Seesar Lovecraftian Futurist Composition Card System

Forward
For me, the evocation of Lovecraftian narrative elements and aesthetics of Futurism are well-suited for each other. The uncertainty, ambiguity, and unfamiliarity inherent in Futurist presentation match the indescribable, unimaginable, and unknowable of Lovecraft’s cosmic horrors. Italian Futurism was my starting point as an influence and exposure to exploring sound, as it was for many experimental music artists and composers, yet that quickly expanded both in terms of how I approached creating sonic works and how I engaged with the world around me. Interpreting Lovecraftian horror transformed from merely entertainment and parallel associations of sounds and stories to seeing a larger picture and expanded “calling” as an artist. The roots of what I held closely as the strongest means of expressing what resonated with me remained translating Cosmic horror into experimental soundscapes with Lovecraft’s writing and Italian Futurism as the nexus of the inspiration, but expanded concepts exposed themselves to me over time, demanding (on a personal level) that they also be addressed. For example, the alternate realities and recycled, revisited functionality of the discarded or underappreciated found in Afrofuturism, Gothic Futurism, and Dadaism (not a Futurist movement, of course, but arguably a reaction to Futurism) could all be seen as extensions of a similar approach to representing ideologies that are common in modern responses to Lovecraftian Horror. To be specific, the sentiments put forth by Lovecraft often house(d) an underlying, and regularly distasteful message that by today’s standards (luckily) is rejected outright, and it is this polar reversal that partially fuels some artists to embrace Lovecraftian narratives in a contemporary setting, thus enabling the expression of a contemporary social commentary. Matt Ruff and Sylvia Moreno-Gomez choose to do this through literary publications, Joseph Kwong through animation and film, and René Echevarria and Travis Beacham through television serials – all, on some level, attempting to subvert the nature of Lovecraft’s bigotry (what that extent of bigotry takes is something debated in academia and popular discourse, but I rarely see anyone stating some instance of bigotry at one point or another during Lovecraft’s career is non-existent). I am one of these artists and I use sound to engage with and express this parallel social commentary. 
The approach that I would use to create soundscapes which expressed Lovecraftian narratives, including stories that emerge from the continually growing universe of Lovecraftian cosmic science fiction horror, and simultaneously outlined personal takes on anti-racism, pro-feminism, support of the LGBTQ community came to me all at once, yet it has also taken years to develop and execute. In 2003, when I first moved to Honolulu to study music at the University of Hawai’i, I conceived of methods to try and what different layers of the same approach might involve, but it was not until 2007, when I was almost finished with my Master’s work that I began to experiment with these methods in full. After I relocated to London for my Ph.D. work later that year, I composed my first full pieces and recorded them, triggering an almost fifteen-year research project that only has come to the end of its first stage in 2021. (It is now 2026, at the time of this revision, so I suppose I can say this methodology of composition is closer to 20 years in the making…)
The order in which I explored the methods I hoped to develop could have been in almost any order, but being the excitable person that I am, easily bored with conventional (insert practically anything here), I chose to test the basics of how Futurist aesthetics could represent Lovecraftian narratives (and the associated social commentaries) in what I considered to be its “purest” forms. I wrote pieces for families of sounds, rather than specific instrumentation, a la Luigi Russolo’s approach to composition, and I employed Futurist graphic notation, as well. Eventually, I borrowed from Anthony Braxton, and introduced a colour code for certain passages that invited players to personalize the ways in which they engaged the scores. I built up a library of possible sounds, possible narrative elements (characters, settings, evoked emotions, and the stories themselves, for the most), and created an arsenal of instruments and noise making devices that purposefully reached beyond standard timbres and performance techniques to “paint” my sonic pictures.
After completing over 100 works in this vein, from The Gease of Tsathoggua (the first piece that used this methodology in full to compose it) that was part of a 2007 compilation on Zos Kia Records called Under a Big Red Sun to my latest tracks on Sombre Soniks, Big Cypress Swamp, Silber Records, and Ambient Online (I am still associated with all of these in 2026), I feel that I have explored the basics fully enough to move on to the next phase of this creative project. From here, I could have chosen to begin including passages of Western style notation enabling the introduction of tuned or traditional instrument melodic, harmonic, and rhythmic elements back into my music to counter and enhance the rubato or timbral poem roots of the pieces. I could have also chosen specific instrumentation, purposefully expecting aural associations with cultural or historical factors that may relate to Lovecraftian narratives. Instead, I opted to move in another direction and save these facets of methodology for the final phases of the experiment.
Instead, I am taking inspiration (again, as this has happened several times in my career) from John Zorn and Anthony Braxton (individually) to branch out into a new approach (at least for me). From John Zorn, I am drawing on a sort of game theory approach, and from Anthony Braxton, a modular approach, both of which combine to create the notable change in direction for this phase. I have moved to employing a card system, where the composer of a Lovecraftian piece can follow a set of rules (if desired) to determine the number of voices, the length of a piece, which parameters the graphic guidelines prescribe, and arrange the cadence of the work, then select appropriate passages and piece them together to express their commentary and/or outline their narrative. The cards contain graphic notation as before, with a colour scheme that allows the player to inject their style, compositional tweaks, and personal voice into the realization of the work, all whilst still maintaining a recognizable link aesthetically to the Lovecraftian work being evoked and/or the comment being made.
Furthermore, the system is intended to be an invitation and encouragement to embrace an artistic community of like-minded composers and performers who wish to experiment and create with the approaches put forth here. As mentioned below, the system is to be thought of somewhat as an “open source” system, and composers and performers are not only asked to expand the system, but make their injections of compositional instances available for others to use, gather inspiration from artists in the community, and produce an ever-evolving and growing body of works seen as entertainment, exercises in performance experimentation, and an outlet for generating sonic art for change and the betterment of the world in which we live. This may all sound a bit grandiose, and it will be to some, but the encouragement to engage should not change the outlook that an individual or ensemble has already – solo artists need not play in groups; artists with little or no social or political views exposed to their listeners need not rant or “stand on a soap box” to present material; and vice versa, those who have strong opinions or wish to have their art “matter” beyond merely being creative need not relax their intentions. The community I hope that spawns from the release of this system should have the diversity of the universe in which it is operating, and should reflect the respect and positive comradery the artist community should hope to be taken as a role model for the world around it. That being said, my deepest wish is that creators simply find the system fun to use and allow it to enable them to produce countless new pieces and creative directions that will enrich everyone involved, from the composers to the performers, instrument-makers, listeners, and anyone else within the circle of the card system’s community.
I could not have made it this far without the help of several supporting artists, friends, all of whom I wish to thank from the depth of my heart, many of whom have listened to all the experiments, ramblings, theoretical chats, frustrated comments, gleeful achievements, and everything else that goes along with developing a creative composition system such as this, including random homemade instruments getting under foot, late/early hours of mixing in the studio, constant discussions of Lovecraftian horror and modern reactions to that, reviewing countless poorly-thought-out related art work and web posts, and hearing the repeated excuse, “just let me finish this one last thing…” that was typically a sure sign that something was about to last another several hours.
I also need to thank all the record labels who have helped me in the past, present, and plans to help in the future, especially Priapus 23 from Sombre Soniks, Brian John Mitchell from Silber Records, everyone at Devil’s Breath and M.A.D. Recordings, Simon Marshall and Ra Sonologist at Big Cypress Swamp, Michael Barnett at This is Darkness / Terra Relicta, SignsofLif3 at Ambient Online, Robert Pepper at Alrealon Records, and of course, the artists who have helped me realize my works to date, including (but not limited to and in no particular order) Silence Wave, Vultures Quartet, P.A.S. Musique, Norman Benjamin Peirce, Hell is Carbon, Rappuwar, raxil4, Mu (Femme Fatale), The Strange Walls, Babilith, Druhá Smrt, Matt Blackwell, Jason Wayne-Sneed, Arcaide, Jonathan Kershaw, and supporting artists and friends, including Mizfit tha Menace, Matt Chin, Ali Kirdar, Joel Tabarara, An Bin and Pompom (Dead Time Factory), Tribes of Medusa, Nathan Leigh, Anton Mobin, John Russell, Junky Chaos (Torturing Nurse), DJ Kraze Rock, Ying Chi, Jason Simpson, Steve Beresford, Ed Bubl, Sonia Paço-Rocchia, Damo Suzuki, Malik Tebrizli, Richie Green, Lol Cozhill, Weina, Black Magic Cyborg, Jaycie Carver, Tim Drage and Lisa McKendrick (Cementamental, Ninja Riot, and Isn’tses), and many, many more. I also want to thank those who have greatly inspired me by directly (or in one case, indirectly) encouraging me to explore sound, improvisation, and speak out for change using my art as a medium, specifically Sun Ra, Anthony Braxton, John Zorn, Genesis Breyer P-Orridge, and (sadly, one of my heroes whom I was not able to meet) Rammellzee. Most importantly, I would also thank my greatest inspiration, Victoria Snaith, who has directly and indirectly guided me, encouraged me, and fuelled untold numbers of my creative ideas for years.
	Finally, I would like to dedicate the pieces created using this system to my close friend Sean Johnson who was with me during my first thoughts of implementing this system and was a great help by simply allowing me to vent ideas and expressing interest in my creativity during the formative stages of this compositional methodology. He was not able to hear even the first complete pieces released, but he was able to give me valuable feedback and infinite support so that the system and the first 100 plus scores and recordings could be realized. He will forever be missed and will always serve as an inspiration to create with purpose and integrity.
Below is the rule set, some suggestions, a sample construction of a piece, and the card sets themselves (the body card set and the cadence card set, plus some extra blank cards). I encourage any composer, improviser, or storyteller to embrace this creative authoring and construction of a sonic tale and join the ranks of modern-day Lovecraftian Futurists to voice their opinions and further this important and remarkable, yet indescribable and unfamiliar art movement. Enjoy and expand the system if it is felt that it is needed (see notes below), and please record any works, implement changes, and share documentation of works associated with the approach herein. The material here is being put forth under a Creative Commons copyright, and I ask that any recordings, sharing, or publication of works or changes include links and accreditation to me and my web presence (see the “fine print” section below), both to celebrate your engagement with this composition and performance system, so that we may all learn from your works, and bear witness as Lovecraftian Futurism flourishes with a life of its own, like a shoggoth, free from the bindings of the Elder Things constraints and short-sightedness.
[PAGE RESERVED FOR “FINE PRINT” TERMS AND AGREEMENT HERE]

Page intentionally left blank for legal stuff, like posting recordings, performing rights, and mechanical rights, plus an explanation of the appropriate Creative Commons license. 
For now, the basics are the system is open to be used by anyone, but please include my name, Will Connor or William Klugh Connor III, when registering the work with a performing rights organization, listing the composer(s), or describing the composition officially or publicly. No monetary exchange is required (although any offers of monetary exchange are open to discussion), simply acknowledgement and a link back to the system (http://www.seesarmusic.com/compositions).
Detailed and legally confirmed instructions will be added here in future iterations of this document.
This is only the second revision of this document. There may be and probably still are typos and errors. Please report any issues or need for clarification to seesar@seesarmusic.com , and it will be addressed as soon as possible. This document will undergo periodic updating (read as approximately once every 6-9 months).

How to compose using the Lovecraftian Futurist Composition Cards

The composition cards are intended to be used to piece together elements of timbre, length of performance, cadence alignment, and evoke narrative elements suitable to match the literary inspiration for the work. The rule set for composing with the cards is considered a suggested methodology and composers are encouraged to use the cards as they see fit or even alter them if so desired, however, the system is fully functional unaltered, so composers may engage with the system already developed without any further alterations. The cards are also intended to give the performers input into the realization of the piece and ensure that the piece is both unique for each performance and retains recognizable elements to always have the potential to evoke the narrative desired. Instructions for the players are discussed in the next section.
There are three approaches to composing using the system:
A. One is writing for a specific size of ensemble, meaning the composer knows the number of players, but maybe has flexibility with the number of voices involved and/or has not fully decided on the literary narrative she wishes to use as a base for the piece.
B. One is writing for specific voices, regardless of the number of players, meaning the composer has a good idea of what types of sounds she wants and perhaps will be in a studio setting and can track a number of voices different to that of the number of players (ideal for solo recorded performances).
C. One is writing for the literary influence without specific regard to the number of voices, meaning any number of voices is feasible, but the source of the voice choices becomes the inspirational literature rather than the immediately available sound generating means available to the musicians or the size of the ensemble is less of a concern.
Each of these approaches will use the same steps to create a piece using an unaltered version of the system, but the order in which the steps are implemented will vary to accommodate the approach. There are certainly other approaches, as well, so if a composer wishes to employ a different approach, be sure to double check the order of steps to make sure creating a new piece can be engaged as smoothly as possible.
	Here defining “voice” and what I am calling “voice streams” will be useful: when referring to a “voice” I mean a specific sound played on a single instrument by one or more players (doubling voice – two players both creating thunder sounds, for example), but when I refer to “voice streams” I mean a one or more players performing one or more sounds within their notated passages. For instance, a card suggests four different sound families as possible representations of the literary element. A player or players can choose to use only one of those sounds or then can switch between them or layer them as they see fit, creating a “voice stream” that follows the notation of the card(s). 
The steps listed below are in the order of approach A, writing for a specific ensemble size, rather than starting with the inspirational literature or restricting a piece to specific voices. Approach A is writing for a specific number of voice streams, which can be played by the same number of musicians or however the composer and performers feel is most efficient without increasing the difficulty of realizing the piece.







Composing Using Approach A:
The composer needs a six-sided die (d6) to determine some of the parameters of the piece. Other parameters are solely determined by the composer.

1. The first parameter is the number of players in the piece. This should be determined solely by the composer (or performers, if they are self-conducted), whether the performance is a studio recording or a live presentation, and if any of the players will double on voices.

2. Next, the composer (and/or players) should determine the number of voice streams that will be included in the piece. Consider rethinking this once the cards for the piece have been selected, if the players are flexible with the sounds they can produce (return to Step 2 after Step 9). If the ensemble is more rigid in what they can produce, consider whether or not individual players can produce more than one sound at a time or if they can switch between sounds throughout the performance of the piece. These considerations should inform voice stream decisions.

3. The composer should now determine which player or voice will be the root of the piece, which I refer to as the “Base Voice.” This can be any voice, but a voice with sustain or greater dynamic possibility, or perhaps the opposite and has a drone-like consistency may be better choices. Of course, the literary elements will partially dictate the appropriate sound. Also, the base voice may be better performed by a single player who is not doubling voices.

4. Once the number of players and the base voice has been determined, the composer can move on to the first roll of the die, which determines the length of time each voice adds sound to the piece prior to the final cadence section. The composer should roll one 6d per voice and use the formula:

Length of time performing prior to the final cadence = ((1x6d) + 4)

This will yield a number between five and ten, and will be the number of minutes the voice is heard in the piece before the final cadence begins.

The longest time generated should be given to the base voice. The subsequent lengths of time generated should be distributed to the other voice streams (not individual voices) as the composer sees fit.

An optional approach is to use the d6 formula without adding the extra four to create a shorter piece or use a combination of rolls with and without the added four to emphasize certain sonic elements as being thematic. Yet another method is to roll once using the d6 formula with the added four to determine the overall length of the piece, then roll the die for each voice without adding the extra four to create a piece with less voice overlap or a more notable shift from one set of timbres to another over the duration of the piece. To change the length of a piece, adjust the addition factor. The starting addition factor of 4 is suggested merely because in my experience, commissions have regularly been requested to be less than 15 minutes. Any length of composition or adjustable lengths as determined by the composer or performer(s) is possible. Whichever method is used, the end of this step should result in determining the length of time each voice will be heard in the piece before the cadence sequence.

5. The next step is for the composer to determine which voices will be heard in the final cadence. Here this is individual voices, not a voice stream with multiple sounds. This can be all the voices in the piece or only one, or anything in between.

The composer is encouraged to use the narrative elements and inspiration work to outline the possibilities of which voices should be included. For example, if the inspirational work has a narrative that includes a house at the beginning and a cave at the end, the sonic evocation of the house may not be a desirable choice for the final cadence. Vice versa, if a house is the opening and final setting for a narrative, perhaps having the voice representing the house be heard both during the main body of the piece and the cadence sequence would be suitable.
An alternate for determining the number of voices heard during the cadence is for the composer to roll a 6d for each group of players/voices up to six players and use the raw number of the die roll to set the number of voices. For example, if there are ten players and twelve voices, the composer can roll 2x6d and may get a total die roll of seven. Afterwards, the composer should select the most appropriate seven voices, eliminating the double voice performances, if possible, and the continue on to the next step.

6. Once the number of voices has been determined for the cadence, the composer should roll the die to determine the length of time each voice plays in the final cadence section and use the formula:

Length of time performing during the final cadence = 1X6d  

When each voice participating in the final cadence passage has a die roll associated with it, use the following chart to reference the length of time of performance in during the final cadence:

Die Result	 Time Playing (in min/sec)
1 00:15
2 00:30
3 00:45
4 01:00
5 01:30
6 02:00

7. The next step, still related to the final cadence sequence, is to determine the number of 15-second rest cards given to voices participating in the final cadence sequence. The composer should evaluate this by looking at the voice(s) with the longest playing time in the final cadence sequence. This voice (or voices) are the “base cadence voice(s)” and will play the entire length of the cadence sequence to form a base for the cadence sequence and do not get any rest cards for length adjustment.
All other voices, meaning those playing a shorter amount of time than the base cadence voice(s), get adjustment rest cards such that the time the voice is heard and the rests for those voices are equal to that of the length the base voices are playing.
For example, if the base cadence voice is playing a full two minutes (2:00) during the final cadence sequence, and two other voices are playing one minute and thirty seconds (1:30) and one minute (1:00), respectively, the latter two voices receive adjustment rest cards to increase their cadence time to two minutes in total. Player two with the one-minute-and-thirty-second cadence passage will get two 15-second adjustment rest cards. Player three with the one-minute cadence passage will get four 15-second adjustment rest cards. An example of using the adjustment rest cards is described in full below.

Player 01 – 02:00 (plays one card for two minutes)
Player 02 – 01:30 (plays one card for one minute and thirty second with two 15 second rests)
Player 03 – 01:00 (plays one card for one minute with four 15 second rests)

The rationale behind this is to align the voices during the cadence such that the piece ends with all players ending at the same time (even if that means one voice plays longer than the others (see below)).

