss. T usually work from a bricf that T design mysclf
and present to the studio, and I'm generally given a locof

creative freedom.

L always try to play the game, or ar least the levels | need to score,
so that the feeling experienced by the player becomes one of the
key dements T tale into account when composing, Occasionally
[work with real performers, especially singers, but mest of the
instruments arc VSTs for budget reasons, Since it wasa remake,
one of the most interesting challenges was finding a way to bring
together the music from the original game, which I referenced
here and there, with a completely new and reimagined sonic
universe, with its own original themes. Moving from a lare '80s
arcade game to a modern title for PC or Switch meant embrac-
ing an entirely new narrative, and thar opened up a lorof
possibilitics from a musical perspective.

So electronic music is In your creative process...

Yes, absolutely! Don't ler my background as a dassical composer
fool you! Almost everything I compose is recorded or produced
in my DAW of choice, and in fact, after the piano, the DAW,
along with its wholc army of plugins, is my main working tool.
I've also composed quire a lot of electronic music. There's a
wide range of dlectronic genres that work perfectly for OST in
projects with a cyberpunk agsthetic or narratives rooted in
sci-fi, action, and beyond.

Across all genres, which compositicn-project
cre you mest proud of and why?

Without a doubt, the most recent one: “Bubble Gheost
Remake”. I'm abso very proud of other games like “Furwind”,
“Dodge Frenzy”, “Kick or Die”, and “Smant World”, o name
a few with very different styles. T've also composed music for
films, advertising, theatre, and social media, but Tl keep the
mentions focused on video games, since that’s the main scope of
this inrerview.

Video games are synonymous with a digital
era, whet is your relationship with Al?

Al gives me mixed feelines, even though I've experimented
with it on several occasions. We're living through a time of
intense cultural change thar isn't always unfolding in the most
ethical way. | see Al as avery powertul tool, bur ['m concerned
that its development may deepen some of the system’s existing
issues: increasing global incquality and prioritizing profit for a
few over broader social value. Of course, ['ve never used Al for
anything relared to music, and T warch generarive music AT
with some concern. That said, I belicve it's siill far from
matching human compasers, especially when it comes ©
lyrical crearvity and 1o adapting music w a spedfic audiovisual
ptoject in a truly synchronous way.

What memory do you have of the first time
your music was pressed onio vinyl?

've never had the chance to have any of my music released on
vinyl. Unfortunately, my work has only reached CD staws so far...
buc I'm definitely looking forward to conquering new formats!

Has the gear in your music studio evolved
since you started?

Withour a doubr. Over the years, headphanes, studio monitors,
audio interfaces, controllers, screens... I've gradually added
new gear and upgraded what T already had in the studio, and
woday T work with highly professional hardware that has been
with me for several years, and | hope it lasts for many more.
Thar said, the first, and best, invesrment I'd recommend to
anyone is a good chair, one that takes care of your body no
matter how many hours you spend sitting in it. Trust me,
that's the voice of experience!

Patertar Games is a sl procuction stuclio in
Seville, can you fell us about your experience?

T met them ar a game jam, like most of the indie studios T've
worked with. Working with a small studio is always a great
experience. There's a close, peer-to-peer dynamic that creates
a very friendly working environmenr, nothing like large
companies that see you as just another asser. Of course, the
budget is smaller as a result... but there's no such thing asa

perfect solution!

Are you more into Creative Commans or
traditional copyright?

For me, it's imporant to support legal frameworks that best
promote creativity and freedom on the intemer. without
ovedooking proper aredit for authors; thats why ['ve always
been in favor of Creative Commons. At the same time, as a mid-
wo smallscale composer, T think traditional copyright can help
me pay my bills a bit betrer, bur the reality I see is that it tends to
benefir large companies the mosr. T don't know whar the perfect
solution is, but the existence of distriburion monopolies like
Spotify, which devalue and exploit the work of so many smaller
artists, deeply concerns me, and I believe it lies at the hearcof the
issue of who gets the biggest slice of the ple.

Do you have a passion for Asia?

The truth is, [ don't have a particular passion for that parcof the
world. That said, [ do love cermin audiovisual works produced
in Japan, and T think composers like Joe Hisaishi (many Swdio
Ghibli films), Nobuo Uematsu ("Final Fantasy”), Yoko Kanno
{"Cowboy Bebop”), or Takashi Yoshimatsu (beautiful contem-
porary classical works) are among the most tlented composers
alive roday. Japan is a country wich an enormous amount of

talent and a very valuable perspecrive on the world.

An Oxo museumn opened in Mclagerin 2023,
are you familiar with this placs?

Yes! I've been there several times and have been able to enjoy its
many rooms. It's a real privilege o have 2 museum enrirely
dedicated 1o video games open in my city, and it’s somcething
I'd recommend to any self-respecting gamer: you won't just
visita museum there... you'll play video games!

Who cre the VGM composers who inspire
you? And is there a studio or game you
dream of collaborating with?

I'd definitely name figures like Nobuo Ucmatsu, Koji Kondo,
Harry Gregson-Williams, or Hans Zimmer, The latter two are
berter knowm for film, bur they've also made their way inm the
world of video games. Scoring a game for Nintendo, tapping
into the more playful and lighthearted side of my musical style,
or for Bethesda Softworks, exploring a more epic and fantasy-
driven approach, would be an absolute drean.

Do you know cny women you could recom-
mend who compose video game music?