8. Similarly, the voices heard during the main section of the piece will also get rest cards. As with the cadence rest adjustment cards, voices other than the main body base voice(s) will receive four 15 second rest cards for each minute that voice is playing less than the base voice(s). 
For example, voice A is the base voice and is playing for ten minutes, and voices B and Voice C are playing six minutes and five minutes respectively, voice B would get eight 15 second rest cards and voice C would get ten 15 second rest cards.  (If the alternate method of determining the length of the piece separately, then adding voices with no specific voice acting as a base voice, the number of rest cards should be allotted with respect to the pre-determined length of the piece, as if it were a base voice described above.)

9. With this information determined, a dynamic map of the piece should be created.
This will generate a full score of the piece, show how the voice streams interaction with each other, afford the composer the ability to eliminate or adjust lulls or empty passages, and ensure the cadences and main body sounds unfold in the manner desired. To do this, start by creating a chart that represents the voice streams versus time, with a separate row for each voice stream and vertical bars representing each minute of the piece. For example, a seven voice stream piece with a main body part that lasts ten minutes and a cadence that lasts two minutes will yield a chart that is seven rows and twelve columns. Then, use the base voice stream and use it as a reference for all other sounds. Add the cadence base voice so that the full length of the piece is represented. Add each additional voice stream being sure to note how and if the voice streams cross over into the cadence section. After that, simply add each voice stream and fill in the chart, deciding where rests will be placed. 

10. Now the number of cards given to each voice for the main body of the piece should be determined. The dynamic map that was created in the step above is also meant to be a tool to decide on the number of cards given to each voice stream, if the composer would prefer a simpler method than a roll of the d6. 
The suggested method to determine the number of cards each voice receives is to match the number of cards to the number of sections within the dynamic map a voice stream is heard. For example, if a main body length is ten minutes, and a voice stream has been determined to play six minutes of that ten minute period, the voice stream may be mapped out to have the musicians play from minutes one to two, from to four, and again from minutes six to ten (where the cadence begins). That constitutes three instances during the voice stream that the musician will be playing, and therefore they would receive three cards, two to play for one minute and one to play for four minutes. This should be calculated for each voice stream.

The above method is strongly recommended, however, an alternative method that is more complicated suggests that the composer roll a 6d and use the raw number to assign a number of cards to each voice. The number of cards should then be used to determine the duration of the card’s passage such that the total of card durations match the total time the voice is heard during the piece. It is recommended that this be left to the players, but this can also be determined by the composer if the composer prefers to have greater control over the elements, order of presentation, and length of each element. Lengths of cards should be limited to the following times:

00:30
01:00
02:00
03:00
05:00
10:00

Permutations of these times should allow for any length of time a voice has been determined to be heard within the piece. 
For example, if a voice is heard for 10 minutes in the piece and they are issued four cards, they could use one card at 5 minutes in length, one card at 3 minutes, and two cards at 1 minute. Alternately, they could use two cards at 3 minutes and two cards at 2 minutes. Another possibility is one card at 5 minutes, two cards at 2 minutes, and one card at 1 minute. Each set of timings adding up to 10 minutes using four cards.

11. The final stage of preparation is ordering the cards for performance (meaning placing them 
on the dynamic map). Again, it is recommended that the players take part in this stage of composition, but it is not required. 
A piece should not be any longer than the total sum of the duration of a base voice of the main body and a base voice of the final cadence. The piece should not be any shorter than the duration of the base voice of main body minus its rest duration(s) plus the final cadence base voice duration. For example, if a base voice for the main body is 10 minutes long, but uses two 15-second rests granted from having a shorter final cadence sequence duration, and the base voice for the final cadence sequence is 2 minutes, the piece cannot (mathematically) be less than 11 minutes and 30 seconds, if the rest cards for the base voice of the main body of the piece are used during the opening passage of the piece. (30 seconds of silence before the voice is heard, then continuous playing of the base voice of the main body until the end of the piece, aligning with the base voice of the final cadence sequence). Note here, though, this is merely a mechanic to shorten a piece and silence in not intended for the opening of a piece unless the composer truly desires to include that.
A composer also has the option to shorten the base voice, but shift a voice heard less during the piece to fill the opening sequence, so that the length of the piece remains the same as it was originally determined, but the base voice is not the first voice heard. As before, narrative elements and inspirational literature can be a determining factor in deciding if this method is useful. For instance, if the first element of a story is walking down a stairwell or something dramatic such as an explosion, but the event does not occur again in the story, shifting the base voice and replacing the opening sequence with the appropriate voice would be suitable.



Here is a full example of composing a piece using the card system (cards themselves, including narrative elements and improvisation options will be discussed in the next section):

A composer wants to work with three players to create a trio piece. Each player will play only one instrument and not double voices. 
1. The composer will roll the d6 to determine the lengths of time the players will be heard during the main body of the piece, and the results are Voice A will play 4 minutes, Voice B will play 3 minutes, and Voice C will also play 4 minutes before the final cadence sequence.
2. The composer decided that all three voices will play during the final cadence sequence. The composer rolls her d6 to determine the length of time the voices are heard in the final cadence sequence and the results are a 2, 4, and 5, and then using the chart above she assigns the times to the voices as Voice A will be the base voice for the cadence and play for 01:30, Voice B will play for 01:00, and Voice C will play for 00:30. Then, all voices also get four 15-second rest cards (this number can be different, however in this example, all voices get the same amount of rest cards).
3. The composer rolls the d6 once more to get the number of cards each voice will get for the main body of the piece (keeping in mind that she already determined the number of voices in the final cadence exercising her preference, rather than opting to roll the die and determine that value randomly). Now, Voices A and B get two cards each, and Voice C gets four cards.
4. The composer selects her choice of cards representing the narrative elements she wishes to evoke, and the cards are given to the players (see discussion of cards below). For this example, she chooses cards 015, 023, 052, 087, and 109.
5. Then, the players decide how long they will spend on each card. The player of Voice A chooses to play each card for 2 minutes. The player of Voice B opts for one card to be 1 minute long, and one cards to be 2 minutes long. The player of Voice C decides three cards will be 1 minute long and one card will be 2 minutes long.
6. Then they arrange their rest cards among their notated cards to create the final sequence of the entire piece, ensuring the trio stops as planned, in this case, together.

Voice A: Card 023 – 2 mins, rest (15sec), Card 087 – 2 mins, restx3 (45sec), Cadence Card 005 (30sec), Cadence Card 007 (30 sec), Cadence Card 013 (30 sec)

Voice B: (Starting at 2:00) Card 087 – 1 min, restx2 (30 sec), Card 015 – 2 mins, rest (15 sec), Cadence Card 07 (30 sec), rest (15sec), Cadence Card 013 (30 sec)

Voice C: (Starting at 1:00) Card 052 – 1 min, Card 087 – 1 min, rest (15 sec), Card 023 – 1 min, rest (15sec), Card 109 – 2 min, rest (15sec), Cadence Card 013 (30sec).

Voice A is heard first, with Voice B entering at 2:00 into the piece, and Voice C entering at 1:00. All voices (and voice streams) end at the same time. Total time of the piece: 7:00.
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Table 1: Voice versus Time. Numbers in the format 0xx/1xx (three digits) reflect regular card numbers and numbers in the format Cxx reflect the cadence card number. Blocks marked “Rest” reflect when players are not playing. Time is marked in increments of 15 seconds per block along the top row.

Composing Using Approach B:
	The composer or performers have already determined the instrumentation for the piece. For example, a cellist is invited to play with a daxophone player and a shakuhachi player. The trio already knows what the instrumentation will be, therefore the steps in approach A that determine instrumentation and number of voices can be shifted to the beginning of the procedure. The composer can determine details like which instrument is the base voice, which instruments align best with specific narrative elements, et cetera. Generally, the composition is formulated using the same method as approach A otherwise.

Composing Using Approach C:
	The composer or performers already have determined the narrative being taken as inspiration for the piece. It is recommended to (re)read the story in question, make a list of possible inspiring narrative elements, place them in the order in which they appear in the story (even, perhaps, making a chart of the amount of time each narrative element appears) and use that chronological ordering to loosely determine a dynamic map for the entire piece. This can help determine the number of voices and/or voice streams, the cards available, the number of cards to be used per voice stream, and the overall length of the piece. A composer can also move straight to the same general methodology used in approach A, and link the resulting card outline to the cards that align most succinctly with the narrative in question. Either way, the rest of the piece can be determined by using approach A, adjusting for knowing what cards could be used prior to determining their placement or voice association.

All approaches are flexible and able to be intertwined or staggered, such that the most appropriate or accessible methodology can be employed to render the composition. The end result should always be a full score for all the voices and voice streams incorporated, with the cadence cards, rest cards, and regular narrative cards placed to outline an entire piece without unwanted breaks or overlapping that undermines the goal of the composition.





Explanation of the Cards

Each card has a set of tools for the composer. There is a suggested family of sounds for which the notated passage was written listed near the upper right-hand corner of the card. There is also a suggested narrative element (or elements) listed in the upper left-hand corner of the card. The cards are numbered for ease of referencing and organizing them in storage. Each card is “reversable,” meaning they have a “right-side up” orientation denoted as A and an “up-side down” orientation denoted as B. The notation should be read using a standard approach to reading Western notation music scores (from left to right, top to bottom) regardless of the orientation. The orientation is determined by the narrative element the composer desires to evoke.

Here is an example card:

[image: ]

No dynamic markings are used in the notation of the “reversable” cards due to dynamic marking not being able to be inverted and retain their meaning. Instead, a notation using a graphic line with varying thickness is used, where a thicker line denotes playing forte with greater volume or energy, and a thinner line denotes playing piano with a softer volume or lower energy, as determined by the player. (Please note, if the composer chooses to reassign the thickness of notation lines to different parameters, that is perfectly acceptable. Simply communicate the change in denotation of line thickness to the musicians performing the piece.)



The notation also includes a range of colors, where each color invites the player to engage with the passage using a variety of performative options. The color scheme suggests the following table of options:

Black notation: play as written
Red notation: play or replace the passage with a rest (play or do not play)
Green notation: play as written or play in reverse (forward or backwards)
Blue notation: play as written or play up-side down (in a forward direction)
Purple notation: play in Cut time (play only part of the passage, if necessary, and play it slower)
Yellow notation: play in Double time (play the passage twice, if desired, and play it faster)
Orange notation: play as written or improvise
Pink notation: play as written or mimic another voice (if no other voice, treat as Orange)
Lavender notation: play as written or counter another voice (if no other voice, treat as Orange)


Two categories of abbreviations are used on the cards to note: 

When referring to “Percussive” sounds:
M = Metal
S = Stone
Sk = Skin
W = Wood

When referring to “Whispers” or “Wails”:
(n-v) = Non-Vocal
(v) = Vocal


Additional Comments

Here are some additional comments about the cards, the system, and using these to realize new sound compositions:

Trying to map logic onto the taxonomy of sounds that Luigi Russolo presented in the Art of Noise may prove slightly difficult. The first issue is that Russolo had no intention of his sound families being used to evoke Lovecraftian horror, although, it is possible that he may have approved. We know that Lovecraft was aware of the Italian Futurist movement and perhaps approved (the figurine of Cthulhu in Call of Cthulhu is likened to a Futurist sculpture, for example), so it is feasible that Russolo knew of Lovecraft’s works, although there is no record of this to my knowledge. Instead, Russolo was painting a sonic picture of change and uncertainty that comes with predicting the future. For him, that included war, governmental driven rethinking of society, and a form of “cleansing with fire” that would lead to a “slash and burn” regrowth of culture (supporting an idea that “civilized culture” and “primitive culture” was potentially reversed in morality and advanced thinking). Futurist art was the medium through which he wanted to present harsh possible realities to come, which is why I began to see what he outlines as a viable palette for Lovecraftian evocation. His vision, however (as with Lovecraft’s, himself) had issues and limitation. Russolo does not appear to have been anti-feminist or significantly racist (at least not openly), which led him to relocate to Paris after the World War I, yet, his social commentary either remained understated, altered from its original anger, or simply did not exist (and seemingly did not align with other Italian Futurists who did promote anti-feminism, for example). I felt that due to this in part, the extent of the sounds he outlines were dated and restricted, so I have taken the liberty of adding several of my own, which can be seen in the list of sounds and description of the cards below.
More importantly, composers and players should note that the sounds are heavy suggestions, but they are just that – suggestions. Creators using the system are encouraged to remember that there are so many possible sounds and ways of describing them, it is not feasible to include them all nor will all performers and composers “hear” the same sounds with their “mind’s ear,” so it is necessary to understand a suggested sound is an implication of a sound, and not necessarily an exact prescription of what to use or play. For example, “laugh” in Family 6 (listed below) could include jovial human laughter, if applicable, but it could also be maniacal cackling or non-human laughter, more like the sound of a hyena baying or something far less tangible. Some sounds will also be missing from the list and composers or performers should feel free to add these sounds to their performances as they see fit. In Family 5, for instance, there is no “percussive (metal+stone),” but such a sound could be useful and therefore may and should be incorporated. A small list of sounds not listed, but could be considered, include Cackles, Claps, Clinking, Coughs, Pings, Scratches, Sloshes, Whoops, Zaps, or any number of other onomatopoeia-based descriptors. 
Another important factor to note is that the sound description is not equated to the sound dynamic. The dynamics are given as part of the card’s notation, and are not indicative of the suggested sound listed on the card. An “explosion” may be a gentle sound and may have a longer decay than an actual explosive sound, or a “click” may be a metallic click, the click of a human tongue, or an electronically generated tone merely reminiscent of a click, and the name will have no bearing on the length of time the sound is played nor how loud or quiet it may appear in a performance.
On a related note, Russolo’s original set of sounds did embrace the concept that there may be electronic sounds, although, at the time (1910s) electronic music was barely at experimental stages and was effectively never used during the initial period of Futurist music. Lovecraftian Futurist music, however, accounts for and even encourages the use of electronic music. There is no weight of electronic or acoustic sound generation placed over the other. A piece can utilize entirely acoustically generated sounds, entirely electronically generated sounds, or a combination thereof. The final production of a piece will be determined by the available instrumentation, the preferences of the composer and performer(s), and possibly even the individual performances (as each realization can yield new interpretations, even of the same exact card arrangement and sound choices).
For this initial starter set, the cards for composing only include a set of 150, reversible main body card, 50 reversible cadence cards, and 15 second rest cards. As mentioned above, electronics are expected and encouraged to be used, but the cards to not reflect a specific use of electronics. The next edition of the set, however, will also include electronic manipulation cards for composers or players who wish to sample other sounds live and manipulate them as part of the piece. The additional cards are expected to include possibilities to add or employ EQs, reverb, distortion, modulation (including octave-splitting), and delays. This system is already in place for the compositions in the first phase of the experiment, but have not yet been translated to the card system. For composers and players desiring to expand or test new ideas within the constraints of the card system, blank cards have also been provided.
Some of the cards contain duplicate dynamic contours. This has been done purposefully to provide a possibility of planned or unplanned congruency in certain passages. Additionally, if a composer wishes to utilize musical “flag posts,” meaning sections of sound that act as a unifying passage or one that can mark time or events in the narrative, these duplicated dynamic contours can assist with formulating these points of cohesion.
Each card suggests multiple sounds or sound families. The cards are intended for one sound to be generated for the duration of the card, but multiple suggested sounds can be used, as well. Sounds can possibly even change throughout the course of playing a card, if the composer sees that as being more representative of the narrative or dynamic mapping. Likewise, there is no reason voices cannot double. Multiple sets of the same string of cards is in keeping with system’s approach. Therefore, it should be noted that the cards herein are presented as singular cards, but they are to be printed and read as with any notated music, and therefore duplicates can be printed and multiple copies of a single card can be used within one composition. Passages of heterophonic dynamic contours, voices playing similar dynamic contours at different points within a piece, repeated passages for a single voice, or voices playing the same contour with different lengths or tempos is perfectly acceptable and would assist with providing motifs to strengthen certain narrative elements, if the composer/performers care to do so.
If a card contains a rest (no dynamic contour), but that voice is the only active voice at that point in the composition/performance, blank rest areas should be treated as orange passages and improvisation should be used to fill the duration of the rest period, such that there is always one voice sounding during the piece (unless the composer purposefully wishes to interject silence).
Conductors and timers are also heavily suggested. This does not necessarily mean that there is to be an outside person in control of the piece, although that is a possibility. It is also possible for one of the performers to take the role of the conductor or even have the role switch between less active performers during the realization of the piece. A timer is suggested to assist with performers aligning during congruencies highlighted by the composer and for the final cadence sequence. A timer visible to all players is recommended, but at least a timer visible to the conductor may be needed. Finally, the conductor, especially if separate from the performing ensemble, should have a score layout of the entire piece containing all the voices and card in order to ensure seamless presentation and provide the most effective evocation of the inspiring literary narrative.


Below is an index of the cards, sounds, and narrative elements in three indices. This is included so that the composer can find the narrative elements best suited to evoking the inspiring literary work, match the sonic possibilities of the instruments being incorporated by the performers, and for a quick reference to finding the material needed to realize each new piece. Enjoy making your new works and be sure to share them with the other Lovecraftian Futurist artists!


Index of Cards

List by Card Numbers

	Card Number
	Suggested Narrative Elements
	Suggested Sound Families
	Card Number
	Suggested Narrative Elements
	Suggested Sound Families

	001-A
	Abyss, Pit
	Rumbles
Moans
Throbs/Pulses
Wails (non-vocal)
	001-B
	Wings
	Lunges
Swishes
Whooshes Whumps

	002-A
	Woods/Forest
	Creaks
Groans Percussive (Wood+Wood)
Whooshes
	002-B
	Secret(s)
	Mutters
Tinkles
Whispers (non-vocal)
Whispers (vocal)

	003-A
	Fungus
	Gurgles
Squishes
Throbs/Pulses
Wheezes
	003-B
	Dry
	Crackles
Scuffles
Sighs
Snorts

	004-A
	Experiment(s)
	Buzzes
Glitches
Hisses
Whirs
	004-B
	Pipes/Plumbing
	Clicks
Drips
Grinding
Whines

	005-A
	Moon
	Drones
Thunders
Wails (non-vocal)
Warbles
	005-B
	Wind
	Rustles
Screeches
Whistles
Whooshes

	006-A
	Necronomicon
	Rumbles
Murmurs
Rustles
Wails (vocal)
	006-B
	Attic
	Creaks
Groans
Squeaks
Tinkles

	007-A
	Stairwell
	Creaks
Lunges
Percussive (Stone+Stone)
Scuffles
	007-B
	Farm
	Percussive (Wood+Metal)
Rustles
Snorts
Whines

	008-A
	Teeth
	Clicks
Grinding
Rattles
Percussive (Stone+Stone)
	008-B
	Human/Blood Consumption
	Drips
Gurgles
Screams
Squishes


	009-A
	Knocking
	Lunges
Percussive (Wood+Metal)
Percussive (Wood+Skin)
Scrapes
	009-B
	Whispering
	Swishes
Tinkles
Whispers (non-vocal)
Whispers (vocal)

	[bookmark: _Hlk79907752]010-A
	Elderly Person
	Hisses
Jingles
Warbles
Wheezes
	010-B
	Footprints




	Hisses
Lunges
Whooshes
Whumps

	011-A
	Lizard/Lizard Men
	Hisses
Scuffles
Scurries/Skitters
Wails (non-vocal)
	[bookmark: _Hlk79907954]011-B
	Babbling/Gibberish
	Gurgles
Murmurs
Mutters
Whispers (vocal)

	012-A
	Exploration
	Drones
Explosions
Grinding
Murmurs
	[bookmark: _Hlk79908026]012-B
	Gaseous Cloud
	Drones
Rumbles
Whispers (non-vocal)
Whooshes

	013-A
	Train
	Crashes
Lunges
Screeches
Whooshes
	[bookmark: _Hlk79908109]013-B
	Glow(ing)
	Buzzes
Sizzles
Whines
Whirs

	014-A
	Odor/Smell
	Crackles
Sizzles
Swishes
Whirs
	[bookmark: _Hlk79908209]014-B
	Reality (Uncertain)
	Glitches
Rumbles
Throbs/Pulses
Warbles

	015-A
	Slime/Gelatinous Substance
	Gurgles
Squishes
Throbs/Pulses
Warbles
	[bookmark: _Hlk79908361]015-B
	Crowd(ed)
	Groans
Scuffles
Shouts
Whumps

	016-A
	Great Hall
	Booms
Drones
Percussive (Metal+Metal)
Wails (vocal)
	[bookmark: _Hlk79908505]016-B
	Caretaker
	Jingles
Mutters
Scrapes
Whispers (vocal)

	017-A
	Ice
	Crackles
Creaks
Grinding
Tinkles
	[bookmark: _Hlk79908588]017-B
	Fate
	Crashes
Drones
Percussive (Wood+Skin)
Thunders

	018-A
	Servants
	Bells
Moans
Mutters
Tinkles
	[bookmark: _Hlk79908724]018-B
	Altar
	Bells
Rattles
Tinkles
Wails (non-vocal)

	019-A
	Mood Swing/Change
	Glitches
Laughs/Shouts
Warbles
Whumps
	[bookmark: _Hlk79908881]019-B
	Face in Window/Mirror
	Murmurs
Screeches
Whispers (non-vocal)
Whooshes

	020-A
	Painting
	Rumbles
Scrapes
Swishes
Wails (non-vocal)
	[bookmark: _Hlk79909185]020-B
	Discovery (Unknown to Known)
	Booms
Screams
Thunders
Warbles

	021-A
	Police
	Bells
Crashes
Murmurs
Pops
	[bookmark: _Hlk79912051]021-B
	Breathing
	Hisses
Snorts
Sighs
Whispers (non-vocals)





	022-A
	Runes
	Clicks
Grinding
Percussive (Stone+Stone)
Scrapes
	[bookmark: _Hlk79912322]022-B
	Eyes
	Drones
Tinkles
Whines
Whirs

	023-A
	Unknown Creature
	Clicks
Throbs/Pulses
Whirs
Whumps
	[bookmark: _Hlk79912543]023-B
	Amalgamation of Things/People
	Gurgles
Squishes
Warbles
Whumps

	024-A
	Vastness
	Drones
Rumbles
Thunders
Whirs
	[bookmark: _Hlk79913083]024-B
	Silence (Eerie)
	Drones
Whirs
Whispers (non-vocal)
Whooshes

	025-A
	Mind Swap
	Glitches
Screeches
Wails (vocal)
Whips
	[bookmark: _Hlk79913360]025-B
	Transformation
	Lunges
Moans
Rumbles
Whips

	026-A
	Visions (Seeing What Others Cannot)
	Percussive (Skin+Skin)
Rattles
Tinkles
Whispers (non-vocal)
	[bookmark: _Hlk79913507]026-B
	Unknown Sound (wind)
	Swishes
Whines
Whispers (non-vocal)
Whooshes

	027-A
	Underwater
	Drones
Gurgles
Warbles
Whumps
	[bookmark: _Hlk79913723]027-B
	Outer Space
	Rumbles
Throbs/Pulses
Warbles
Whirs

	028-A
	Key
	Jingles
Percussive (Metal+Metal)
Sizzles
Tinkles
	[bookmark: _Hlk79914019]028-B
	Runes
	Crackles
Mutters
Percussive (Stone+Stone)
Scrapes

	029-A
	Device(s)
	Buzzes
Clicks
Glitches
Pops
	[bookmark: _Hlk79957686]029-B
	Footfalls
	Creaks
Percussive (Wood+Metal)
Scuffles
Splashes

	030-A
	Eldritch Abomination
	Gurgles
Screeches
Thunders
Wheezes
	[bookmark: _Hlk79958335]030-B
	Alien Beings/Cultures
	Hisses
Pops
Screeches
Wails (non-vocal)

	031-A
	Invisible Structure
	Bells
Hisses
Throbs/Pulses
Whirs
	[bookmark: _Hlk79958739]031-B
	Locked Door/Object
	Crashes
Grinding
Percussive (Wood+Metal)
Scrapes

	032-A
	Tomb/Grave/
Graveyard/
Cemetery
	Groans
Wails (non-vocal)
Whispers (non-vocal)
Whooshes
	[bookmark: _Hlk79960422]032-B
	Moon
	Drones
Warbles
Whirs
Whumps





	033-A
	Dread
	Drones
Lunges
Moans
Rumbles
	[bookmark: _Hlk79960574]033-B
	Reality (Uncertain)
	Mutters
Moans
Rumbles
Whooshes

	034-A
	Lineage
	Creaks
Howls
Rattles
Whines
	[bookmark: _Hlk79960751]034-B
	Shadow/Shadowy Figure
	Sighs
Swishes
Whispers (non-vocal)
Whistles

	035-A
	Jewelry/Amulet
	Drips
Jingles
Mutters
Whispers (non-vocal)
	[bookmark: _Hlk79962052]035-B
	Boarded-Up Windows
	Booms
Lunges
Percussive (Wood+Metal)
Scrapes

	036-A
	Silence (Eerie)
	Bells
Drones
Sighs
Swishes
	[bookmark: _Hlk79962569]036-B
	Vastness
	Drones
Howls
Rumbles
Thunders

	037-A
	Urban (Setting)
	Booms
Grinding
Percussive (Metal+Metal)
Shouts
	[bookmark: _Hlk79962633]037-B
	Machinery
	Buzzes
Clicks
Crashes
Whirs

	038-A
	Rats
	Rustles
Scurries/Skitters
Snorts
Squeaks
	[bookmark: _Hlk79963076]038-B
	Key
	Glitches
Jingles
Percussive (Wood+Metal)
Throbs/Pulses

	039-A
	Museum
	Jingles
Murmurs
Percussive (Wood+Skin)
Whistles
	[bookmark: _Hlk79963275]039-B
	Exploration
	Buzzes
Percussive (Stone+Stone)
Rumbles
Whooshes

	040-A
	Symbols
	Clicks
Hisses
Whines
Whirs
	[bookmark: _Hlk79963361]040-B
	Secret(s)
	Mutters
Swishes
Whispers (non-vocal)
Whispers (vocal)

	041-A
	Chaos
	Crackles
Explosions
Sobs
Warbles
	[bookmark: _Hlk79963504]041-B
	Impossible Geometry
	Crashes
Grinding
Sizzles
Whirs

	[bookmark: _Hlk79786769]042-A
	Gate
	Creaks
Grinding
Scrapes
Swishes
	[bookmark: _Hlk79963621]042-B
	Relic(s)
	Clicks
Percussive (Metal+Metal)
Thunders
Whirs

	043-A
	Birds
	Clicks
Rustles
Screeches
Warbles
	[bookmark: _Hlk79963762]043-B
	Cats
	Groans
Murmurs
Screeches
Whooshes




	[bookmark: _Hlk79787159]044-A
	Loss of Sanity
	Moans
Mutters
Whispers (non-vocal)
Whumps
	[bookmark: _Hlk79963858]044-B
	Giant (Entity/Structure)
	Explosions
Rumbles
Warbles
Whirs

	[bookmark: _Hlk79787250]045-A
	Transformation
	Rumbles
Sizzles
Whirs
Whooshes

	[bookmark: _Hlk79963968]045-B
	Discovery (Unknown to Known)
	Crashes
Glitches
Rumbles
Whips

	[bookmark: _Hlk79787757]046-A
	Old Church
	Bells
Creaks
Rattles
Wails (vocal)
	[bookmark: _Hlk79964111]046-B
	Mysterious City
	Booms
Buzzes
Whines
Screams

	047-A
	Consciousness (Collective)
	Rumbles
Whines
Whirs
Whooshes
	[bookmark: _Hlk79964163]047-B
	Dream(s)
	Rumbles
Scurries/Skitters
Throbs/Pulses
Wails (vocal)

	[bookmark: _Hlk79788231]048-A
	Cult/Cultist
	Mutters
Rattles
Swishes
Wails (vocal)
	[bookmark: _Hlk79964428]048-B
	Occult Studies
	Crackles
Mutters
Snorts
Thunders

	[bookmark: _Hlk79788475]049-A
	Indigenous Culture
	Percussive (Skin+Skin)
Percussive (Wood+Skin)
Rattles
Scrapes
	[bookmark: _Hlk79964527]049-B
	Ceremony/Ritual
	Hisses
Percussive (Wood+Metal)
Whispers (vocal)
Whistles

	[bookmark: _Hlk79788633]050-A
	Stars
	Tinkles
Throbs/Pulses
Whirs
Whumps
	[bookmark: _Hlk79964598]050-B
	Mind Swap
	Buzzes
Drones
Warbles
Whirs

	[bookmark: _Hlk79788838]051-A
	Pre-Human/Prehistoric
	Growls
Murmurs
Thunders
Whines
	[bookmark: _Hlk79966558]051-B
	Ocean/Sea
	Crashes
Lunges
Splashes
Whips

	[bookmark: _Hlk79803899]052-A
	Doom
	Explosions
Lunges
Thunders
Wails (non-vocal)
	[bookmark: _Hlk79966681]052-B
	Uneasiness
	Warbles
Moans
Rustles
Whispers (non-vocal)

	[bookmark: _Hlk79804389]053-A
	Horde/Throng
	Scurries/Skitters
Shouts
Snorts
Whooshes
	[bookmark: _Hlk79967006]053-B
	Indigenous Culture
	Bells
Crackles
Shouts
Whips

	[bookmark: _Hlk79805224]054-A
	Twins/Siblings
	Hisses
Gurgles
Murmurs
Throbs/Pulses
	[bookmark: _Hlk79967098]054-B
	Symbols
	Glitches
Sizzles
Whirs
Whooshes

	[bookmark: _Hlk79805610]055-A
	Dream(s)
	Tinkles
Whispers (non-vocal)
Whooshes
Whumps
	[bookmark: _Hlk79967229]055-B
	Chaos
	Explosions
Glitches
Screams
Warbles



	[bookmark: _Hlk79811587]056-A
	Indifference (Cosmic)
	Drones
Throbs/Pulses
Whines
Whirs
	[bookmark: _Hlk79967309]056-B
	Doom
	Booms
Percussive (Wood+Skin)
Wails (non-vocal)
Wails (vocal)

	[bookmark: _Hlk79811811]057-A
	Journal/Diary
	Clicks
Rustles
Scrapes
Swishes
	[bookmark: _Hlk79967561]057-B
	Forbidden Knowledge
	Hisses
Laughs
Screeches
Whispers (vocal)

	[bookmark: _Hlk79812161]058-A
	Lamp
	Crackles
Drips
Hisses
Whirs
	[bookmark: _Hlk79967687]058-B
	Remains
	Percussive (Stone+Stone)
Rattles
Scrapes
Wails (vocal)

	[bookmark: _Hlk79812524]059-A
	Moor
	Growls
Percussive (Skin+Skin)
Scuffles
Whistles
	[bookmark: _Hlk79967807]059-B
	Lighting (Unusual)
	Buzzes
Drones
Hisses
Whirs

	[bookmark: _Hlk79815547]060-A
	Specimen
	Clicks
Drips
Squishes
Throbs/Pulses
	060-B
	Mood Swing/Change
	Lunges
Screeches
Snorts
Whumps

	[bookmark: _Hlk79817256]061-A
	Evil Children
	Laughs
Lunges
Scrapes
Whistles
	[bookmark: _Hlk79969433]061-B
	Asylum
	Percussive (Metal+Metal)
Sizzles
Sobs
Wails (non-vocal)

	[bookmark: _Hlk79817375]062-A
	Lighting (Unusual)
	Crackles
Glitches
Sizzles
Whirs
	[bookmark: _Hlk79969568]062-B
	Non-Bilateral Form/Shape
	Groans
Gurgles
Screeches
Snorts

	[bookmark: _Hlk79817806]063-A
	Storm
	Squishes
Thunders
Wails (non-vocal)
Whooshes
	[bookmark: _Hlk79969798]063-B
	Abyss
	Drones
Thunders
Wails (vocal)
Whumps

	[bookmark: _Hlk79818109]064-A
	Insects
	Buzzes
Clicks
Scurries/Skitters
Whips
	[bookmark: _Hlk79969881]064-B
	Eyes
	Clicks
Drips
Sobs
Squishes

	[bookmark: _Hlk79818359]065-A
	Shadow/Shadowy Figure
	Murmurs
Wails (vocal)
Warbles
Whispers (vocal)
	[bookmark: _Hlk79970078]065-B
	Immortality
	Rumbles
Moans
Percussive (Skin+Skin)
Whirs

	[bookmark: _Hlk79818610]066-A
	Tentacles
	Lunges
Splashes
Squishes
Whips
	[bookmark: _Hlk79970176]066-B
	Experiment(s)
	Drips
Gurgles
Pops
Tinkles


	[bookmark: _Hlk79819033]067-A
	Occult Studies
	Mutters
Rustles
Swishes 
Whispers (non-vocal)
	[bookmark: _Hlk79971471]067-B
	Alternate Dimensions/Plane(s) of Existence
	Buzzes
Rumbles
Warbles
Whispers (non-vocal)

	[bookmark: _Hlk79819155]068-A
	Non-Bilateral Form/Shape
	Drips
Glitches
Lunges
Squishes
	[bookmark: _Hlk79972225]068-B
	Indifference (Cosmic)
	Explosions
Murmurs
Whirs
Whistles

	[bookmark: _Hlk79819260]069-A
	Torches
	Crackles
Pops
Sizzles
Whips
	[bookmark: _Hlk79972425]069-B
	Journal/Diary
	Crackles
Swishes
Whispers (non-vocal)
Whispers (vocal)

	[bookmark: _Hlk79819481]070-A
	Hypnotism
	Drones
Jingles
Murmurs
Warbles
	[bookmark: _Hlk79972497]070-B
	Resurrection
	Crackles
Rumbles
Sizzles
Wails (vocal)

	[bookmark: _Hlk79819603]071-A
	Impossible Geometry
	Glitches
Scrapes
Snorts
Whumps
	[bookmark: _Hlk79972638]071-B
	Unknown Sound (string)
	Lunges
Pops
Screeches
Whines

	[bookmark: _Hlk79819694]072-A
	Darkness
	Groans
Rumbles
Whispers (non-vocal)
Whooshes
	[bookmark: _Hlk79975656]072-B
	Cave/Cavern
	Grinding
Growls
Scrapes
Scurries/Skitters

	[bookmark: _Hlk79819969]073-A
	Elements/Elemental
	Percussive (Metal+Metal)
Sighs
Sizzles
Tinkles
	[bookmark: _Hlk79975836]073-B
	Twins/Siblings
	Mutters
Rattles
Tinkles
Whispers (vocal)

	[bookmark: _Hlk79820261]074-A
	Library
	Creaks
Rustles
Wails (non-vocal)
Whispers (vocal)
	[bookmark: _Hlk79976008]074-B
	Death
	Bells
Drones
Wails (non-vocal)
Whooshes

	[bookmark: _Hlk79824419]075-A
	Sleep
	Drones
Throbs/Pulses
Warbles
Whirs
	[bookmark: _Hlk79976159]075-B
	Fear
	Hisses
Lunges
Throbs/Pulses
Wails (vocal)

	[bookmark: _Hlk79824577]076-A
	Forbidden Knowledge
	Percussive (Wood+Skin)
Rumbles
Screams
Squishes
	[bookmark: _Hlk79976341]076-B
	Declining Health
	Gurgles
Moans
Scuffles
Whistles

	[bookmark: _Hlk79718882]077-A
	Gurgles
	Drips
Groans
Gurgles
Splashes
	[bookmark: _Hlk79976442]077-B
	Fishing/Fish
	Splashes
Swishes
Whips
Whooshes





	[bookmark: _Hlk79825698]078-A
	Figurine(s)
	Grinding
Mutters
Scrapes
Tinkles
	[bookmark: _Hlk79976523]078-B
	Professor
	Clicks
Mutters
Rustles
Scuffles

	[bookmark: _Hlk79825974]079-A
	Blood
	Drips
Gurgles
Squishes
Throbs/Pulses
	[bookmark: _Hlk79976676]079-B
	Taint(ed)
	Glitches
Groans
Splashes
Thunders

	[bookmark: _Hlk79826125]080-A
	Guns
	Booms
Explosions
Lunges
Pops
	[bookmark: _Hlk79976853]080-B
	Teeth
	Growls
Lunges
Tinkles
Whooshes

	[bookmark: _Hlk79826357]081-A
	Mountain(s)
	Percussive (Skin+Skin)
Rumbles
Warbles
Whumps
	[bookmark: _Hlk79977050]081-B
	Forbidden Knowledge
	Bells
Rumbles
Whirs
Whispers (non-vocal)

	[bookmark: _Hlk79827065]082-A
	Travel
	Buzzes
Grinding
Whines
Whooshes
	[bookmark: _Hlk79978929]082-B
	Uneasiness
	Explosions
Glitches
Hisses
Whispers (non-vocal)

	[bookmark: _Hlk79827335]083-A
	Remains
	Bells
Gurgles
Scrapes
Snorts
	[bookmark: _Hlk79979029]083-B
	Books/Tomes
	Clicks
Whips
Whispers (vocal)
Whumps

	[bookmark: _Hlk79828137]084-A
	Evidence
	Drips
Percussive (Wood+Wood)
Rustles
Squeaks
	[bookmark: _Hlk79979113]084-B
	Old House
	Buzzes
Crackles
Snorts
Whines