Of course! There are many talented female composers, but T'll
focus my recommendation on a somewhat lesser-known profile
and, perhaps for thar reason, an even more valuable discovery
for the reader: Sara Lopez Productions, a wonderful composer
and a great content creator from the Canary Islands, those
beauriful Spanish islands.

Finadly, whert is your motio, your adage?

| play, theretore [ am!
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BEFORE Al WAS PUBLICLY AVATLABLE, YANN WAS ALREADY PROGRANMMING GENE-
RATIVE SYSTEMS, IN MIDDLE SCHOOL, HE DEVELOPED HIS FIRST GAMES, AND AS A
TEENAGER, HE WAS ALREADY COMPOSING FOR AMATEUR PROJECTS. A CONSER-
VATORY GRADUATE WITH A DEGREE IN JAZZ AND SPECIALIZED TRAININGIN VIDEO
GAMES FRCM ENJMIN SCHOOL, HE USES MULTIPLE PSEUDONYMS TO RELEASE
VARIOUS PROJECTS AND HAS BECOME A SKILLED TINKERER WHO FPLAYS PIANO
AND CELLO. AN INTERVIEW WITH A TALENTED NERD WHO HAS WORKED ON CST
FOR GAMES SUCH AS "GAME OF THRONES," "AARKLASH IEGACY," "STRAY," AND
"SEASONS AFTER FALL', TO NAME JUST A FEW.

Welcome, a glass of. ..
Coffee, it's 10A.m.

Did you grow up in cm crtistic environment?
Were there records?

There were loads of records. A lot of opera and a bir of weird

music. The first records I was able to put on the turntable mysclf

tairdy regularly were "Never for Ever’ by Kawe Bush, "La
Demoiselle” by Angelo Branduardi, and "The Rite of Spring” by
Stravinsky.

Did you start out developing games or
playing music?

[ started playing music quite carly in a master's program
where we learned to sing for church services. Then, in middle
school, T developed games in BASIC when I gora PC.

Your first professional experience as a
composer?

[ started composing for amareur games as a reenager. My first
paid conrract was in 2008 and involved recreating rock hits
in MIDI for a Konami rhythm game on mobile phones.

How do you see yourself in the music industry
as o composer of experimental music. ..

[ don't know, maybe I don't really ask myself those
. } )
- ip ; .
questions. I'd say I don't feel particularly close o oday's
mainstream scene, not even as a listener,

Why do you use multiple pseudenyms like
Morusque cnd Nurykabe?

Nurykabe is a pseudonym T chose when T was in high schoal
and uscd for a very short time, but the websitc where I store my
worlk is still hosted under that domain name, which 1 bought
back then. Morusque is another pseudonym inspired by a series
of invented words when T could barcly speak, hencee, probably
the haphazard name. I also sometimes release things under my
real name or under a bunch of other, more secretive
pseudonyms,

Are you nostalgic cbout the golden age of
video games and the chiptune erct?

I certainly have a strong affinity for that period, bur it can be
misleading to talk about nostalyia. Composing specifically for
the chip of an old machine involves a set of constraints, a range
of sounds, a cerrain aestheric. One might want w exploir these
characteristics in the same way that a filmmaler mjbhr Want to
work in black and white or silent ilm withour necessarily being
nostalgic or even having experienced the era when thar was the
norm.

[ find game OST very inconsistent; sometimes
they're splendid and sometimes they sound a
kit like elevator music, lacking bass. .. I'm
thinking in perticular of the OST for "Mine-

craft’, is one of the bestselling games. ..

It's important to remember that this kind of music aims to serve
a purpose, not necessarily to showease itself with a specracular
producrion. The example of "Minecraft” comes from a time
when we were beginning to acccpt that music in a game didn't
need to be constantly present, that it could remain understared
and in the background. T have no problem with thar; on the
contrary, it's an approach | fAnd inspiring, Moreover, more
generally, I'm often intrigued by the pejorative connotation
of music that's functional or pcrccncd as such. I've alrcady
encountered quite a bit of misunderstanding on this subject:

typically, ler's say a rather dow jarzz track will be described by
some peaple as generic clevator music, while others will perccive
a wealth of subtleties in the arrangement or the playing of the
i walists. Tr's 2 question of listening © the derails or the
overall picture, T suppose.

What do you remember about your time
working on "Gemne of Thrones™ [ believe you
had o tight deadline?

Indced, the Cyanide game and the HBO scrics were both in
production at the same time, and some decisions regarding the
music had © be made in a hurry. So, it wasa rather unusual job
where | had to produce around three hours of music in fifteen
days, but with the possibility of reusing pars of the sounderack
originally composcd for the serics. As a result, T sampled a lot,
repurposed and added layers of sound on top of the existing

ones.
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Whet are you leoking for when you compose?
Do you have free rein?

It depends a lot on the projects. I can be very direct or
completely free. Often, that freedom is more associated with
smaller team projects and a more authorial approach

You co-composed "Acrklash Legacy.” Com you
explain the creative process? Do you play the
game first, or do you invite other musicicms?

It was a soundtrack primarily dirccred by the other composer,
Henri-Pierre Pellegrin. T had to record some cello for him and
lend a hand on 2 couple of wacks, bur T don't think T ever
actually played the game, Depending on the siruation, some-
times ['m very involved in the project and play a lot of i
[ also frequendy do sound effects or integration, the technical
aspects of the audio. In other cases, | come in ar the last minute
to create the soundrrack for a game thar's already been in deve-
lopment for 2 while and that I don'talways cven get a chance to
play. 1 do sometimes invite other musicians, especially to
perform cermin parts, and ideally. T'd like to do thar more
often, This can pose some problems in terms of organization:
defining t whar exrent whar I show is 2 mock-up or a final
form, and to whar extent the recorded parts are final tacks or
sound material that [ will then reappropriate.