	[bookmark: _Hlk79828249]085-A
	Lake
	Murmurs
Splashes
Wails (non-vocal)
Whumps
	[bookmark: _Hlk79979226]085-B
	Odor/Smell
	Sizzles
Whirs
Whistles
Whooshes

	[bookmark: _Hlk79828375]086-A
	Space-Time Continuum
	Drones
Throbs/Pulses
Whirs
Whumps
	[bookmark: _Hlk79979319]086-B
	Underwater
	Drones
Gurgles
Squishes
Whumps

	087-A
	Moon Beasts
	Groans
Hisses
Scuffles
Squishes
	[bookmark: _Hlk79982165]087-B
	Cult/Cultist
	Bells
Groans
Percussive (Wood+Skin)
Wails (non-vocal)

	088-A
	Declining Health
	Scrapes
Sighs
Warbles
Wheezes
	[bookmark: _Hlk79982603]088-B
	Ocean/Sea
	Drones
Howls
Lunges
Whumps

	089-A
	Immortality
	Drones
Laughs
Thunders
Whines
	[bookmark: _Hlk79982745]089-B
	Loss of Sanity
	Scrapes
Screeches
Squeaks
Whirs


	090-A
	Swamp
	Gurgles
Pops
Splashes
Squishes
	[bookmark: _Hlk79982960]090-B
	Dream(s)
	Sizzles
Squeaks
Whispers (vocal)
Whooshes

	091-A
	Outer Space
	Drones
Whirs
Whispers (non-vocal)
Whumps
	[bookmark: _Hlk79983042]091-B
	Eldritch Abomination
	Pops
Scrapes
Snorts
Thunders

	092-A
	Ceremony/Ritual
	Bells
Jingles
Percussive (Wood+Skin)
Wails (vocal)
	[bookmark: _Hlk79983194]092-B
	Unknown Sound (percussive)
	Clicks
Percussive (Metal+Metal)
Percussive (Wood+Wood)
Whumps


	093-A
	University
	Rustles
Scuffles Whispers (non-vocal)
Whooshes
	[bookmark: _Hlk79983532]093-B
	Occult Studies
	Drips
Jingles
Hisses
Howls

	094-A
	Religion
	Hisses
Moans
Mutters
Thunders
	[bookmark: _Hlk79983800]094-B
	Discovery (Unknown to Known)
	Percussive (Wood+Skin)
Shouts
Squeaks
Whines

	095-A
	Murder
	Crashes
Scuffles
Screams
Whips
	[bookmark: _Hlk79983919]095-B
	Giant (Entity/Structure)
	Booms
Thunders
Shouts
Whirs

	096-A
	Broken Free/Released/
Unleashed
	Lunges
Percussive (Metal+Metal)
Scrapes
Scurries/Skitters
	[bookmark: _Hlk79984026]096-B
	Evidence
	Hisses
Lunges
Rattles
Wails (vocal)

	097-A
	Uneasiness
	Grinding 
Moans
Warbles
Whumps
	[bookmark: _Hlk79984288]097-B
	Cave/Cavern
	Drips
Crashes
Throbs/Pulses
Whistles

	098-A
	Secret Passage
	Creaks
Lunges
Squeaks
Whooshes
	[bookmark: _Hlk79984790]098-B
	Old Church
	Creaks
Jingles
Rattles
Wails (non-vocal)

	099-A
	Asylum
	Laughs
Percussive (Metal+Metal)
Screams
Whines
	[bookmark: _Hlk79984915]099-B
	Woods
	Howls Percussive (Wood+Wood)
Rustles
Swishes

	100-A
	Fear
	Lunges
Rumbles
Screeches
Sobs
	[bookmark: _Hlk79985043]100-B
	Dread
	Drones
Murmurs
Thunders
Wails (non-vocal)


	101-A
	Horns
	Clicks
Rattles
Snorts
Whips
	[bookmark: _Hlk79985215]101-B
	Painting
	Scrapes
Whines
Whispers (non-vocal) Whooshes

	102-A
	Chanting
	Mutters
Murmurs
Shouts
Whispers (vocal)
	[bookmark: _Hlk79985392]102-B
	Ceremony/Ritual
	Crackles
Mutters
Percussive (Skin+Skin) Swishes

	103-A
	Ghouls
	Groans
Lunges
Moans
Scuffles
	[bookmark: _Hlk79985519]103-B
	Unknown Language
	Hisses
Murmurs
Wails (vocal)
Whispers (non-vocal)

	104-A
	Ship
	Bells
Creaks
Splashes
Wails (non-vocal)
	104-B
	Travel
	Drones
Rumbles
Screeches Whirs


	105-A
	Maze
	Lunges
Pops
Warbles
Whips
	[bookmark: _Hlk79987053]105-B
	Loss of Sanity
	Drones
Screams
Whirs
Whispers (vocal)

	106-A
	Trees
	Creaks
Groans
Percussive (Wood+Wood)
Rustles
	[bookmark: _Hlk79987362]106-B
	Study (Room)
	Crackles
Scuffles
Wheezes
Whumps

	107-A
	Letter(s)
	Murmurs
Rustles
Throbs/Pulses
Whispers (vocal)
	[bookmark: _Hlk79987537]107-B
	Elderly Person
	Creaks
Scuffles
Snorts
Wails (non-vocal)


	108-A
	Mutation
	Grinding
Howls
Swishes
Warbles
	[bookmark: _Hlk79987600]108-B
	Loss of Sanity
	Buzzes
Sizzles
Thunders
Whirs

	109-A
	Cats
	Growls
Hisses
Swishes
Whines
	109-B
	Cult/Cultist
	Hisses
Percussive (Metal+Metal)
Tinkles
Wails (vocal)

	110-A
	Fishing/Fish
	Drips
Gurgles
Splashes
Squishes
	110-B
	Shadow/Shadowy Figure
	Murmurs
Swishes
Whispers (non-vocal)
Whooshes

	111-A
	Cave/Cavern
	Rumbles
Wails (non-vocal)
Whispers (non-vocal)
Whooshes
	[bookmark: _Hlk79987908]111-B
	Vastness
	Booms
Drones
Rumbles
Thunders

	112-A
	Groaning
	Drones
Groans
Lunges
Murmurs
	[bookmark: _Hlk79988181]112-B
	Old House
	Buzzes
Crashes
Percussive (Wood+Wood)
Wails (vocal)

	113-A
	Death
	Rattles
Sighs
Wails (vocal)
Whispers (non-vocal)
	[bookmark: _Hlk79988321]113-B
	Solitude
	Drones
Rumbles
Whirs
Whistles

	114-A
	Solitude
	Drones
Mutters
Throbs/Pulses
Thunders
	[bookmark: _Hlk79989104]114-B
	Hypnotism
	Buzzes
Throbs/Pulses
Tinkles
Whispers (vocal)

	115-A
	Spiral
	Swishes Warbles
Whirs
Whooshes
	[bookmark: _Hlk79990238]115-B
	Stairwell
	Creaks
Percussive (Wood+Metal)
Scuffles
Warbles

	116-A
	Plane (Flight)
	Buzzes
Lunges
Whines Whooshes
	[bookmark: _Hlk79990476]116-B
	Broken Free/Released/
Unleashed
	Crackles
Percussive (Wood+Wood)
Scrapes 
Shouts

	117-A
	Dog(s)
	Howls
Scuffles
Snorts
Whines
	[bookmark: _Hlk79990608]117-B
	Chanting
	Bells
Mutters
Shouts
Whispers (vocal)

	118-A
	Headdress
	Jingles
Percussive (Metal+Metal)
Tinkles
Whirs
	[bookmark: _Hlk79992045]118-B
	Face in Window/Mirror
	Hisses
Screams
Snorts
Whispers (vocal)

	119-A
	Taint(ed)
	Gurgles
Pops
Rumbles
Squishes
	[bookmark: _Hlk79992281]119-B
	Tomb/Grave/
Graveyard/
Cemetery
	Creaks
Percussive (Stone+Stone)
Squeaks
Wails (vocal)

	[bookmark: _Hlk79889078]120-A
	Photograph
	Murmurs
Pops
Sizzles
Whistles
	[bookmark: _Hlk79992502]120-B
	Unknown Creature
	Buzzes
Gurgles
Throbs/Pulses
Whines

	[bookmark: _Hlk79889247]121-A
	Ranting
	Moans
Murmurs
Whines
Whumps
	[bookmark: _Hlk79992621]121-B
	Family
	Murmurs
Sobs
Tinkles
Whispers (vocal)

	[bookmark: _Hlk79889330]122-A
	Heat
	Crackles
Explosions
Sizzles
Wails (non-vocal)
	[bookmark: _Hlk79992739]122-B
	Resurrection
	Hisses
Screams
Thunders
Wails (non-vocal)



	[bookmark: _Hlk79889512]123-A
	Curator
	Clicks
Moans
Rattles
Squeaks
	[bookmark: _Hlk79993320]123-B
	Corpse
	Hisses
Pops
Whooshes
Whumps

	[bookmark: _Hlk79889594]124-A
	Insignificance
	Booms
Drones
Screams
Whirs
	[bookmark: _Hlk79993478]124-B
	Space-Time Continuum
	Buzzes
Drones
Rumbles
Throbs/Pulses

	125-A
	Books/Tomes
	Groans
Percussive (Skin+Skin)
Rustles
Swishes
	125-B
	Secret(s)
	Crackles
Wails (non-vocal)
Whirs
Whispers (vocal)

	[bookmark: _Hlk79889978]126-A
	Mysterious City
	Thunders
Warbles
Whirs
Whispers (non-vocal)
	126-B
	Slime/Gelatinous Substance
	Gurgles
Squishes
Throbs/Pulses
Warbles

	[bookmark: _Hlk79890046]127-A
	Toxic Waste/Substance
	Gurgles
Pops
Sizzles
Squishes
	[bookmark: _Hlk79993909]127-B
	Religion
	Bells
Booms
Rustles
Wails (vocal)

	128-A
	Machinery
	Grinding
Percussive (Metal+Metal)
Tinkles
Whumps
	[bookmark: _Hlk79994039]128-B
	Unknown Substance
	Explosions
Gurgles
Hisses
Throbs/Pulses

	129-A
	Locked Door/Object
	Creaks
Jingles Percussive (Wood+Metal)
Rattles
	[bookmark: _Hlk79718815]129-B
	Altar
	Bells
Murmurs
Percussive (Stone+Stone)
Sizzles

	[bookmark: _Hlk79890528]130-A
	Growling
	Growls
Lunges
Scrapes
Whines
	[bookmark: _Hlk79994300]130-B
	Cellar/Basement
	Clicks
Percussive (Stone+Stone)
Rumbles
Squishes

	[bookmark: _Hlk79894797]131-A
	Cold
	Creaks
Sighs
Tinkles
Wails (non-vocal)
	[bookmark: _Hlk79994415]131-B
	Insignificance
	Crashes
Drones
Throbs/Pulses
Warbles

	[bookmark: _Hlk79894959]132-A
	Frogs/Batrachian
	Groans
Lunges
Squishes
Warbles
	[bookmark: _Hlk79994523]132-B
	Gate
	Clicks
Scuffles
Whirs
Whooshes

	[bookmark: _Hlk79895336]133-A
	Family
	Mutters
Swishes
Wheezes
Whines
	[bookmark: _Hlk79994694]133-B
	Attic
	Creaks
Scrapes Scurries/Skitters
Whispers (vocal)




	[bookmark: _Hlk79895416]134-A
	Alien Beings/Cultures
	Buzzes
Gurgles
Snorts
Squishes
	[bookmark: _Hlk79994869]134-B
	Babbling/Gibberish
	Clicks
Gurgles
Mutters
Whispers (non-vocal)

	[bookmark: _Hlk79895547]135-A
	Detective
	Mutters
Rustles
Scrapes
Tinkles
	[bookmark: _Hlk79995063]135-B
	Study (Room) 
	Clicks
Creaks
Rumbles
Rustles

	[bookmark: _Hlk79895814]136-A
	Old House
	Creaks
Rattles
Screams
Whispers (non-vocal)
	[bookmark: _Hlk79995201]136-B
	Trees
	Creaks
Groans
Percussive (Wood+Wood)
Rustles

	[bookmark: _Hlk79895972]137-A
	Shoggoths
	Lunges
Squishes
Warbles
Whumps
	[bookmark: _Hlk79998453]137-B
	Darkness
	Drones
Rumbles
Thunders
Whispers (vocal)

	[bookmark: _Hlk79896212]138-A
	Witch(es)
	Laughs
Murmurs
Rattles
Whispers (vocal)
	138-B
	Outer Space
	Drones
Rumbles
Throbs/Pulses
Whirs

	[bookmark: _Hlk79896319]139-A
	Research
	Buzzes
Drips
Sizzles
Whirs
	[bookmark: _Hlk79998690]139-B
	Jungle
	Hisses
Snorts
Warbles
Whooshes

	[bookmark: _Hlk79896504]140-A
	Desert
	Grinding
Screeches
Snorts
Whistles
	[bookmark: _Hlk79998803]140-B
	Cellar/Basement
	Crackles
Percussive (Wood+Metal)
Whirs
Whispers (non-vocal)

	[bookmark: _Hlk79897045]141-A
	Claws
	Clicks
Scrapes
Scurries/Skitters
Whips
	[bookmark: _Hlk79998900]141-B
	Jewelry/Amulet
	Tinkles
Murmurs
Splashes
Whirs

	[bookmark: _Hlk79899702]142-A
	Shape-Shifting
	Swishes
Throbs/Pulses
Whips
Whumps
	[bookmark: _Hlk79999280]142-B
	Tentacles
	Gurgles
Scuffles
Squishes
Whumps

	[bookmark: _Hlk79899905]143-A
	Missing Records/Pages
	Glitches
Moans
Murmurs
Whines
	[bookmark: _Hlk79999473]143-B
	Corpse
	Grinding
Murmurs
Swishes
Whistles

	[bookmark: _Hlk79900351]144-A
	Unknown Language
	Clicks
Mutters
Wails (non-vocal)
Whispers (vocal)
	[bookmark: _Hlk79999696]144-B
	Consciousness (Collective)
	Thunders
Wails (non-vocals)
Whirs
Whumps






	[bookmark: _Hlk79900574]145-A
	Relic(s)
	Buzzes
Percussive (Stone+Stone)
Tinkles
Whispers (non-vocal)
	[bookmark: _Hlk80000005]145-B
	Footprints
	Drips
Clicks
Swishes
Whumps

	[bookmark: _Hlk79901104]146-A
	Alternate Dimension/Plane(s) of Existence
	Drones
Murmurs
Throbs/Pulses
Thunders
	[bookmark: _Hlk80000095]146-B
	Pre-Human/Prehistoric
	Howls
Murmurs
Rumbles
Whistles

	[bookmark: _Hlk79901732]147-A
	Screams
	Crashes
Screams
Screeches
Whines
	[bookmark: _Hlk80000350]147-B
	Murder
	Explosions
Grinding
Percussive (Wood+Skin)
Warbles

	[bookmark: _Hlk79901789]148-A
	Unknown Substance
	Lunges
Rumbles
Sizzles
Warbles
	[bookmark: _Hlk80000475]148-B
	Mutation
	Gurgles
Lunges
Screams
Throbs/Pulses

	[bookmark: _Hlk79902108]149-A
	Sculpture(s)
	Clicks
Grinding
Percussive (Stone+Stone)
Scrapes
	[bookmark: _Hlk80000577]149-B
	Secret Passage
	Crackles
Murmurs
Squeaks
Whistles

	[bookmark: _Hlk79902311]150-A
	Village
	Creaks
Scuffles
Wails (non-vocal)
Whispers (non-vocal)
	[bookmark: _Hlk80000722]150-B
	Library
	Creaks
Rustles
Wails (vocal)
Whispers (non-vocal)






List by Suggested Sound Families and Timbres

This list uses a taxonomy of families of sounds put forth by Luigi Russolo, then enhanced and further organized to be more suitable for this experiment in Lovecraftian Futurist composition. See notes above in regards to assessing, interpreting, and expanding the timbres within the families.