Regerding "Stray” OST, can you explan how
its happen?

On "Stray," I composed the music, but also the sound design
and inregration; [ was quite involved throughout. Yes, Tspend a
lot of time doing sampling work. Since the word "sampling”
can be ambiguous in the context of a DJ-oriented magazine,
T'll give a concrete example: if T have an objecr thar makes a
sound T like, I'll record that sound several times, in different
ways, louder or softer, using different pitches, and so on. Then
T cut and organize the files so T can use them musically, mostly
in MIDI samplers. I do this with instruments, synthesizers,
generarive experiments, everyday objects. For example, I went to
Asia scveral times o preparc cxhibitions and workshops, un-

related to "Stray,” but | took the opportunity to record a lot of

ambient sounds there. For many reasons, T feel much more
comfortable working with this kind of material than with
standard sound libraries. Some of the soundmacks I'm working
on now have a distiner MIDT feel and are made up almost enti-
rely of sounds collected this way over the last tweney years or so.
And yes, the soundtrack for "Stray" was released on vinyl, as is
often the case via a track selection, since i's abour five hours
long in its entirety.

Do you use Al and if not, why not?

Yes, my relationship with Al is complicated to summarize, I've
always used and programmed generative systems extensively,
in the broadest sense.

Around 2015 when Al starred to become increasingly prevalent,
I spenr a lot of time exploring irs potential and accumulating
generated sounds, images, and texts, often with bizarre results
that | sometimes used in my work. A few years later, when it
became more accessible and less bizarre, T started 10 be more
cautious in my usc of it, bur I still have a grear deal of curiosity
abour it in general, as long as it doesn't become a lazy defaule
solution.

Which composition project has excited you

the most?

I really enjoyed compesing for string quartet on "Seasons After
Fall" and recording cverything in onc take, as opposed to the
tracl-by-track recording | usually do. The soundtracl was also
released on vinyl T would have liked to repear thar kind of
cxperience, but more recent projects haven't lent themselves o
it as much.

Has your studio equipment evolved since you
started?

The studio is at my house. There was a fidy long perod when
I didn't have enough money for decent equipment, and 1
worked with small deskip speakers and a lavalier mic; it
required a fair amount of creativity. Fortunatcly, things have
lmproved in that respect. Sometimes, [ get a new instrument;
for example, this year I got a small trumper, bur in recenr years,
the evolution in my work has been more on the software side
than the hardware side.

Do you turn down a project if you don't like
the game or the compony's vision?

I have a tendency to accept everything that's offered o me
indiscriminarely and withour setting any conditions, bur I'm
gradually trying to stop doing that.

What's your best memory from live show?

Hmm... T can't think of anything that stands our, bur T'd say
when I do something a bit "whatcre-frecstyle” it often results in
good memories. Recently, for ex.:lmple I gave a concert where 1
derided 1w sing "Les eaux de mars” for almost the enrire show,
ncarly an hour. It was quitc unsctiling for cveryone, mysdlf
included, bur I don't regret it. Ir was a good performance
cxpericnce in the end.

Today you're in residence for a dance
performeamce. ..

Yes, it's very different, and it wasn't easy ar first 10 understand
how to work with dancers, especially since it's contemporary
dance and there can be 2 deliberate disconnect between the music
and the movement. The work T do on it is sometimes based on
reworked existing music, sometimes improvised. I'm often onsite
during the residencies and on stage with the dancers during the
performarnces, and depending on the situation, T end up doing
a kind of enhanced D] set.

Are you constemily in the stuclio or do you go
out to parties, concerts, or gaming festivals?

I go out a lirrle when there are concerrs near me, yes, nothing

morc IJ:IaD &1at.

How many instruments do you play and what
is your formeat fraining?

[ mainly play piano and cello. T also have a lot of smaller
instruments thar I don't always play very well, bur I record
them occasionally. Currently, I play part-time in Mongpellier
with a band that plays traditional Lrish music. Conceming my
training T wenr o the conservarory, have a degree in jazz, and

completed specific training in video games at ENJMIN.
Hordwene or software?

| have a bit of both at home, but the bulk of my work is more
often on the digial side.

k€ I don’t have
a favorite motto,
but I do have some
‘anti-favorite’

like: ‘Good artists copy,
greatartists steal’’?

Your soundtrack game top 57

Since T've been asked several dimes in interviews abour my
favorite sounduracks, and 1 don't want to repeat myself, I'm
going to list snme thar come m mind, soundrracks T haven't
mentioned elsewhere, bur that T find interesting, whether
they're in my personal top picks or not. So, "Intelligent Qube"
by Takayuki Hamori: unusually dramatic and sophisticared
music tor what ultimately seems to be a kind of 3D Teris.
"Final Fantasy Crystal Chronicles” by Kumi Tanioka: use of
ancient and wadidonal instruments, not so commaon, especially
for that era. "Inside” by Martin Stig Andersen: I'm notsure if it
officially exists as an album; it's mare for listening to in-game.
[ vras very impressed by the sound design in Playdead games.
Kazunori Miyake's "Gradius Suite Fantasia": acoustic reinter-
pretarions of music originally featured in arcades; T don't know
the story behind this album, but I find it enjoyable. Ben Babbie's
"Kentucky Route Zero": a curious mix of styles and an interesting
overall art direcrion.