[bookmark: _Hlk79717567]Family 01 – Greater Environmental Sounds

	Booms
	 016-A, 037-A, 080-A, 124-A, 020-B, 035-B, 046-B, 056-B, 095-B, 111-B, 127-B

	Crashes
	 013-A, 021-A, 095-A, 147-A, 017-B, 031-B, 037-B, 041-B, 045-B, 051-B, 097-B, 112-B, 131-B

	Explosions
	 012-A, 041-A, 052-A, 080-A, 122-A, 044-B, 055-B, 068-B, 082-B, 128-B, 147-B

	Rumbles
	 001-A, 006-A, 020-A, 024-A, 033-A, 045-A, 072-A, 076-A, 081-A, 100-A, 111-A, 119-A, 148-A, 012-B, 014-B, 025-B, 027-B, 033-B, 036-B, 039-B, 044-B, 045-B, 047-B, 065-B, 067-B, 070-B, 081-B, 111-B, 113-B, 124-B, 130-B, 135-B, 137-B, 146-B

	Thunders
	 005-A, 024-A, 030-A, 051-A, 052-A, 063-A, 089-A, 094-A, 114-A, 126-A, 146-A, 017-B, 020-B, 036-B, 042-B, 048-B, 063-B, 079-B, 091-B, 095-B, 100-B, 108-B, 111-B, 122-B, 137-B, 144-B

	Splashes
	[bookmark: _Hlk79867866] 066-A, 077-A, 085-A, 090-A, 104-A, 110-A, 029-B, 051-B, 077-B, 079-B, 141-B

	Whumps
	 019-A, 023-A, 027-A, 044-A, 050-A, 055-A, 071-A, 081-A, 085-A, 086-A, 091-A, 097-A, 121-A, 137-A, 142-A, 001-B, 010-B, 015-B, 023-B, 032-B, 063-B, 083-B. 086-B, 088-B, 092-B, 106-B, 123-B, 142-B, 144-B, 145-B



Family 02 – Lesser Environmental Sounds

	Hisses
	 004-A, 010-A, 011-A, 031-A, 040-A, 054-A, 058-A, 087-A, 094-A, 109-A, 010-B, 021-B, 030-B, 049-B, 057-B, 059-B, 075-B, 082-B, 093-B, 096-B, 103-B, 118-B, 122-B, 123-B, 128-B, 139-B

	Sizzles
	 014-A, 028-A, 045-A, 062-A, 069-A, 073-A, 120-A, 122-A, 127-A, 139-A, 148-A, 013-B, 129-B, 041-B, 054-B, 061-B, 070-B, 085-B, 090-B, 108-B

	Snorts
	 039-A, 053-A, 071-A, 083-A, 101-A, 117-A, 134-A, 140-A, 003-B, 007-B, 021-B, 048-B, 062-B, 084-B, 091-B, 107-B, 118-B, 139-B

	Wails (non-vocal)
	 001-A, 005-A, 011-A, 020-A, 032-A, 052-A, 063-A, 074-A, 085-A, 104-A, 111-A, 122-A, 131-A, 144-A, 150-A, 018-B, 030-B, 056-B, 061-B, 074-B, 087-B, 098-B, 100-B, 107-B, 122-B, 144-B

	Warbles
	 005-A, 010-A, 015-A, 019-A, 027-A, 041-A, 065-A, 070-A, 075-A, 081-A, 088-A, 097-A, 105-A, 108-A, 115-A, 126-A, 132-A, 137-A, 148-A, 014-B, 020-B, 023-B, 027-B, 032-B, 044-B, 050-B, 055-B, 067-B, 115-B, 131-B, 139-B, 147-B

	Whines
	 034-A, 040-A, 051-A, 056-A, 082-A, 089-A, 099-A, 109-A, 116-A, 117-A, 121-A, 130-A, 133-A, 143-A, 147-A, 004-B, 007-B, 013-B, 022-B, 026-B, 046-B, 071-B, 084-B, 094-B, 101-B, 120-B

	Whistles
	 039-A, 059-A, 061-A, 120-A, 140-A, 005-B, 034-B, 049-B, 068-B, 076-B, 085-B, 097-B, 113-B, 143-B, 146-B, 149-B



Family 03 – Descriptive Sounds with Generally Longer Sustains

	Buzzes
	 004-A, 029-A, 064-A, 082-A, 116-A, 134-A, 139-A, 145-A, 013-B, 037-B, 039-B, 046-B, 050-B, 059-B, 067-B, 084-B, 108-B, 112-B, 114-B, 120-B, 124-B

	Drips
	 035-A, 058-A, 060-A, 068-A, 077-A, 079-A, 084-A, 110-A, 139-A, 004-B, 008-B, 064-B, 066-B, 093-B, 097-B, 145-B

	Drones
	 005-A, 012-A, 016-A, 024-A, 027-A, 033-A, 036-A, 056-A, 070-A, 075-A, 086-A, 089-A, 091-A, 112-A, 114-A, 124-A, 146-A, 012-B, 017-B, 022-B, 024-B, 032-B, 036-B, 050-B, 059-B, 063-B, 074-B, 086-B, 088-B, 100-B, 105-B, 111-B, 113-B, 124-B, 131-B, 137-B

	Gurgles
	 003-A, 077-A, 015-A, 027-A, 030-A, 054-A, 077-A, 079-A, 083-A, 090-A, 110-A, 119-A, 127-A, 134-A, 008-B, 011-B, 023-B, 062-B, 066-B, 076-B, 086-B, 120-B, 128-B, 134-B, 142-B, 148-B

	Lunges
	 007-A, 009-A, 013-A, 033-A, 052-A, 061-A, 066-A, 080-A, 096-A, 098-A, 100-A, 103-A, 105-A, 112-A, 116-A, 130-A, 132-A, 137-A, 148-A, 001-B, 010-B, 025-B, 035-B, 051-B, 071-B, 075-B, 080-B, 088-B, 096-B, 148-B

	Murmurs
	 006-A, 012-A, 021-A, 039-A, 051-A, 054-A, 065-A, 068-A, 070-A, 085-A, 102-A, 107-A, 112-A, 120-A, 121-A, 138-A, 143-A, 146-A, 011-B, 019-B, 129-B, 043-B, 068-B, 100-B, 103-B, 121-B, 141-B, 143-B, 146-B, 149-B

	Mutters
	 018-A, 035-A, 044-A, 048-A, 067-A, 078-A, 094-A, 102-A, 114-A, 133-A, 135-A, 144-A, 002-B, 011-B, 016-B, 028-B, 033-B, 040-B, 048-B, 073-B, 078-B, 102-B, 117-B, 134-B

	Pops
	 021-A, 029-A, 069-A, 080-A, 090-A, 105-A, 119-A, 120-A, 127-A, 030-B, 066-B, 071-B, 091-B, 123-B

	Whips
	 025-A, 045-A, 064-A, 066-A, 069-A, 095-A, 101-A, 105-A, 141-A, 142-A, 025-B, 045-B, 051-B, 053-B, 077-B, 083-B

	Whirs
	 004-A, 014-A, 023-A, 024-A, 031-A, 040-A, 050-A, 056-A, 058-A, 062-A, 075-A, 086-A, 091-A, 115-A, 118-A, 124-A. 126-A, 139-A, 013-B, 022-B, 024-B, 027-B, 032-B, 037-B, 041-B, 042-B, 044-B, 050-B, 054-B, 059-B, 065-B, 068-B, 081-B, 085-B, 089-B, 095-B, 105-B, 108-B, 113-B, 132-B, 140-B, 141-B, 144-B



	Whispers (non-vocal)
	 026-A, 032-A, 044-A, 055-A, 067-A, 072-A, 091-A, 093-A, 111-A, 113-A, 126-A, 136-A, 145-A, 150-A, 002-B, 009-B, 012-B, 019-B, 021-B, 024-B, 026-B, 034-B, 040-B, 052-B, 067-B, 069-B, 081-B, 082-B, 090-B, 101-B, 103-B, 134-B, 140-B




Family 04 – Descriptive Sounds with Generally Shorter Sustains

	Bells
	 018-A, 021-A, 031-A, 036-A, 046-A, 083-A, 092-A, 104-A, 018-B, 129-B, 053-B, 074-B, 081-B, 087-B, 117-B, 127-B

	Clicks
	 008-A, 022-A, 023-A, 029-A, 040-A, 057-A, 060-A, 064-A, 101-A, 123-A, 141-A, 144-A, 149-A, 004-B, 037-B, 042-B, 064-B, 078-B, 083-B, 092-B, 130-B, 132-B, 134-B, 135-B, 145-B

	Crackles
	 014-A, 017-A, 041-A, 058-A, 062-A, 069-A, 122-A, 003-B, 028-B, 048-B, 053-B, 069-B, 070-B, 084-B, 102-B, 106-B, 116-B, 140-B, 149-B

	Creaks
	 002-A, 007-A, 017-A, 034-A, 042-A, 046-A, 074-A, 098-A, 104-A, 106-A, 131-A, 136-A, 150-A, 006-B, 029-B, 098-B, 107-B, 115-B, 119-B, 133-B, 134-B, 135-B, 136-B, 150-B

	Glitches
	 004-A, 019-A, 025-A, 029-A, 062-A, 068-A, 071-A, 143-A, 014-B, 038-B, 045-B, 054-B, 055-B, 079-B, 082-B

	Grinding
	 008-A, 012-A, 017-A, 022-A, 037-A, 042-A, 078-A, 082-A, 097-A, 108-A, 140-A, 149-A, 004-B, 031-B, 041-B, 072-B, 143-B, 147-B

	Jingles
	 010-A, 028-A, 035-A, 039-A, 070-A, 092-A, 118-A, 016-B, 038-B, 093-B, 098-B

	Rattles
	 008-A, 026-A, 034-A, 046-A, 048-A, 049-A, 101-A, 113-A, 123-A, 136-A, 138-A, 018-B, 058-B, 073-B, 096-B, 098-B, 127-B

	Rustles
	 006-A, 039-A, 057-A, 067-A, 074-A, 084-A, 093-A, 106-A, 107-A, 005-B, 007-B, 078-B, 099-B, 127-B, 135-B, 136-B, 150-B

	Screeches
	 013-A, 025-A, 030-A, 100-A, 135-A, 140-A, 147-A, 005-B, 019-B, 030-B, 043-B, 057-B, 062-B, 071-B, 089-B

	Scrapes
	 009-A, 020-A, 022-A, 042-A, 049-A, 057-A, 061-A, 071-A, 078-A, 083-A, 088-A, 096-A, 130-A, 135-A, 141-A, 149-A, 016-B, 028-B, 031-B, 035-B, 058-B, 072-B, 089-B, 091-B, 101-B, 116-B, 133-B

	Scuffles
	 007-A, 011-A, 059-A, 087-A, 093-A, 095-A, 103-A, 117-A, 150-A, 003-B, 015-B, 029-B, 076-B, 078-B, 106-B, 107-B, 115-B, 132-B, 142-B

	Scurries/Skitters
	 011-A, 039-A, 053-A, 064-A, 096-A, 141-A, 047-B, 072-B, 133-B

	Squeaks
	 039-A, 084-A, 098-A, 123-A, 006-B, 089-B, 094-B, 119-B, 149-B

	Squishes
	 003-A, 015-A, 060-A, 063-A, 066-A, 068-A, 076-A, 079-A, 087-A, 090-A, 108-A, 110-A, 119-A, 127-A, 132-A, 134-A, 137-A, 008-B, 023-B, 040-B, 064-B, 086-B, 130-B, 142-B

	Swishes
	 014-A, 020-A, 036-A, 042-A, 048-A, 057-A, 067-A, 107-A, 109-A, 115-A, 133-A, 142-A, 001-B, 009-B, 026-B, 034-B, 069-B, 077-B, 099-B, 102-B, 143-B, 145-B

	Throbs/Pulses
	 001-A, 003-A, 015-A, 023-A, 031-A, 050-A, 054-A, 056-A, 060-A, 075-A, 079-A, 086-A, 114-A, 142-A, 146-A, 014-B, 027-B, 038-B, 047-B, 075-B, 097-B, 114-B, 120-B, 124-B, 128-B, 131-B, 148-B

	Tinkles
	 017-A, 018-A, 026-A, 028-A, 050-A, 055-A, 073-A, 078-A, 118-A, 131-A, 135-A, 145-A, 002-B, 006-B, 009-B, 018-B, 022-B, 066-B, 073-B, 080-B, 114-B, 121-B, 141-B

	Whooshes
	 002-A, 013-A, 032-A, 045-A, 053-A, 055-A, 063-A, 072-A, 082-A, 093-A, 098-A, 111-A, 115-A, 116-A, 001-B, 005-B, 010-B, 012-B, 019-B, 024-B, 026-B, 033-B, 039-B, 043-B, 054-B, 074-B, 077-B, 080-B, 085-B, 090-B, 101-B, 123-B, 132-B, 139-B



Family 05 – Percussive Sounds

	Percussive (Metal+Metal)
	 016-A, 028-A, 037-A, 073-A, 096-A, 099-A, 118-A, 042-B, 061-B, 092-B

	Percussive (Skin+Skin)
	 026-A, 059-A, 081-A, 065-B, 102-B

	Percussive (Stone+Stone) (including Terra Cotta)
	 007-A, 008-A, 022-A, 129-B, 145-A, 149-A, 028-B, 039-B, 058-B, 119-B, 130-B

	Percussive (Wood+Metal)
	 009-A, 007-B, 029-B, 031-B, 035-B, 038-B, 049-B, 115-B, 140-B

	Percussive (Wood+Skin)
	 009-A, 039-A, 049-A, 076-A, 092-A, 017-B, 056-B, 087-B, 094-B, 147-B

	Percussive (Wood+Wood)
	 002-A, 049-A, 084-A, 106-A, 092-B, 099-B, 112-B, 116-B, 136-B



Family 06 – Vocal and Vocal Emulating Sounds

	Groans
	 002-A, 032-A, 051-A, 072-A, 077-A, 103-A, 106-A, 112-A, 132-A, 006-B, 015-B, 043-B, 062-B, 079-B, 087-B, 136-B

	Growls
	 130-A, 051-A, 059-A, 109-A, 130-A, 072-B, 080-B

	Howls
	 034-A, 108-A, 117-A, 036-B, 088-B, 093-B, 099-B, 146-B

	Laughs
	 019-A, 061-A, 089-A, 099-A, 138-A, 057-B

	Moans
	 001-A, 018-A, 033-A, 044-A, 094-A, 097-A, 103-A, 121-A, 123-A, 143-A, 025-B, 033-B, 065-B, 076-B

	Screams
	 076-A, 095-A, 099-A, 124-A, 136-A, 147-A, 008-B, 020-B, 046-B, 055-B, 105-B, 118-B, 122-B, 148-B

	Shouts
	 019-A, 037-A, 053-A, 102-A, 015-B, 053-B, 094-B, 095-B, 116-B, 117-B

	Sighs
	 036-A, 073-A, 088-A, 113-A, 131-A, 003-B, 021-B, 034-B

	Sobs
	 041-A, 100-A, 061-B, 064-B, 121-B

	Wails (vocal)
	 006-A, 016-A, 025-A. 046-A, 048-A, 065-A, 092-A, 113-A, 047-B, 056-B, 058-B, 063-B, 070-B, 075-B, 096-B, 103-B, 112-B, 119-B, 127-B, 150-B

	Wheezes
	 003-A, 010-A, 030-A, 087-A, 088-A, 133-A, 106-B

	Whispers (vocal)
	 002-B, 009-B, 065-A, 074-A, 102-A, 107-A, 138-A, 144-A, 011-B, 016-B, 040-B, 049-B, 057-B, 069-B, 073-B, 083-B, 090-B, 105-B, 114-B, 117-B, 118-B, 121-B, 133-B, 137-B





List by Suggested Narrative Elements to be Evoked (Alphabetical)

	Abyss
	 001-A, 063-B

	Alien Beings/Cultures
	 134-A, 030-B

	Altar
	 018-B, 129-B

	Alternate Dimension
	 146-A, 067-B

	Amalgamation of Things/People
	 023-B

	Asylum
	 099-A, 061-B

	Attic
	 006-B, 133-B

	Babbling/Gibberish
	 011-B, 134-B

	Birds
	 043-A

	Blood
	 079-A

	Boarded-Up Windows
	 035-B

	Boat
	 014-B

	Bog
	 (see Swamp)

	Books/Tomes
	 125-A, 083-B

	Breathing
	 021-B

	Broken Free
	 096-A, 116-B

	Caretaker
	 016-B

	Cats
	 109-A, 043-B

	Cave/Cavern
	 111-A, 072-B, 097-B

	Cellar/Basement
	 130-B, 140-B

	Cemetery
	 (see Tomb)

	Ceremony
	 (see Ritual)

	Chanting
	 102-A, 117-B

	Chaos
	 041-A, 055-B

	Claws
	 141-A

	Cold
	 131-A

	Consciousness (Collective)
	 047-A, 144-B

	Corpse
	 143-B

	Crowd
	 015-B

	Cult/Cultist
	 048-A, 087-B, 109-B

	Curator
	 123-A, 123-B

	Darkness
	 072-A, 137-B

	Death
	 113-A, 074-B

	Declining Health
	 088-A, 076-B

	Desert
	 140-A

	Detective
	 135-A

	Device(s)
	 029-A

	Diary
	 (see Journal)

	Discovery (Unknown to Known)
	 020-B, 045-B, 094-B

	Dog(s)
	 117-A

	Doom
	 052-A, 056-B

	Dread
	 033-A, 100-B

	Dream(s)
	 055-A, 047-B, 090-B

	Dry
	 003-B

	Elderly Person
	 010-A, 107-B

	Eldritch Abomination
	 030-A, 091-B

	Elements/Elemental
	 073-A

	Experiment(s)
	 004-A, 066-B

	Evil Children
	 061-A

	Exploration
	 012-A, 039-B

	Evidence
	 084-A, 096-B

	Eyes
	 022-B, 064-B

	Face in Window/Mirror
	 0019-B, 118-B

	Family
	 133-A, 121-B

	Farm
	 007-B

	Fate
	 017-B

	Fear
	 100-A. 075-B

	Figurine(s)
	 078-A

	Fishing/Fish
	 110-A. 077-B

	Footfalls
	 029-B

	Footprints
	 010-B, 145-B

	Forbidden Knowledge
	 076-A, 057-B, 081-B

	Forest
	 (see Woods)

	Frogs/Batrachian
	 132-A

	Fungus 
	003-A

	Gaseous Cloud
	 012-B

	Gate
	 042-A, 132-B

	Gelatinous Substance
	 (see Slime)

	Ghouls
	 103-A

	Giant (Entity/Structure)
	 044-B, 095-B

	Glow(ing)
	 013-B

	Grave/Graveyard
	 (see Tomb)

	Great Hall
	 016-A

	Groaning
	 112-A

	Growling
	 130-A

	Guns
	 080-A

	Gurgles
	 077-A

	Headdress
	 118-A

	Heat
	 122-A

	Horde
	 053-A

	Horns
	 101-A

	Human/Blood Consumption
	 008-A

	Hypnotism
	 070-A, 114-B

	Ice
	 017-A

	Immortality
	 089-A, 065-B

	Impossible Geometry
	 071-A, 041-B

	Indifference (Cosmic)
	 056-A, 068-B

	Indigenous Culture
	 049-A, 053-B

	Insanity
	 (see Loss of Sanity)

	Insects
	 064-A

	Insignificance
	 124-A, 131-B

	Invisible Structure
	 031-A

	Jewelry/Amulet
	 035-A, 141-B

	Journal
	 057-A, 069-B

	Jungle
	 139-B

	Key
	 028-A, 038-B

	Knocking
	 009-A

	Lake
	 085-A

	Lamp
	 059-A

	Letter(s)
	 107-A

	Library
	 074-A, 150-B

	Lighting (Unusual)
	 062-A. 059-B

	Lineage
	 034-A

	Lizard/Lizard Men
	 011-A

	Locked Door/Object
	 129-A, 031-B

	Loss of Sanity
	 044-A, 089-B, 105-B, 108-B

	Machinery
	 128-A, 037-B

	Madness
	 (see Loss of Sanity)

	Maze
	 105-A

	Mind Swap
	 025-A, 050-B

	Missing Records
	 143-A

	Mood Swing/Change
	 019-A, 060-B

	Moon
	 005-A, 032-B

	Moon Beasts
	 087-A

	Moor
	 059-A

	Mountain(s)
	 081-A

	Murder
	 095-A, 147-B

	Museum
	 039-A

	Mutation
	 108-A, 148-B

	Mysterious City
	 126-A, 046-B

	Necronomicon
	 006-A

	Non-Bilateral Form/Shape
	 068-A, 062-B

	Occult Studies
	 067-A, 048-B, 093-B

	Ocean
	 051-B, 088-B

	Odor
	 014-A, 085-B

	Old Church
	 046-A, 098-B

	Old House
	 136-A, 084-B, 112-B

	Outer Space
	 091-A, 027-B, 138-B

	Painting
	 020-A, 101-B

	Photograph
	 120-A

	Pipes/Plumbing
	 004-B

	Pit
	 001-A,

	Plane (Flight)
	 116-A

	Planes of Existence
	 (see Alternate Dimensions)