Which VGM cormposers do you like the most?

Oh yes, there are many composers | really like, especially for
Japanese games, such as Jun Chikuma ("Bemberman”,
"Faxanadu"), Yoko Shimomura ("Legend of Mana"), Miki
Higashino ("Suikoden"), Michiru Oshima ("lca”), Yoko
Kanno ("Napple Tale"), or Kumi Tanioka...

And your top & game?

Likewise, a top list is complicated, so I'll answer with the most
recent subsrantial games T've finished, with a quick review for
cach: "Six Ages 2": unmanageable difficulty, even for me, and
I'm quite an experr on this series. "Chrono Cross": finished it
twenry years after starting it, rarher disappointed by the redis-
covery, but the sounderack remains a classic. "Disco Elysium”:
brilliant storyrelling that even managed ro reconcile me with
recorded voice acting, because T generally have a hard time
wich it. "Inscryprion': | persevered through the final hardcore
section, "Kayeee's Med," it was worth it. And, "Smoryteller”:
I'd been waiting for this game to come out for ten years. Not

really whart I expected, but very clever.
Creative Commons or traditionnal copytight?

Given the number of things I frecly share, I'm prety much
obliged to say Creative Commons, even if there isn't always an

explicit CC mention on my work.
Do you collect vinyl records?

L still have a few records, but I had to get rid of a lot of things
abour ten years ago when [ moved to a much smaller place,
and since then I haven't even had a record player. Soina
way, having records withourt being able to listen to them
makes me a kind of collector, I suppose.

Mountains or sea?

Let's say mountains; I've lived nwenty minures from rhe sea
for ten years and I've only been there maybe five times.
Do you have other passions?

Yes, I think so, but it can be very flecting. Recendy, I've
started working more and more on films, for example,
including as an ediror or actor, things I don't usially do as
much; it's refreshing,

Whet mckes you proud?

I would say mainly the quantity and variety of whart I do,
rather than the quality of each specific thing,

Last question, what's your favorite motto?

I don't have a favorite motto, but I do have some « anti-
favorite » sayings like: "Good artists copy, great artists steal.”
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VE MET WITH ADRIEN, WHO CO-FOUNDED UNDERWATER COMPUTING IN 2019,
LABEL THAT HAS SIGNED NUMEROUS ARTISTS FROM THE VAPORWAVE SCENE.
N 2020, HE LAUNCHED MOCBILE SUITS, CATERING TO DREAMPUNK AFICIONADOS,
GENRE THAT EVOLVED FROM VAPORWAVE. COMPOSERS LIKE SOARER, ROOM]
208, AND KUNISAKI PERFECTLY EMBODY THE CATALOGS SIGNATURE SOUND,
[ERE ELECTRONICS, LO-FI, AND PITCHED SAMPLES IN A CHOPPY, SCREWED-UP
STYLE HARMONIZE, ADRIEN SHARES HIS INFLUENCES, THE ORIGINS OF BOTH
ENRES AND THEIR TIES TO VGM, THE IMPORTANCE OF CRAFTING A DISTINCT]
UAL IDENTITY FOR EACH ALBUM RELEASED IN ULTRA-LIMITED EDITIONS.
INTERVIEW.
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What was the environment like where you
crew up?

I live in the Lyon area in France and originally hail from
Vienne. From a very young age, I was immersed in music
thanks 1o my parents, who played everything from Dire Straits
and Pink Floyd to P| Harvey and The Doors. As a teenager,
T'd dig through the CD bins at record stores — I think
I explored just about cvery musical genre, but it was clectronic
music, in all its forms, that truly captivated me. My electronic
music culmre was shaped by arrists like Burial, Boards of
Canada, Zero7, and Biosphere, to name just a few.

Which manga and video games inspired your
own ledoel?

When [ launched the label, T drew heavy inspiration from
Gundam—a manga I have a special affection for. I've always
l)i‘t‘" {lnlWl] (4] \L'.I‘Ii HII[I l(ll‘l[h! I,‘I HI.\(! ||It'|'|lil)['| A.\il'('l Bl?)‘ h}l’
Tezuka, which is an essential read, just like all of his works.
Other influential manga include “BLAME!", “Akira”, and
“Ghost in the Shdl”, cach with their mesmerizing universes
that have deeply inspired me. One of the games that most
influenced the label is “Hyper Lighr Drifter”, with its flawless
soundtrack by Disasterpeace and a visual style thar cmbodics
everything I love. Other titles that come o mind are NieR:
Auromara and Armored Core VI for their immersive worlds.
As a gamer, though, my heart leans more toward the “Dark
Souls” and “Dragon Quest” series.

Ceam you tell us more about the early days of
Underwater Computing?

Absolutely. Tt all starred with three friends who, like me,
were cassetic digpers. We decided to cach croate a handmade
cassette featuring an exclusive mix, and we had an absolute
blast deing ir. T was particularly excited abour a Dreampunk
protorype I had just pur together. Through this process, we
discovered the creative and artistic potential of cassetres, their
entire surface is customizable. That's when we decided ro
launch our first label, Underwater Computing, and produce
cassettes for artists in the vaporwave scene. For me, the adven-
ture lasted two years. We met so many incredible artists and
gradually carved our a space for ourselves in the community.
Today, the label is thriving with aver 287 releases —ir's
become a key player in the vaporwave scenc.