	Police
	 012-A

	Pre-Human/Prehistoric
	 051-A, 146-B

	Professor
	 078-B

	Ranting
	 121-A

	Rats
	 038-A

	Reality (Uncertain)
	 014-B. 033-B

	Released/Unleashed
	 (see Broken Free)

	Relic(s)
	 145-A, 042-B

	Religion
	 094-A, 127-B

	Remains
	 083-A, 058-B

	Research
	 139-A

	Resurrection
	 070-B, 122-B

	Ritual
	 092-A, 049-B, 102-B

	Runes
	 022-A, 028-B

	Screaming
	 147-A

	Sculpture(s)
	 149-A

	Sea
	 (see Ocean)

	Secret(s)
	 002-B, 040-B, 125-B

	Secret Passage
	 098-A, 149-B

	Servants
	 018-A

	Shadow/Shadowy Figure
	 065-A, 034-B, 110-B

	Shape-shifting
	 142-A

	Ship
	 104-A

	Shoggoths
	 137-A

	Silence (Eerie)
	 036-A, 024-B

	Sleep
	 075-A

	Slime
	 015-A, 126-B

	Solitude
	 114-A, 113-B

	Smell
	 (see Odor)

	Space-Time Continuum
	 086-A, 124-B

	Specimen
	 060-A

	Spiral
	 115-A

	Stairwell
	 007-A, 115-B

	Stars
	 050-A

	Storm
	 063-A

	Study (Room)
	 106-B,135-B

	Swamp
	 090-A

	Symbols
	 040-A, 054-B

	Taint(ed)
	 119-A. 079-B	

	Teeth
	 008-A, 080-B

	Tentacles
	 066-A, 142-B

	Tomb
	 032-A, 119-B

	Torches
	 069-A

	Toxic Waste / Substance
	 127-A

	Trains
	 013-A

	Travel
	 082-A, 104-B

	Transformation
	 045-A, 025-B

	Trees
	 106-A, 136-B

	Throng
	 (see Horde)

	Twins/Siblings
	 054-A. 073-B

	Underwater
	 027-A, 086-B

	Uneasiness
	 097-A, 052-B, 082-B

	University
	 093-A

	Unknown Creature
	 023-A, 120-B

	Unknown Language
	 144-A, 103-B

	Unknown Sound (percussive)
	 092-B

	Unknown Sound (string)
	 071-B

	Unknown Sound (wind)
	 026-B

	Unknown Substance
	 148-A, 128-B

	Urban (setting)
	 037-A

	Vastness
	 024-A, 036-B, 111-B

	Village
	 150-A

	Visions (incl. Seeing What Others Cannot)
	 026-A

	Whispering
	 009-B

	Wind
	 005-B

	Wings
	 001-B

	Witch(es)
	 138-A

	Woods
	 002-A, 099-B





[image: ]



[image: ]




[image: ]



[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]
[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]
[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]
[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]

[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]



[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


[image: ]


image2.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Abyss/Pit

Rumbles Moans
Throbs/Pulses Wails (non-vocal)

soysImMg sdumypy
sogunry SOYSOOYM SSUIp

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image92.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Outer Space Drones Whirs
Whipsers (n-v) Whumps

V4
y 4
Ld

yavaN NS S

&
g
s
[
2
2

ng 1opse0uy

sxapunyg, syroug
soderog sdog uoneuIwoqy Yoapiy

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image93.png
SUGGESTED SOUND FAMILIES!

Bells Jingles
Percussive (W+Sk) Wails (v)

SUGGESTED NARRATIVE ELEMENT: Q
Ceremony/Ritual

re re ~ ~ ~ (AN [ETTTETTT TN VEI R TR A WAL A T 5 XS L L LAA B AMA L B A0 1)
e s S SSSS NS S+ N\NN
N
N A —— — T e,
—
>
F
2
g
z
ks
N rveT——
sdwmnypy (A+AM) AISSNOID g (oa1ssnoxad)

(IN+IA) @AISSnNOIag  SYOI[) punog umouyu)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image94.png
1yoeey 1208 WS

SUGGESTED NARRATIVE ELEMENT:
University

A

SUGGESTED SOUND FAMILIES!

Rustles Scuffles
Whispers (n-v) ‘Whooshes

A~ A ———  ___—=.
—
Nt — N
IS s N —|
N ~—
—

— S — — S s easne s ol

r

S AL

S[MO SaSSTH
so[surp sdrxq

SAMIAYH ANNOS d31s399Ns

SOIpMIS H[N20Q

(LNAWTTT FALLYHEYN d3LSIOONS




image95.png
SUGGESTED SOUND FAMILIES!

Hisses Moans
Mutters Thunders

SUGGESTED NARRATIVE ELEMENT: Q
Religion

&
g
s
[
2
2

ng 1opse0uy

(umouy] 03 umouyu())

sauIyp Ssyeanbg
A19A0081(]

snoys  ([S+A\) 2AIssnoxad

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image96.png
1yoraIey 1203 WSLL

SUGGESTED NARRATIVE ELEMENT:

Murder Crashes Scuffles

Screams Whips

Q_ SUGGESTED SOUND FAMILIES!

SITYM synoyg
sropuny], swoog

SAMIAYH ANNOS d31s399Ns 8

(9an3onajg/Anuy) Jueis)

(LNAWTTT FALLYHEYN d3LSIOONS

@
g
2
§
2
3
3





image97.png
g
[
2

SUGGESTED NARRATIVE ELEMENT:

Broken Free/Released
Unleashed

A

SUGGESTED SOUND FAMILIES!

Lunges Percussive (M+M)
Scrapes Scurries/Skitters

(a) sprem so[ey
sogunry SOSSIH

SAMIAYH ANNOS d31s399Ns

d

QouapIAY

(LNAWTTT FALLYHEYN d3LSIOONS

WaISAS UONISOUWO) ISLININ UENJEIDIA0T] AESIOG

960 pIE)




image98.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Uneasiness Grinding Moans
Warbles Whumps

D e —— p—

1yoeaIey 1303 1S1L

_ ——
B~
P e AL, 1
= 1
—

SapISIyM sasng/sqoryy,
soyser) sduq uIsae)/eAR)
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image99.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

Secret Passage

SUGGESTED SOUND FAMILIES!

Creaks Lunges
Squeaks  Whooshes

I
I
h—
~
# Vi
v ——
bl > e —————— e
(a-u) sprep  sopey
Yoanyy pio

so[surp syeaux)

SAIMINVH ANNOS d31s399NS

(LNAWTTT FALLYHEYN d3LSIOONS





image100.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Asylum Laughs Percussive (M+M)
Screams Whines
SO C—r—
NN
o ~—
N -
.~ ~ —
F—~——
. ~— ~
> = N N N —
H
)
z
E s
———

SaysIMg sapIsny
(M+AM\) dAISsSnodag S[MOH SPOO

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image101.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Fear Lunges Rumbles

Screeches Sobs

»
z
3
)
E —a - - - - - a - = a — —
P77F 7 T7TIVI77 777777777
(a-w) sprem szopunyy,
SINUWLINA sauoa( peaa(q

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image3.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Woods/Forest Creaks Groans
Percussive (W+W) ‘Whooshes

EE
[ — ~7
E — 2\ . — — ——y
3 \
A - 4
S
P ==
NN Ny, -
N~ e
- —————
(A) sxadsIypp (A-u) szadsiyp
(s)301008

sopuLL, sxopn
'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image102.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Horns Clicks Rattles
Snorts Whips
I —

1yoraIey 1203 WSLL

SOYSOOYA (A-u) saxadsIypp
SOUIYA soderog

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

Sunureg




image103.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Chanting

Mutters Murmurs
Shouts Whispers (v)

L—;—-—-a-—------ |

SOUSIMG  ([S+YS) dAISSNOIdJ
SINA  SO[YoRI) Tenjry/Auowaaa))

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

WaISAG UONISOUWIO) ISLININ UENJEIDIA0T] AESIOG

¢G0T p1Ie)




image104.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Ghouls Groans Lunges
Moans Scuffles

&
]
s
[
2
2

ng 1opse0uy

%ﬂ -~ e

(a-w) szodSTYA  (4) STTRM
SINUWLINA SOSSTH

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

egengue umousyu)




image105.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Ships Bells Creaks
Splashes Wails (n-v)

ng 1opse0uy

ERNISI TSI A~ =
SITYM EELIpEER I
sa[qunyy souox(g eAeL],

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image106.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Maze Lunges Pops

Warbles Whips

ng 1opse0uy

(A) saadsIypp SITYM
Sureaxos souoa( Ajrueg Jo ssor|

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image107.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Trees Creaks Groans
Percussive (W+W) Rustles
7 P, ~— — =
— N — NS
—— —
— ——
A v L - ] | p——
7 s
-l — ~
P 7 y ]
e — 7 A
~— -
e
) Dl
7S 7
~— i, —
i
7~ — i >4
~f — P i
sdwmnypy S9ZIJYA
saggnog sa[yorI)

SAMIAYH ANNOS d31s399Ns

d

(wooy) £pmig

(LNAWTTT FALLYHEYN d3LSIOONS




image108.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Letter(s) Murmurs Rustles
Throbs/Pulses Whispers (v)

AAAA A AN AAAAAAL
A VNS VAAA v

&
g
s
[
2
2

ng 1opse0uy

AAA I VaVaN AAMA Aﬂﬂﬂn!f ya ’ AA‘ 4’ Vi 77777
77 -

(a-u) sprepy sjoug
sajnog syeaI)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

uosiag A[1oprq




image109.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Mutation

Grinding Howls
Swishes Warbles

1yoeey 1208 WS

SITYA szopunyy,
so[zz1g sozzng Ajrueg Jo ssor|
'SAMINYH ANNOS A3LSIOONS 8 (LNIWITT JALLYHEVYN d31S399NS




image110.png
1yoraIey 1203 WSLL

SUGGESTED NARRATIVE ELEMENT:
Cats

SUGGESTED SOUND FAMILIES!

Growls Hisses
Swishes Whines

m

~F

(a) sprem SO ULL
(IN+JA) @AISSNOIdJ  SOSSTH

SAMIAYH ANNOS d31s399Ns

d

ISHINDAMD

(LNAWTTT FALLYHEYN d3LSIOONS

wWoISAG UONISOAWO) ISLANIN ] UBIJEIIOAOT JLSIOG

601 pIe)




image111.png
SUGGESTED NARRATIVE ELEMENT:

Cave/Cavern A

SUGGESTED SOUND FAMILIES!

Wails (n-v)
‘Whooshes

Rumbles
Whispers (n-v)

N — —— AR
N7 ~— N~ N AVAVAVAVAVAVATAY
sIopunyy,  so[qunyy
sauox(g swoog SSOU)ISBA

s3

IMAY4 ANNOS d31S399NS 8

(LNAWTTT FALLYHEYN d3LSIOONS




image4.png
SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!
Gurgles Squishes

Fungus
Throbs/Pulses Wheezes
- ~ 7 A
7 N —

spIoug sysig
sajynog sa[yoer)

SAIMINVH ANNOS d31s399NS

d

pPrav/&aq

(LNAWTTT FALLYHEYN d3LSIOONS

ING UBIYRIOIAGT aESIOG




image112.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:
Groaning

A

SUGGESTED SOUND FAMILIES!

Drones Groans
Lunges Murmurs

i
e
B
>
—_ ,l‘ -~ T
(A) sprepy (AA+AA) PATSSNOId J
sayser) sazzng 9snoH PIO

SAMIAYH ANNOS d31s399Ns

d

(LNAWTTT FALLYHEYN d3LSIOONS




image113.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Death Rattles Sighs
Walils (v) Whispers (n-v)

&
]
s
[
2
2

ng 1opse0uy

SaISIYM SIYM
so[quiny souoa( apnjyijog

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image114.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!
Drones Mutters

Solitude
Throbs/Pulses Thunders
o=
2
. o
— —

— 7

 —

—
(a) sxadsTym So[yuLy,
wsrpoudA

sasng/sqoay], sozzng
SAMIAYH ANNOS d31s399Ns

d

(LNAWTTT FALLYHEYN d3LSIOONS




image115.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!
Swishes Warbles

Spiral
Whirs  Whooshes
e —
Sy - - - L3 * il
r] v, b
Sa[qIep sa[Jynog
[oMare;s

(JN+AA) PAISSNOI8g  S¥eOI)
SAIMINVH ANNOS d31s399NS

(LNAWTTT FALLYHEYN d3LSIOONS




image116.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Plane (Flight)

Buzzes Lunges
Whines  Whooshes

W —

WIS A UOPISOAWO)) JSLANIN] UBIYLIODA0T] JESIDG

smoyg sodeaog payseorun
(M+AA) PAISSNOID  SO[ORI) Pose9a[ay/aa1 uayorq

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

911 p1e)




image117.png
eaRg 1207 151

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Dog(s) Howls Scuffles
Snorts Whines
I 1
I - - - ]
T — -e = ————
- - - —
- - -
-

— [__) -— ]
-2.——

fe— S —_—

(A) saadsIypp snoys

STIPNA s|eg sunuey)

SAMIAYH ANNOS d31s399Ns

(LNAWTTT FALLYHEYN d3LSIOONS

ey RIOA0T aesIOg

woyss uoprsodwoy) s

LIT p1e)




image118.png
&
©
g
s
[
2
H
2

Bunysiqng 10pse0uy

SUGGESTED NARRATIVE ELEMENT: Q

Headdress

SUGGESTED SOUND FAMILIES!

Percussive (M+M)
Whirs

Jingles
Tinkles

o 77 -r_a p—
D —
(a) sxadstypy  syroug TOLITIN/MOPUTA
Sweardsg SOSSIH o[} uI 3de,|

SAIMINVH ANNOS d31s399NS 8

(LNAWTTT FALLYHEYN d3LSIOONS




image119.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Taint(ed) Gurgles Pops
Rumbles Squishes
—— ~ N NN
W >~ N — SOV
v —— . —
Ay, N~
. V A— ~
~ ~ N ae S~ - h YA
NS N
~ 7\
~ ——
N
(A) s[rem syeanbg AI910W0)/pIeAdARIy)
(S+S) 2a1SSnNoI0g  SsyeaI) QARIY/qUIOT,

SAIMINVH ANNOS d31s399NS

(LNAWTTT FALLYHEYN d3LSIOONS




image120.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Photograph Murmurs Pops
Sizzles Whistles
7
>
g
SaUTYM sas[ng/sqoay,
so[8any sozzng 2anjeaa) umousun)
SAMINYL ANNOS d3LSADONS 8 (INIFWITT FALLVHEVN d3LSIOONS




image121.png
SUGGESTED SOUND FAMILIES!

Moans Murmurs
Whines Whumps

e e
@ ¥ F

SUGGESTED NARRATIVE ELEMENT: Q
Ranting

1yoraIey 1203 WSLL

D B
(a) sxodsTypm sapyuLy,
sqos sanuny Arure g

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

@
g
2
§
2
3
3





image5.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Experiment(s) Buzzes Glitches
Hisses Whirs
P AN —r— s —
~ A N 7~
i L ——
~ — ~—
e~

&
©
g
s
[
2
H
2

Burysiqng 10seouy

soury | Surpury
sduq L CH) surqumigysedig

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image122.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Heat

Crackles Explosions
Sizzles Wails (n-v)

s —— N

1yoeaIey 1303 1S1L

(a-u) sprepy siepunyJ,
surearog SOSSTH UO0T13I9IINSIY
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image123.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:
Curator

SUGGESTED SOUND FAMILIES!

Clicks Moans
Rattles Squeaks

eSS S LA |1 N0 (L L)

sdumyp SaYSoOYM
sdog SOSSIH

SAIMINVH ANNOS d31s399NS

asdao)

(LNAWTTT FALLYHEYN d3LSIOONS




image124.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Insignificance

Booms Drones
Screams Whirs

—— -~~~ S — A"

‘.
#
|

1yoraIey 1203 WSLL

o —t

N=F

sas[ng/sqoay],  sa[quny a
wnnuuoy) sawlL]-9dedg

sauo(q sozzng
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS




image125.png
SUGGESTED SOUND FAMILIES!

SUGGESTED NARRATIVE ELEMENT: Q
Groans Percussive (Sk+Sk)

Books/Tomes

Rustles Swishes
g — e —
—t e —— —
— . o 8 e ——— 0 o — < ¢ o
A W N
™ § A v 4 N
A\ W
— L ——
—— .~
~ B~
e
¢
2
g
g
e N —— h_——— h
ey S SN ACAATS
————— e ~— \ \~
(A) saadsIypp SITYM
(a-u) sprep sorsorI) (S)301008

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image126.png
eaRg 1207 151

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:
Mysterious City

Q_ SUGGESTED SOUND FAMILIES!

Thunders Warbles
Whirs Whispers (n-v)

~—_

"

Sa[qIep sasTnJ/sqoxay,
soysinbg so[3any

SAIMINVH ANNOS d31s399NS

JoueBISqNG SNoud e[y
aurs

8 (LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

9¢1 p1Ie)




image127.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Gurgles Pops
Sizzles Squishes

Toxic Waste/Substance

(a)sprepy sepsny
swoog s[rog uorgiey

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

WosA§ UONISOAWO) ISLANIN | UBIYLIOOAT AL590G

LGl p1e))




image128.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Machinery Grinding Percussive (M+M)
Tinkles Whumps

SaSTNJ/SqOIY], SASSIH
so[8any suorsordxgy JoueIsqNS umouyu)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

USOAWIO) IS1ANIN Y UEIYLIDDAO] AESIOG

wos

8¢l pIe)




image129.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Locked Door/Object

Creaks Jingles
Percussive (W+M) Rattles

S~

i NS —— - -
g
=
2
’;. —— .~ ——
e L

»
z
H
g
©
z N

— S ——

X
$9[221S (S+S) d2aIssnoxs g
SINUWLINIA sTiog Iey
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image130.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Growling Growls Lunges
Scrapes Whines

2 At o N~ — — >~
S
g
g
H —~ 1
3 e — — A
3 ﬁ
3
g
g
~ e — —— — —
Avv i N
saysinbg sapquny
JuswAseE/Ie[[9)

(S+8) earssnozag  SYIID
'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image131.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!

Cold Creaks Sighs
Tinkles Wails (n-v)
- ————— =
NN
~
~
~7\ NN ~ N
NN A ¥ AN X
A4, Y N Ao ™ _4 A - ™
S
— — —
- T ———
e — e — N\
sa[qaeAy S9SN J/SqOIY],
souoa soyser) QoueIIIUSISU

SAMIAYH ANNOS d31s399Ns

d

(LNAWTTT FALLYHEYN d3LSIOONS




image6.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Moon Drones  Thunders
Wails (n-v) Warbles

SOYSOOYA,  SOISIUM
S9YI99I0G soqIsny pu!M

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image132.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Frogs/Batrachian Groans Lunges

Squishes Warbles

e —_ A
—
~ A~
e B— S S AN v SSaw s
»
z
3
H
g
A P W . &
4 s — T ~7 N
SOYSO0YA SITYM
sopgnog SYOID a3en
'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image133.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Mutters Swishes
Wheezes Whines

Family

(A) SI9dSIYAL  STIPIYS/SOIIINIG
soderog syeor) oMV

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image134.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Detective

Mutters Rustles
Scrapes Tinkles

1yoraIey 1203 WSLL

2 s ] / i 7 4 /’
L 7 7 Z P 7z
sapIsny sapquinyy
syea1) SYRID (wooy) Apnyg
'SAMIANYH ANNOS A3 LSIADDONS 8 (INTFWITT FAILVENVYN A3LSTDONS




image135.png
SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Shoggoths Lunges Squishes
Warbles Whumps

eaRg 1207 151

(A) saadsIypp sIapunyf,
sa[qunyy sauox(g

SAMIAYH ANNOS d31s399Ns

d

ssousIe(

(LNAWTTT FALLYHEYN d3LSIOONS

WosA§ UONISOAWO) ISLANIN | UBIYLIODAT AL590G

LET pIE)




image136.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Witches

Laughs Murmurs
Rattles Whispers (v)

AAAA,
— A i
7 N7\ —
— A e
7 A~ V-
>
z
2
g
-
g
— —
S~ ) v AV.L) —
T S S S AR LR IR LNl — n

SIIypM S9SN J/SOIY ],
soquinyy souoa( 9ordg x9N
'SAMINYH ANNOS d3LSFDONS 8 {IN3WITT FAILVHYYN d31SIODONS




image137.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!

Research Buzzes Drips
Sizzles Whirs
— P ]
e P a°** ® r)
|
N -
—_— "
S .~ —
— —t
SAYSOOYM Sa[qIep s
a[Sunp

sjrIoug SOSSTH

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

@
2
1
B
2
3
2
3
?





image138.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Desert Grinding Screeches
Snorts Whistles
| B T W ) 1 W L N I ) = Y % Y { W}

&
©
g
s
[
2
H
2

Bunysiqng 10pse0uy

(a-u) saadstyp\ SITYM
(JN+AA) PAISSNOIdg  So[yoeI) judwaseq/Ie[ad)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image139.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Claws Clicks Scrapes
Scurries/Skitters Whipss
H i
'; & —_
5
: —
: ry
.
SITYM soyserdg
SINUWLIN\] so[yuLy, joINUIY/AI[oMa P

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image140.png
eaRg 1207 151

SUGGESTED SOUND FAMILIES!

Swishes  Throbs/Pulses
Whips Whumps

SUGGESTED NARRATIVE ELEMENT: Q
Shape-Shifting

~ > > =

Vs — —
> ] >
> -

sdumnypy saysinbg
sapgnog sa[gany) S9[oBIUI],

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

WaISAG UONISOUWO) ISLININ UENJEIDIA0T] AESIOG

Gv1 p1e)




image141.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Missing Records/Pages Glitches Moans
Murmurs Whines

A

g
g
E M— VN
2 N >4
>
1
8
g
g —N g
. ___—
W
A
SI[ISTYM SasImMg
sanuLny Surpuriy asdao)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image7.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Necronomicon Rumbles  Murmurs
Rustles Wails (v)
® [ 2 — Ld
. P .
L - —

LR RS —————
sapury, syeanbg
sueox syear) plukivs

SAIMINVH ANNOS d31s399NS

d

CLNIW3TT FAILYHAVYN

ad31s3Io9Ng





image142.png
SUGGESTED SOUND FAMILIES!
Clicks Mutters
Walils (n-v) Whispers (v)

SUGGESTED NARRATIVE ELEMENT: Q
Unknown Language

r YO ) sece, Y 9 o0 o o

ES
i T o v [N W WY S o 7o 0 7@ [ J [ A X X W] [ N X N N ) ROV W
w
g
2

S W® o9 5% 9 F T T Fsse T ees s e s hnnnuna e n Wi, e e T TG e g

ng 1opse0uy

(9a1399[10D)
SSUSNOIISU0))

sdumnypy SATYM
(A-u) srepp siopuny,

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image143.png
SUGGESTED SOUND FAMILIES!

Buzzes Percussive (S+S)
Tinkles Whispers (n-v)

SUGGESTED NARRATIVE ELEMENT: Q
Relic(s)

&
]
s
[
2
2

ng 1opse0uy

sdumnypy SOYSIMS
syutadyooq

SYOID sduq
'SAMIANVYL ANNOS d3L1SF99NS 8 (INFWNITT FAILYHEVYN d3LSTOONS




image144.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Alternate Dimension Drones  Murmurs
Plane(s) of Existence Throbs/Pulses  Thunders

&
g
s
[
2
2

ng 1opse0uy

SO[ISTYM. sa[quiny OTI09STYdId
sanuiany S|[MOH uewinyg-oxd

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image145.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Screams Crashes Screams

Screeches Whines

Sa[qIep\ (IS+M) 2AISsSnoxag
Surpuriy) suorsordxgy JPINIA
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image146.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Unknown Substance

Lunges Rumbles
Sizzles Warbles

/
P
0on0 avs90§

1yoraIey 1203 WSLL

—
~ ————
7 Y 7
7 w4 > 4
= = —
SAS[NJ/SQOIY], SUIBAIDG
uoreInIy

sogunry so[3any)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image147.png
SUGGESTED NARRATIVE ELEMENT:

Sculpture(s) Clicks Grinding

Percussive (S+S) Scrapes

Q_ SUGGESTED SOUND FAMILIES!

&
]
s
[
2
2

ng 1opse0uy

SA[ISTYM syeanbg
SINUWLINIA so[yoRI)

SAMIAYH ANNOS d31s399Ns 8

ogesseJ 191098

(LNAWTTT FALLYHEYN d3LSIOONS




image148.png
)
Z

E}
5
g
=
=
3
3

2

Burysiqng 10seouy

SUGGESTED NARRATIVE ELEMENT:

Village

Q_ SUGGESTED SOUND FAMILIES!

Creaks Scuffles
Wails (n-v) Whispers (n-v)

(a-u) szadsTp  (A) S[TEM
sapIsny syear)

Rkl

TIAYH ANNOS d3LSFDDNS

Axreaqry

8 (LNAWTTT FALLYHEYN d3LSIOONS




image149.png
Cadence 001

Seesar Lovecraftian Futurist Composition System

2021 Batra

AYAASAS Y A




image150.png
Cadence 002

Seesar Lovecraftian Futurist Composition System

o oy o

-

>

T T I IPFTPPITII PIFT

Z = T T T T T T

Copyright 2021 Batray Ancestor Publish





image151.png
o~ — —

Copyright 2021 Batra

Ancestor Pul





image8.png
SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!

Stairwell Creaks Lunges
Percussive (S+S) Scuffles

—— = NSNS
v‘—-’%

v 2 J v i v 4
7 7 ~7 1
SaUTYM syroug
sopIsny (JN+AA) @AISsnoda g wre

SAMIAYH ANNOS d31s399Ns

(LNAWTTT FALLYHEYN d3LSIOONS

L10OAOT] aESIOG





image152.png
right 2021 Batra Ancestor Pul





image153.png
Cadence 005

Seesar Loveer; Futurist Composition System

A e S . S T

Copyright 2021 Batray Ancestor Publish





image154.png
/
f ‘
/
<
q -\\ A‘
v/ Py /
A\
7 /
A /
/
\-

Py \\\ /
4
/

]

4

\ )

y





image155.png
Seesar Lovecraftian Futurist Composition System





image156.png
Ommmbom ccm

aftian Futurist C

A

A
AA,





image157.png
Copyright 2021 Batra Ancestor Pu





image158.png
Cadence 010

Seesar Lovecraftian Futurist Composition System

\ S

Copyright 2021 Batray Ancestor Publish





image159.png
right 2021 Batra

Ancestor Pul





image160.png
Cadence 012

Seesar Lovecr: em

~——

= N NN

e

Copyright 2021 Batray Ancestor Publish





image161.png
Cadence 013

Seesar Loveer; Futurist Composition System

Copyright 2021 Batray Ancestor Publishi





image9.png
1yoraIey 1203 WSLL

SUGGESTED NARRATIVE ELEMENT:
Teeth

Q_ SUGGESTED SOUND FAMILIES!
Clicks Grinding
Rattles Percussive (S+S)

/I‘ /’ — ¢ -+ v i g « 6O U g . o -
soysinbg SWedIdg
so[8amy sdraq uonpdwinsuo)) poorg/uewinyy

SAMIAYH ANNOS d31s399Ns

8 (LNAWTTT FALLYHEYN d3LSIOONS

@
g
2
§
2
3
3





image162.png
Seesar Lovecr

—

¢

/
Ty
(
/
N
)
¢
<
o
>
D
>
2

)
/
)
)
)
)
)
)
>

AAAAN





image163.png
Cadence 015

Seesar Lovecraftian Futurist Composition System

NN AN N

—
NG TNV

|
b

right 2021 Batr Ancestor Publishing





image164.png
Copyright 2021 Batra Ancestor Pu





image165.png
P A AAAANAP AN YN

A
N o g

right 2021 Bat





image166.png
V o W

L4

p

VAR A AV NS EEE S &AL L as o A ot ——— o

2 g J g FgFJ JJ JJ T 77V 7V 7

L4

AV 7 7 77

yright 2021 Bat





image167.png
Cadence 019

Seesar Lovecr: Futurist Composition System

N
NN S S SN

Sy N\

ST S S SO SO
-~

Copyright 2021 Batray Ancestor Publish





image168.png
Cadence 020

Seesar Lovecraftian Futurist Composition System

N W N N

-

> ——
z - P & TV 7 P 5

Copyright 2021 Batray Ancestor Publish





image169.png
Cadence 021

Seesar Lovecraftian Futurist Composition System

|

2021 Batrachian Ancestor Publishing





image170.png
Cadence 022

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batray Ancestor Publish





image171.png
Cadence 023

Seesar Lovecraftian Futurist Composition System

7

Z VA

Copyright 2021 Batray Ancestor Publish





image10.png
SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!
Lunges Scrapes

Knocking
Percussive (W+S) Percussive (W+M)
Dt gl
"~
—=
e —
=
- A

Va3 ISAL

A . > 7 4
7 SO

(A) sxadsIypp (A-u) szadsiyp
S9PULL SOUSIMG

SAIMINVH ANNOS d31s399NS

d

Surzadsiyp

(LNAWTTT FALLYHEYN d3LSIOONS

@
2
1
B
2
3
2
3
-





image172.png
AAAA

i A A, * A





image173.png
Cadence 025

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batray Ancestor Publish





image174.png
Cadence 026

Seesar Loveer: Futurist Composition System
3
L
p
o
. 3
B
q
, J
4
|
. 1 g
4 .
* .
<
|
3
R o
L L
o
L .
o L
>
P
o
L
L
9 L
L L
L
0!
L -
« -
.
.
L

Copyright 2021 Batray Ancestor Publish





image175.png
Cadence 027

Seesar Lovecraftian Futurist Composition System

~
S S S

e S

Copyright 2021 Batray





image176.png
i





image177.png
Cadence 029

Seesar Lovecr: Futurist Composition System

S SNS N\NS

VY SOOSON N

=

A A S N

\/

ANSA LA o AP
N/

Copyright 2021 Batray Ancestor Publish





image178.png
Cadence 030

Seesar Lovecraftian Futurist Composition System

right 2021 Batrachian Ancestor Publishing





image179.png
Cadence 031

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batray Ancestor Publish





image180.png
Cadence cwm

ist Composi

tw.

TN

Copyright 2021 Batracl

hiai

n Ance:

stor Publishing




image181.png
Seesar Lovecraftian Futurist Composition System

A‘





image11.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Elderly Person

Hisses Jingles
Warbles Wheezes

sdumnypy SASOOYA
sagunr S9SSTH syurxdyooq

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image182.png
Cadence 034

Seesar Lovecraftian Futurist Composition System

ight 2021 Batra ncestor Pul





image183.png
Copyright 2021 Batray





image184.png
Seesar Lovec

Copyright 2021 Batra Ancestor Pu





image185.png
Cadence 037

Seesar Lovecraftian F st Composition System

DA

Copyright 2021 Batray Ancestor Publish





image186.png
Cadence 038

Seesar Lovecraftian Futurist Composition System

T A~ AV A V3

Copyright 2021 Batray Ancestor Publish





image187.png
Cadence 039

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batrachian Ancestor Publishing





image188.png
Va

—

.

I = IS G NV

right 2021 Batra

Ancestor Pul





image189.png
Cadence 041

Seesar Lovecraftian Futurist Composition System

-
A SN
T 7

Copyright 2021 Bat Ancestor Publish





image190.png
Cadence 042

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batray Ancestor Publish





image191.png
Cadence 043

Seesar Lovecraftian Futurist Composition System

vo."-lod

Copyright 2021 Batray Ancestor Publish





image12.png
SUGGESTED NARRATIVE ELEMENT:

Lizard/Lizard Men

Q_ SUGGESTED SOUND FAMILIES!

Hisses Scuffles
Scurries/Skitters Wails (n-v)

(A) saadsIypy  saaInIy
SInuIny so[8any)

SAMIAYH ANNOS d31s399Ns

ysueqqro/Surqqeg
8 (INTFWITT FAILVENVYN A3LSTDONS

WaISAG UONISOUWO) ISLININ UENJEIDIA0T] AESIOG

110 pIe)




image192.png
Cadence 044

Seesar Lovecraftian Futurist Composition System

Z 7 7
>
I///l, Z 7

Copyright 2021 Batray Ancestor Publish





image193.png
Cadence 045

Seesar Lovecraftian Futurist Composition System

S

A

Copyright 2021 Batray Ancestor Publish





image194.png
Seesar Lovecraftian Futurist Composition System





image195.png
Seesar Lovecraftian Futurist Composition System





image196.png
Cadence 048

Seesar Lovecraftian Futurist Composition System

L J I I 2 00 2 009 0 0P 2 29

—r 7 T 7 F F F I T T T I T ITI T IITI I ITITIV

N
N
\|

7727,

Copyright 2021 Batray Ancestor Publish





image197.png
Ancestor Pul

Copyright 2021 Batray





image198.png
Cadence 050

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batray Ancestor Publish





image199.png
o
Z

E
z
5
g
s
=
3
3

2

4

Buysiqng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!

SAIMINVL ANNOS d31S399NS

d

(INIFWITF FAILYHEVN d3.1S399NS

WSAG UOPISOAWO) SLNIN | URHJEIIONOT ATSIOG

2d




image200.png
CC

Seesar Lovecraftian Futurist Composition System

Copyright 2021 Batrachian Ancestor Publishing





image201.png
ar Lovecraftian Futurist Composition System

15
Sec.
Rest

Copyright 2021 Batrachian Ancestor Publishing

Seesar Lovecraftian Futurist Composition System

15
Sec.
Rest

Copyright 2021 Batra

an Ancestor Publishing





image13.png
SUGGESTED NARRATIVE ELEMENT:
Exploration

Q_ SUGGESTED SOUND FAMILIES!
Drones Explosions
Grinding Murmurs

N
. N 2 N/

SOYSOOYA (a-u) saadsiyp\
pPnoi) snoasex)

sa[quny sauox(q
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS

@
2
1
B
2
3
2
3
-





image14.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Train Crashes Lunges
Screeches  Whooshes
— = -— —
- i —
—— 4
sarypm sourypm
so[zz1g sozzng

SAMIAYH ANNOS d31s399Ns

(Sunmory

(LNAWTTT FALLYHEYN d3LSIOONS




image15.png
SUGGESTED NARRATIVE ELEMENT:
Odor/Smell

Crackles Sizzles
Swishes Whirs

Q_ SUGGESTED SOUND FAMILIES!

1yoraIey 1203 WSLL

Wb
sa[qaeAy S9SN J/SqOIY],

sojquny SOYOI[Y (urejraoun)) L3rjeay
'SAMINYH ANNOS d3LSTODONS 8 JINIFWITT FAILVHEYN d3LSTOONS




image16.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Gurgles Squishes
Throbs/Pulses Warbles

Slime/Gelatenous Substance

1yoeey 1208 WS

e ——
S S —
— =
A~ AL — N\,
T N A
sdumnypy smnoyg
sajnog sueoxn (pa)pmor)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image17.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Great Hall Booms Drones
Percussive (M+M) Wails (v)

1yoeey 1208 WS

(A) sxadsiypy  sodeaog
SI9N so[suIp

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

J9yejare))




image18.png
SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!

Ice Crackles Creaks
Grinding Tinkles
S~
e — T —
<7
o ] — y 4
-~ v 4 AV o g y 4 P~
y am— v 4 N > 4
> v A
7 vy
— A W 4
7 7 ™
L4 r 4
sxepunyf, (S+AM\) dAISSNdILg
sauox(g soyser) ?3eq

SAMIAYH ANNOS d31s399Ns

d

(LNAWTTT FALLYHEYN d3LSIOONS

@
3
1
B
2
3
g





image19.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Servants Bells Moans
Mutters Tinkles

&
g
s
[
2
2

ng 1opse0uy

]
|
o2 20004

(a-w) s[repy  sepyuLy,
sopey sfiog Teny

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image20.png
1yoeey 1208 WS

SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!

Mood Swing/Change Glitches Laughs/Shouts
Warbles Whumps
.~ ~— S . — ~~ N AR~y —~
\\ N NN N N
A e e i S E—

7
—— S P — C N~ ~——
N ) N . D Ny
N . NN\ N P o
N . A - N—_ el

I |
I |
I A~ A~

|— 4 4 o .m
SOYSOOYA (A-u) saadsIypp

EELipEER 61N sanwanyy JOXITJAI/MOPUIAA Y} UI 908

SAMIAYH ANNOS d31s399Ns

8 (LNAWTTT FALLYHEYN d3LSIOONS




image21.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Painting Rumbles Scrapes
Swishes Wails (n-v)
e —— ——
g B~
—— o
g
E NN
g g 0o /
—— —a— ] D A A

— — — 4—
—>
= =
SI[qIeA sxepunyyf, (umouy 01 HMOH}IHH)
SWRIING swoog AX9A00S1(]

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image22.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Police Bells Crashes
Murmurs Pops
@ -y
> >
— —— = ——

1yoeaIey 1303 1S1L

(a-u) sxadsiypy SYSIS
sjrIoug S9SSTH

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

Suryjeaag




image23.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Runes

Clicks Grinding
Percussive (S+S) Scrapes

09A0T] auSDOG

1yoraIey 1203 WSLL

SITM sourym

EEYNG |

sap[uI], souox(q
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS




image24.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Clicks Throbs/Pulses
Whirs Whumps

Unknown Creature

— | — —
e —

&
©
g
s
[
2
H
2

Bunysiqng 10pse0uy

AN N\,
N A~
sdwmyp sojqaep ardoag/s3uryy,
soysinbg so[3any) Jo uorjewregreury

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image25.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!