Tedery, you have your own label, Mokile Suits
Records. What was the decisive factor?

e desire to create the label came from my deep connection
the Dreampunk universe, Thar's where I discovered incredible
artists like 2814, Sangam, Rashida Prime, and CMD094.
Dreampunk is the perfect blend of sci-fi atmosphere and 2000s
clectronic music—it’s also a massive love letter to sci-h, with
many albums that could easily serve as film soundtracks.

Arrists like Kunisaki, Sangam, and The Microgram immediately
embraced the project and trusted me completely. This allowed
me 1o release my firstcassettes and, alongside my graphic designer
friend Reminiz, craft a visual idenrity thar perfectly marched
their music. And just like thar, the label was officially up and

running

€6 Dreampunk is the
perfect blend of sci-fi
atmosphere and
2000s electronic
musicsci-fi, many
albums that could
easily serve as film
soundtracks. 77

Could you tell us about the DNA of your label?

Mobile Suits Records is the culmination of all my passiens:
music, comics/manga, cinema, and street culture with skare-
hoarding and graphic design. T love how music can transpore
you, and that’s exactly what [ want to share with listeners.

The inirial idea was to collaboratz with a graphic designer who
shared the same artistic sensibilities. That's how Reminiz, an
Australian designer, joined me on this adventure and brought
so much m the label. My best friend, Saint Honoré, helped o
build the websitc and has been a lifesaver in coundess ways.

As the projects grew, the team expanded. Saimonix came on
board, taking charge of part of the distriburion and conriburing
with his incredible writing; Two more designers, WDE and
Z.ER.O, joined us, each adding their unique touch to our
projects. For albums by FOx3r and Vid.nas, we worked with
two illustrators, Czar Noka and Storiel, who brought our
visions to life with amazing adaptability. Musically, [ wanted ©
offer something distinct. T chose artists based on their ability o
transport listeners into their own world, What [ love abour
Dreampunk, is its blend ofambient artists with unique artistic
worlds, while also drawing from the UK's 90s/00s clectronic
scene—think D] Javaseript or Cult Member. For future
releases, T'want o explore more thythm. I'm really drawn ro
dub techno, jungle, and ambient techno.

Why do you prefer cassette ecmd DVDr formats?

There are several reasons. With Vaporwave/Dreampunk culture,
casscttes have made a real comebadk. They're a medium that
allowrs for creative visual experimenration; you can design across
the entire surface, unlike vinyl or CDs. We wanted o creare
beauriful, collection objects, giving them a new purpose beyond
just audio. Cassettes are a truly unique and fun formar.

The choice is also practical and economic. Producing vinyl is a
significant investment; you have to get it right and be able to
cover the production costs. Cassettes are mare affordable, and
we can choose the quantitics we produce. The idea of using
DVDrs came about when we collaborated with the group
WDE, who had the expertise. We wanted an album thar was
both musical and visual, and we were absolutely thrilled with
the result.

What about limited editions?

Since demand isn't endless, we wanted ro number each item
sold. We usually limit runs to 50 or 100 copics, but we occa-
sionally do reissues with alternarive versions. We also had fun
by creating a collecror's edidon of Sangam & Microgram’s
album “Best Unknown”; we added texture to the casserte,
hand-tagged the eases, and designed special stickers just for that
rclease. It's all about making cach picee feel unique and spedal!

Music intensifies the aimosphere of a video
garme cnd despens our immersion, In your
project, the musical compositions coe paired
with highly crafted videos. Could you tell us
more coout that?

In the Dreampunk and Vaporwave scenes, thete are so many
incredibly ralented visual artists who collaborate with musicians
—their skill level is mind-blowing. There have been numerous
online festivals featuring these visual creators; check out the
Pure Live Festival or the MTHRBRD chanrel by the label
Villdin—it's truly amazing, On our end, we've worked with

the South Korean artist Prekursor on several projects to streng-

then the visual identity of our albums. Talso had this wild idea
to create an album on DVD), with a unique video for each track.
The duo WDE took on the challenge, crafting both the music
and the visuals for us—they're an incredibly mlented duo.

Whert are the main challenges of
running a label?

When you sell small runs of cassettes, usually 50 to 100 copies,
the profic margins are rzor-thin. After covering manufacruring,
graphic design, promotion, and paying the artists, there’s often
just enough left to fund the next release. If sales don’t go well,
everything becomes unstable, and you have to get creative w0
keep moving forward instead of stagnating. Right now, taxes
and customs issues are hitring us hard.

Listeners outside the EU struggle to buy physical releasces from
Europe; it's become truly complicated, so as a small label we
have m find alernarive distribution channels. Our survival
depends on it. Another challenge dose to my heart is finding
a local foothold. One day, I would love to bring artists to
perform, participare in local evens or even ro host exhibitions.
Burt building that local presenee isn’t as casy as it seems.

Your definition of vaporwewve?

Vaporwave is pure 80s/90s nostalgia, but it's also a brillian
gateway for new gencrations to dive into that era. It draws
heavily from advertising culture, early internet aesthetics, retro-
gaming, cinema, and TV shows, with a strong fascination for
Japan and the USA. To put it simply, the music often involves
sampling entire tracks, then adding glirch effects, slowing the
rempo © 100-110 BPM, and layering on reverb and other
effects 1o create the artist’s signature sound. Visually, vaporwave
is all abour collages of borrowed images —think Japanese ads,
retro-gaming footage, mall culture, and anything thar evokes
a hypnagogic state, There are also many subgenres, like slush-
wave, barber bear, dungeon synrh, and dream funk, each with
its own disinct vibe. A fow essential vaporwave references:
telepachs L/ —RESE, MindSpring Memories,
Saint Pepsi, and Dearh's Dynamic Shroud.Memories, or
Death Dynamic Shroud.
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And what about dreconpunk?

Dreampunk originally emerged as a fusion of vaporwave and
electronic music, pioncered by 2814 (HKE and telepath
5L /X2 —HESIE) on the Dream catalogue label.

It's aunospheric and hypnotc, like ambient music infused with
deep emotional and cinematic layers. Sci-fi cinematography
think Blade Runner, 2001: A Space Odyssey, Akira, Ghost in
the Shell, and The Matrix - has been foundational to both its
visual and sonic identity. You could say that Vangelis is the
spiritual facher of dreampunk, just as Oneohrrix Point Never
is for vaporwave. Today, dreampunk has evolved beyond its
original codes and genre constraints, with artists breaking free
to create something truly unique. A few essential dreampunk
references: 2814, Sangam, Rashida Prime, CMD094, and

Whett's the connection between vaporwave
music cnd video game culture?

The link between the two is very strong, Video game culture is
deeply ingrained in us—just like cinema and music. Since
vaporwave is all abour nostalgia, if an arrist has a connecrion to
a particular game, they will find a way to share thar feeling
through their work. I'm thinking of Brickmason's Pokédream
—a stunning box set featuring Pokémon pixel art. Some artists
lile Foxtail with the album Leaving or Equip with syntheric
core 88 have conceived their music as a video game OST,
generally the visuals are super cool.

When I mention "Ecco the Dolphin®, whet
comes to your mind?

Yes, exactly, the video game on the Mega Drive! Bur also, and
especially, EccoJams by Danicl Loparin, aka Chuck Person. It's
the first album that already embodies all the codes of the
Vaporwave genre, and he never continued. He then lannched
his main project, Oneohtrix Point Never. What's amazing is
that the Vaporwave scene emerged thanks to this seminal album.
This was followed by semninal albums like Floral Shoppe, which
definitively launched Vaporwave culture. Daniel Loparin also
composed the soundrracks for the Safdie brothers’ films (Good
Times, Marty Supreme, ctc.), which arc fantastic. In short,
he's the GOAT.

Whett do you think cbout labels relecsing
music on floppy disks?

Thar's pure vaporwave culture—digging up obsolete formars
just for the fun of it! We tried it once, but you can only it
about 2 minntes of heavily compressed music on a foppy.
The sound is quirky and full of antifacts, which can be charming
in its own way. Now, MiniDiscs, on the other hand, are
awesome! You need a MiniDisc player, bur the sound quality
is just as good as a CD. Plus, the formar irsclf is perfecr for
creating little works of art. The bbel Underwater Computing
still regularly releases music on MiniDiscs.

How doyou see the future of the music
industry with the rise of Al?

If AL is used as a wol to help creating music more casily or
to explore unheard sonic possibilities, then sure, why not
Bur beyond thar, T'm deeply skeprical of Al-generared music.
The driving force behind it is purely financial, so [ don’t expect
anything truly meaningful to come from it. I'm relieved that
Bandcamp is resisting A for now, but for how long?

[ agree with you, music of the future should
stary human, creative cnd cuthentic. What
cre your other passions?

Skareboarding and surfskaring. I've gor the board culture in
my blood. Tennis too, it's my ncw thing; try to hit harder
and harder! And I'm making a point of warching all the
oreat films ['ve missed, it keeps me pretry busy.

Your top 5 video gamme OSTs?

. *Faster Than Life” by Ben puntuy

. “Neon Whitwe" by Machine Girl , an absolure banger!

. “Hyper Light Drifrer” 8 “FEZ” by Disasterpeace, iconic.
. “Silent Hill IT” by Akira Yamacka, a timeless masterpiece.
. “NieR:Automara® bye Kuniyuli Takahashi, and beyond!
His jazz-infused electronic tracks are wild and brilliant.

Your top 5 favarite festivals?

Nuits Sonores (Lyon), as often as passible! T even saw Oneohrrix
Point Never there in 2014; it was unforgettable. Worldwide
Festival (Sete), organized by Gilles Peterson, with Machine-
drum and so many others. The seaside serting is juse magical.
Slushwave Festival (Kortrijlc - Belgium) because it's the only
vaporwave festival in Europe, where 1 bump into so many
familiar faces. A must for the scene. Dekmantel, because the
lineupis always endless and irresistible, PLXI Festival, orpanized
by the London-based dreampunk label Pure Life. Most of

the Mobile Suits artists have performed there—check it

out, everything is onlinel

Your lctest artistic crush?

| can't pick just one, sorry! Here are my recent obsessions: As
an oldies gem: Opik-Opik 1994 - progressive ambient house
that's absolutely extraordinary. T only discovercd it recently,
and it’s pure bliss. As hypnotic techno: Voice from the Lake 1
by Donato Dozzy & Neel. It's soft, mesmerizing, and a huge
favarite of mine. As techno perfection: Irini (Traumpring) and
her 37 wacks —every single one is flawless. Finally, asa
cinematic journey: Kangding Ray's soundirack for Sirar movie;
it literally transported me. He's playing at Nuits Senores this
year, and it's going to be epic. Each of these is 2 masterpiece in
its own right!

If you could telepart yourself for a few days...

Japan, without hesitation, for all its culrural richness.
But the risk is that I wouldn't want to come back!
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Poged5 Rorewax 79 VEM special by 2080 Music

Rare wax

FOR THIS VGM SPECIAL, WALID, AKA 2080, REPRESENTs THE IDEAL COLLECTOR
AND PRODUCER BECAUSE HE BLENDS VIDEO GAME CONSOLE SOUNDS AND
ANALOG SYNTHESIZERS TO CONNECT MICROMUSIC SUBCULTURES AND POP.
A LEADING FIGURE IN THE CHIPTUNE MOVEMENT IN FRANCE, HE HAS NOTABLY
CCLLABORATED WITH dDAMAGE, JULIE WATAI, CLAUDE VIOLANTE, SATANIC
PORNOCULTSHOP, AND HAS ALSO CONIRIBUTED TO SOUNDTRACKS FOR VIDEO
GAMES, DOCUMENTARIES, AND FILMS BY JAC & JOHAN... HIS SELECTION REFLECTS
HIS INFLUENCES, RANGING FROM RAVE AND CHIPTUNE TO TECHNO AND

SYNTHPOP, NOISE AND AMBIENT.

Jecn-Fremcois Freitas / Another World Lp

( Black Screen Records - 2017)

Released in 1991 on Amiga and subsequently on all other
platforms, it's my favorite game. | discovered it on the Super
Nintendo, which perfectly captured the Amiga's characteristic
low-fi micro-samples, The minimalist, aunospheric, cinematic
soundtrack, featuring the legendary flute sound, takes on an
extra dimension in a version reworked specifically for vinyl
by Jean-Frangois Frcitas himsclf.

Haruomi Hosono / Video Garne Music Lp

( Yen Records - 1984 )

Considered the fisst video game music album and the fimst
chiptune album, this album sees the legendary Haruomi
Hosono pushing the boundaries of his arr once again.
Having created J-Rodk in the 1970s and revolutionized
synthpop with Yellow Magic Orchestra, Hosono leverages
his vast influence o assert thar video game music is a legiri-
matc are form. In this album, he reinterprets and rearranges
classic arcade themes, delivering an iconic record.

Suzemne Ciomi / Xenon 7-inch

( Finders Keepers Records - 2021)

A slight change of pace: Xenon isn't a video game, but an
elecrronic game! A pinball machine, even, bur Suzanne
Ciani's sound design is cxceptional. A pioncer of decironic
musicsince the 1960s, she was contacted to create the sound
design for Xenon, a pinball machine from 1980. With
arpepgiated Buchla synthesizers, stare-of-the-art samplers,
and vocoders whispering the game's actions in 2 sexy, other-
worldly voice, the limited-edidon transparent blue vinyl (only
500 copies) compiles all the machine's special effects.

V-A / R-Type - rerm Game Music 1p
(GMO. Recards - 1988)

Behind the nightmarish visuals of the shooter R-Type, an
homage to the Alien films, lies a compilation of various arcade
games from the developer Irem. It features music fram several
more or less forgotten arcade tites, including “B-Type”, “Moon
Parol”, “Kickle Cubelz”, and “Lode Runner”, to name just a few.
The sound is mw and unfiltered, no offects, just pure, unadule-
erated music. The chips sing, they scream, plunging us back
into the atmosphere of arcades in 1988, the year this album
was rcleased

Yoko Shimomura / Street Fighter 2 spécicle

box 4Lp ( Brave Wave - 2016 )

Few classic game OST's reach the level of “Srreer Fighrer 2's".
And this four-vinyl box set pays homage to both arcade
versions of the game. All the music has been restored as close
as possible w the original 1991 sound, and the set includes
artwors, a booldet featuring an interview with composer
Yoko Shimomura and a massive collector's-quality box. The
excitement is still there, the themes are imedess and relendess.

Yuzo Koshiro / Street of Rage 2Lp

(Derex Discs - 2016)

Undoubtedly one of the most famous soundiracks in the
pantheon alongside “Super Mario Bros”, “Sonic”, “Mega
Man 2", and “Street Fighter 2", Koshiro delivers an eary
house score so perfect that it's still regulady featured in DJ sets.
Agpressive and groovy, the iconic tracks How searnlesdy
together, enhancing a gaming experience that no one has
forgotren if they were lucky enough to cxperience it firsthand
in 1991.

Sword & Sworcery / Jim Guthrie Lp

(Derk Flute - 2011)

In 2011, “Sword & Sworcery” emerged as part of the new era
of indie games. Emortional pixel arr, an abstracr and poeric
storyling, all sct to an ambicnt decronic soundirack. Carchy
melodies, somewhere betwezn maivety and melancholy, over
sharp trip-hop bears. A newfound artistic freedom, thanks to
very small teams working outside the constraints of industrial
productions, the indie spirit is even reflected in its music.

Sexy Synthesizer / Space Lp

(8hit Is Enough - 2023)

I bend the rules a little more by placing one of my favorite
chiprune albums on the shelf. Takeshi Nagai, aka Sexy
Synthesizer, is a fan of carly 805 Namco arcade gamcs, from
which he draws samples that he twists into a disco-funl sound
thar could have come siraight from a forgonen game. This
album embarks on an exploration of space disco that culmi-
nates in a triumphant homage © contemporary minimal
music in the style of Steve Reidr—a marvel limited to

100 copies.
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Top 5 video game soundtracks

- V-A"Animal Crossing: New Horizons'
- Tsukasa Tawada "Pokémen Colosscum”
- Ingrid Mejia "Planet Laika”

- "GERMS: The Targeted Town"

- Haishima Kuniski "Kowloon's Gate"

Top 5 single or album

- RATM "The Battle Of Los Angeles”
- Roni Size &chm:nt "New Forms"
- Juana Molina *"Un dia"

- 2814 " Birth of a New Day”
- Kurol Ame "Sacred

r tirst professional experience as
Lseill don'c feel ke ' a profissional

How many instruments do you play?
G-dm,pmm.lm,s,&wdmmui:m
ments, a bamboo fute fom my grodmethe’s
house, a wy ﬁ:ga;m[hm and m::l]:k

]!'I'hﬂym_.l .'I’apu:i?
Creative Commons or traditional

copyright?
lsuppmﬂll‘;q;u:hﬂy]apmsmdmoml
music copyright system isn't my stvle. Thar's
why I'm crendy running a radio starion
:hnzudyphys macks by independent arrises
aren'c registersd with mwdghmgul—.
mﬂc{m.ltxmﬂedsbmn’mlu—iﬂr—

Do you collect vinyl records?
Ihayutmlecﬁmofvhﬂrl.

friends...

H you :auldhuwummuﬂmwtﬂx

somecne in the Game industry...
Osamu Sato.

Wheat job would you like fo do if you
weren't a composer?

T'm doing this job because none of my other
wotk Is going well

Welcome, adrink of ..
Boba.

Teop 5 video game soundiracks

- ZUN “Embodiment of Scaret Devil”
= Yasunord Misuda “Chrono Cross™

- Castlevania serdes

- Aldra Yamaoka “Silent Hill 2"

- Masashi Hamauzu “Sigma Harmonics™

Teop 5 video g‘mﬂdl : i

I can't say I'm much of a gamer,
&\«udtigame growing up was “'Eugd:rym”...
Your firsl professional experience as

o com|

Ha.tsofl‘a:fv: 2021, Haus of Pacifi- (2021).
The film was abour a drag queen and for the
main theme [ 'was golng for something over-the-
top, so [ wanted dramaric soprane vocals over
an archesmal instrumental... T couldn’t find a
soprann, s [ ended up singing the part mypself_.

What was your first feaching
experiencs as a composer?

A collepe course called Weltng Japanese
Video Game Music ar San Francisco St

Universiry (n 2021,

Why are you a specialist educator?

I think Japaness composers pioneered a
distinctive game music sound that’s quite
different from orchestral film scori

due to the rechnelogical m“ﬂ_l“g m
chiprune era... Traditional music currcu-
lums don't ncccssarily wach the crafrwell, so T
wanted o fill that gap.

Do you advise your studenis fo use Al?
1 don’t advise against it. Bur any serious game
composer should be able m create srong and

tracks with speed, and 1 teach
them the wols and techniques m do so.

Analog or digital equipment?
Digital

CC or traditional copyright?
Traditional copyright.

What job would you likze o do if you
weren't a teacher®
Probably a multi-platinum pop scnsation.

Welcome, adrink of...
I love tea, in almost all of its forme. I usually

drink green tea all day long, Let’s have some...

Top 5 video game soundiracks

- Austin Wintory “Journcy”

- Bear McCr:arv “God of War: Ragnamk’
- Olivier Dictivitre “A Tlague Tale: Requiem”
- Gareth Coker “Oriand the Blind Forest™
- Bill Brown “Lineage 1"

Top 5 single or album

This might be ashocker for people that don't
k]lw me, lJLlL my fa’r ail:lum {I‘Jﬂ] ']E,‘IESL
10 vears is “Calambre”, by Nathy Peluso.

Your first professional experience as a

composer?

Ifit's the first dime 1 got payed asa
composer, | was 16 years old and Twent
abroad 10 Genmany o give a congert of my
own litle music, around 2005-2006.

Analog or digital?
Mix!

How mony instruments do yeou play?
more than 10 but | cnly stdied the
trumpet, horn, piano and guitar...

Can you explain the crealive process
behind "The Hockmarine" O5T?
Ivenmured a Bnde ouside of my comfore zone,
since T thoughtan amblence-svnth-like OST
would fit che purpose of the game berer than
my usual rraditional-folklore orchestra,

Do you use Al?
I den't and Lactvely refuse w use it and cam-
paign against it. At least GEN AL that is...

What are your three favorite piece?

T almost never listen back 1o whar Tve com-
posed, 1 always want to change things. If T
have to chocse, maybe “Olye, Mama's™ OST
intmduction, “Born Again” and “Mana d=
la Oiilla Blanca™

If you could have a conwersation with
scmeone in the Game industry?

1. K. Rakozy

T

@stra\n;dogﬂ

o

Y 4 strawdogz.band_camp;.com

Vinyl & digital
Heavy dub music featuring Lasai,
Nina Girassois, Warrior Queen,

"~ Lone Ranger & Lord Pompei

-
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Elpranvidl SF feasures

NOUVEL EP PARANQID PLEASURES EN STREAMING ET TELECHARGEMENT
SUR SPOTIFY - DEEZER - TIDAL - PANDORA - APPLE MUSIC - ITUNES - YOUTUBE
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