Vastness Drones Rumbles
Thunders Whirs
—
o~ . P e STN—
s - ——
A \ —
i —
7 77 III’III”"‘III 7 77 7]
SOYSOOYA (a-u) sxadsIyp\
SITYA souox(q (o1I07) 90oUd[IS

Rkl

TIAYH ANNOS d3LSFDDNS

d

(LNAWTTT FALLYHEYN d3LSIOONS

wosAg uoj




image26.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Mind Swap Glitches Screeches
Wails (v) Whips

&
]
s
[
2
2

i 7 7 - Zz 77—
V4 J J V4 > A4 g g F
g — ~/ ~/ o — i ~F
H
]
z
AR A\ Y
7 7 7 77N
sdiym sa[quiny
SUBO\ sogung uorjewirojsuedy,

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image27.png
SUGGESTED NARRATIVE ELEMENT:
Visions (Seeing What
Others Cannot)

A

SUGGESTED SOUND FAMILIES!

Percussive (Sk+Sk) Rattles
Tinkles Whispers (n-v)

——
.

——— ——
TN CAT T

SOYSOOYA (a-u) sxadsIyp\
SOUIYM SoYSIMG

SAIMINVH ANNOS d31s399NS

d

(puim) punog umouu()

(LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

9¢0 pIe)




image28.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Underwater Drones Gurgles
Warbles Whumps
I N ~
wﬁg
S -
g
£ S — y
L Vet~ & —_ Ny
NS S —~—
>
z
2
g
g
— — —
— — i S S easwe v o ol
]
W N S— NN N W

SITYM SorqIem
S9S[NJ/SqOIY], Sd[quny

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

9oedg 10N




image29.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Jingles Percussive (M+M)

Key
Sizzles Tinkles
N A A y_d
\ 7\ N/
N N [~ v 4 y .~
A . L 4 e

\
¢
i
‘f
N '
"

1yoraIey 1203 WSLL

sodeaog (S+S) 2a1ssnoad g
ST sa[yoRI) souny
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image30.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Device(s) Buzzes Clicks
Glitches Pops
e h~— . —
~7 — D —— D— R
n— N——
~ Z
A
A -

— ~g ) = r’ —
e AN
v
sayserdg sa[jynog
(JN+AA) @AISSNOIdg  Syeax) s[rejjooq

SAMIAYH ANNOS d31s399Ns

(LNAWTTT FALLYHEYN d3LSIOONS




image31.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Eldritch Abomination

Gurgles  Screeches
Thunders Wheezes

1yoraIey 1203 WSLL

(a-u) sprepy EELpEERGIS
seanjear)/ssuteg uaIy

sdog SOSSTH
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image32.png
&
]
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

Invisible Structure

Q_ SUGGESTED SOUND FAMILIES!
Bells Hisses
Throbs/Pulses Whirs

g
- — —— =
n
B~ — —
N . .
Z NSO AN NN
P |
NV |
1
sodeaog (IN+AA) PAISSNOId J

Surpurxn sayser)

REll

TIAYH ANNOS d3LSFDDNS

109[qQ/100( PO
8 (INTFWITT FAILVENVYN A3LSTDONS




image33.png
SUGGESTED SOUND FAMILIES!

SUGGESTED NARRATIVE ELEMENT: Q
Tomb/Grave Groans  Wails (n-v)
Graveyard/Cemetery Whispers (n-v) ‘Whooshes

NANT ST N NFISNFISIOSINPOSNST SN [N NP NN NN NIINIONTONTES

ADLATIN A A
~ ~ — =
sdumnypy SITYM
SO[qICA\ souoaq UOOJA
8 (INIWIT FAILLVEEVN d31S399NS

SAMIAYH ANNOS d31s399Ns




image34.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Dread

Drones Lunges
Moans Rumbles

P AVAVAWAWAVAVAVAVAY —_— N —
S ——

&
]
s
[
2
2

ng 1opse0uy

SaYSO0YA|\  So[quny
sueOIy ST

SAMIAYH ANNOS d31s399Ns 8

(urejraoun)) A3rjeay

(LNAWTTT FALLYHEYN d3LSIOONS




image35.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Lineage Creaks Howls
Rattles Whines
- = > —u —
. N\ 7 SN ~—— — s
_a# A — et N —
—
g i S 7 2
= el Zz VAR A AR A4
a2 —
g
H s 1
A S S—
—

e — |

S9[ISIYM (A-u) saadsIypp
2angiy Amopeyg/mopeys

SYSIMS sysIg
'SAMIANVYL ANNOS d3L1SF99NS 8 (INFWNITT FAILYHEVYN d3LSTOONS





image36.png
eaRg 1207 151

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Jewelry/Amulet Drips Jingles

Mutters Whispers (n-v)

ﬁ’ﬁq—ﬁ

sodeaog (IN+AA) PAISSNOId J
saSun swoog smopuip, dn-papieog

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

G€0 preH




image37.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Bells Drones
Sighs Swishes

Silence (Eerie)

1yoeey 1208 WS

sIopunyy,  so[qunyy
S[MOH sauox(g SSOU)ISBA

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image38.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Urban (setting) Booms  Grinding

Percussive (M+M) Shouts
— —
=~ T
T T T T S e A (TR YWY NSNEY (EYEY1RLTHYTYTYVTY
N
At IT 7 i 7 S ——— > — ]
: T P T e P ———
§
g
3
z
———
SATYM soyser)
SYIID sozzng AxoutyoRAl
‘SAMIAYL ANNOS d3LS3DONS 8 JINAWITT BALLYHHVYN A31S399NS




image39.png
SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Rats Rustles Scurries/Skitters
Snorts Squeaks
S ——
Z W .~ ———
— ~ >y ST~
A — s — —
N — N AA e et AT A A e PSP
A y 17772777/
N~ — o —a— [——_d—~ o g A e
y — 2 7 7 > > = > 7
Z—7 7 = = =
sas[ng/sqoay], (JA+A\) PAISSnoIaJ
so[Surp SOYIILD Loy

SAMIAYH ANNOS d31s399Ns

(LNAWTTT FALLYHEYN d3LSIOONS




image40.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Jingles Murmurs
Percussive (W+Sk) Whistles

Museum

— T —

SaYS0OYM safqunyy
(S+S) 2a1ssnoxeg seozzng uonerordxy

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image41.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Symbols Clicks Hisses
Whines Whirs
s
S
— —
S
——
>
1
2
g
]
— — —_— L T -
"] —
(A) saadsIypp (a-u) saadsiyp\
SoySImMgG ST (S)301008
'SAMINYH ANNOS A3LSIOONS 8 (LNIWITT JALLYHEVYN d31S399NS




image42.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Crackles Explosions

Chaos
Sobs Warbles
N e e
Ey ‘\
2 N — —
5
] e ———
Y i ~
y A 4 7
i
SITYM $a12215
Axyowoax) arqissodury

Surpurry sayser)
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS




image43.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Gate Creaks Grinding

Scrapes Swishes
SN SN L — |
SSN LS
—
] oy
- AN ~—
—
>
— S —
>
F
2
g
F = >4
e W~ —
e A ] b} h N . ]
S~
——
SATYA saopuny],
(U+IA) PAISSNOIRG  SYOI[D (s)o119yg

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image44.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Birds Clicks Rustles
Screeches Warbles
”~ S,
A "4 - ~ A" 4
N P
~/
CAVAVATAVAL" M AV Sl —
NAZ,
~ - YN A . W W Y
N’ N
rrrrrrrrrrrrvs
~IN 7
NI 7
N >

SAYSO0YA| SAYIIAIIG
sINWINy  SUBOIY) sje)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image45.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Moans  Mutters
Whispers (n-v)  Whumps

Loss of Sanity

WoISAS UOPISOAWO)) JSLININ| UELYEIDIAOT] JESIOG

SIYM SAIqIep
so[quny  suorsopdxy (9an3onajg/Anuy) Jueis)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

vv0 p1e)




image46.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Transformation Rumbles Sizzles
Whirs Whooshes

1yoeey 1208 WS

»
5
3
%
g
o
£

(umouy] 03 umouyu())

sdiym so[quiny
A19A0081(]

SO  sayser)
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS




image47.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Old Church Bells Creaks
Rattles Wails (v)

- _—= y_~ Vo

1

&
g
s
[
2
2

ng 1opse0uy

- NN NN \ N
A ¥
N, A . ¥ b N

\
= B~ —y— % N e S WS N b

SWIeaIdg  SauIyp\
sozzng swoog

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

£31) SNOLIdISAIN




image48.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Rumbles Whines

Consciousness
(Collective) Whirs  Whooshes
e N
g — —
3 T —— —
>
: [fm— —— p—
— I|
(8) sprem S9S[Ng/SqoIY,

SIIPIYS/SOLIINOG  So[quuIny (s)ywreaa(q

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image49.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Cult/Cultist Mutters Rattles
Swishes Wails (v)

sIapuny, sjroug
SIOPNA sosorr) S9IpPN3S NI

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

870 pIe)

WaISAS UONISOUWO) ISLININ UENJEIDIA0T] AESIOG




image50.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Indigenous Culture

Percussive (Sk+Sk) Percussive (W+Sk)

Rattles Scrapes
o P
I ra + ray VA FTF F V Fgr
N - L (W) +— vt + v ¢
3 N < ry 0 .

1yoraIey 1203 WSLL

PPN a A~ A a

SIIISIUM () sxadstym
(IN+AA) PAISSNOIDJ  SOSSTH Tenjry/Auowaaa))
SAMINYL ANNOS d3ALSA99NS 8 IINIWITF FALLYHNVN d31S399NS




image51.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Stars Tinkles Throbs/Pulses
Whirs Whumps

&
]
s
[
2
2

ng 1opse0uy

SITYM Sa[qIep
sauo(q sazzng demg purpy

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image52.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Pre-Human/Prehistoric Growls Murmurs
Thunders Whines

sdigp sayserdg
sagsun soysex) BOGQ/UBIIQ

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image53.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Doom Explosions Lunges
Thunders Wails (n-v)
AN
4 7 s 7
— — ——

1yoraIey 1203 WSLL

sapIsny (A) sxadsiypy

ssauilseau()

sa[qIep sueON
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS




image54.png
eaRg 1207 151

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

Horde/Throng

SUGGESTED SOUND FAMILIES!

Snorts Shouts
Scurries/Skitters Whooshes

sdigp snoyg
sapyoeI) s[eg

SAMIAYH ANNOS d31s399Ns

d

9Injny) snousdIIpuy

(LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

€60 p1e)




image55.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Twins/Syblings Hisses Gurgles

Murmurs Throbs/Pulses

- ¥
AV 4

~
.\f‘—\‘ e . V A

g

z

g

K P —

SAYSOOYA\  SATYA
sozz1g SOYOID s[joquiig

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

G0 p1e))

WaISAG UONISOUWO) ISLININ UENJEIDIA0T] AESIOG




image56.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Tinkles Whispers (n-v)

Dream(s)
Whooshes Whumps
NI N -~ 1

1yoeey 1208 WS

sa[qIep sureaIog
SOYONITY suorsordxyy soey)
'SAMINYH ANNOS A3LSIOONS 8 (LNIWITT JALLYHEVYN d31S399NS




image57.png
eaRg 1207 151

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

Indifference (Cosmic)

SUGGESTED SOUND FAMILIES!

Drones Throbs/Pulses
Whines Whirs

(a) spremy (a-u) srepy
([S+A\) dAISsnoIag  swoog

Rkl

TIAYH ANNOS d3LSFDDNS

d

woo(

(LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

9¢0 pIe)




image58.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Journal/Diary Clicks Rustles
Scrapes Swishes

~——

— e T PP

&
g
s
[
2
2

ng 1opse0uy

>t
—
=
(A) saadsIypp EENpEER 6T
sydnery SISSTH 93pPo[MOUY UdPPIQIO]

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image59.png
SUGGESTED NARRATIVE ELEMENT:
Crackles Drips
Hisses Whirs

Q_ SUGGESTED SOUND FAMILIES!
Lamp

&
]
s
[
2
2

ng 1opse0uy

(A) sprepy sadeaong
sapey (S+S) 2a1ssnoxeg

SAMIAYH ANNOS d31s399Ns 8

sureway

(LNAWTTT FALLYHEYN d3LSIOONS




image60.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Moor Growls Percussive (Sk+Sk)
Scuffles Whistles

1yoeaIey 1303 1S1L

SITYM sassI
souoxq  sozzng (fensnun) Sunysry
'SAMINYH ANNOS d3LSA99NS 8 LINIWITT FAILVHNVYN d31STOONS




image61.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Clicks Drips

Specimen
Squishes Throbs/Pulses
v v v 4 R ol
L~ - S — o
< =z ——
g X
g
=
g
H
A e
N — S N b~
: —_— — ST T
H
g
z
ks
— — = e

sdumnypy sjyoug
S9Y09aIdg  sesunT

SAIMINVH ANNOS d31s399NS 8

aguey)/SuImg pooA

(LNAWTTT FALLYHEYN d3LSIOONS




image62.png
eaRg 1207 151

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

Evil Children

SUGGESTED SOUND FAMILIES!

Laughs
Scrapes

Lunges
Whistles

. PP

A A APNRINI NI T,

> w

(a-u) sprepy  sqog
s9[zz1S (IN+IA) @AISSnoxag

SAIMINVH ANNOS d31s399NS

wnAsy

(LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

190 pxe)




image63.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Lighting (Unusal) Crackles Glitches
Sizzles Whirs

d 101s90uy

e — e
e ~~—— —— — —]
me—— ~ |
sypoug S9YD93I0S adeyg/uioq
so[8any sueorn [e1aje[Ig-uUoON

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

690 p1e)

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG




image64.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Storm

Squishes Thunders
Wails (n-v) ‘Whooshes

|

&
]
s
[
2
2

ng 1opse0uy

—

PN AN A AT NN AN A,
o NN o

sdumyp (a) spremy
smpuny],  souoI(

SAMIAYH ANNOS d31s399Ns 8

ssAqy

(LNAWTTT FALLYHEYN d3LSIOONS




image65.png
eaRg 1207 151

SUGGESTED NARRATIVE ELEMENT:
Insects

A

SUGGESTED SOUND FAMILIES!

Buzzes Clicks
Scurries/Skitters Whips

soysinbg sqos
sdrq SYOID

SAMIAYH ANNOS d31s399Ns

d

EEYNG |

(LNAWTTT FALLYHEYN d3LSIOONS

WaISAS UONISOUWO) ISLININ UENJEIDIA0T] AESIOG

90 p1e)




image66.png
d 101s90uy

SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Shadow

Shadowy Figure

Murmurs Wails (v)
Warbles Whispers (v)

TS 2
AN

AVSTONNG

AN AAAAA

e ss—— ———

sargm (AS+1S) PaIssNoTag
SueO\ sojquiny Aj1pejrowruuy

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

G90 p1e)




image67.png
eaRg 1207 151

SUGGESTED NARRATIVE ELEMENT:
Tentacles

A

SUGGESTED SOUND FAMILIES!

Lunges Splashes
Squishes Whips

sa[yuLy, sdog
so[8any sdruaq

SAMIAYH ANNOS d31s399Ns

d

(s)yuowrtzodxyy

(LNAWTTT FALLYHEYN d3LSIOONS

WaISAS UONISOUWO) ISLININ UENJEIDIA0T] AESIOG

990 pIe)




image68.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Occult Studies

Mutters Rustles
Swishes  Whispers (n-v)

EQ A ~ —
AN——————

1yoeey 1208 WS

(A-u) sTadSIYA  SOIqIBA
SUOISULWI(] 9)3eUIIY

sa[quny sozzng
'SAMINYL ANNOS dALSADONS 8 (INIWITT FALLYHEVN d3LSIOONS




image69.png
&
©
g
s
[
2
H
2

Bunysiqng 10pse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Non-Bilateral Drips Glitches
Form/Shape Lunges Squishes
7 A
i~
N A
AV =SS, ~—
— — AN\
NN \A "
— —

P o~
AP ANANAAA A s
sopIsIyM saqm
sanuLny suorsodxy (o1TUIS0))) SoUdIFJIPUT

SAIMINVH ANNOS d31s399NS

(LNAWTTT FALLYHEYN d3LSIOONS




image70.png
eaRg 1207 151

SUGGESTED NARRATIVE ELEMENT:
Torches

A

SUGGESTED SOUND FAMILIES!

Crackles Pops
Sizzles Whips

(A) saadsIypp (a-u) saxadsIypp
SaYSIMS so[yoRI)

SAMIAYH ANNOS d31s399Ns

Areiq/euinop

(LNAWTTT FALLYHEYN d3LSIOONS

WaISAG UONISOUWO) ISLININ UENJEIDIA0T] AESIOG

690 pIe)




image71.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT: Q

Hypnotism

SUGGESTED SOUND FAMILIES!

Drones Jingles
Murmurs Warbles

ARARARNARAAARA R ARAAEANA AP et

TYSYY i W) L W ) M=y 1% Y L W .Y
N
N ~ - - L}
- .
(8) strem sozz1g
so[qumy so[yoRI) UO0T1109.1INSIY
'SAMINYH ANNOS d3LSFDDNS 8 (INIFNIF 1T FAILVHEVYN d3LSTOONS





image72.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Impossible Geometry Glitches Scrapes
Snorts Whumps

A —
P [~ PN
.~ 4 .~ 4 N
3 — e I Y
2 LW 4
5 N/
g —
Ny -~
d
]
.~~~ L — L
SQUIYA EElpEERGIS
sdog segun (Surnys) punog umousu )

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image73.png
SUGGESTED NARRATIVE ELEMENT:

A

SUGGESTED SOUND FAMILIES!
Groans Rumbles

Darkness
Whispers (n-v) ‘Whooshes
F“m Ny
A g
L ~——
: —
i A
z
SIOPIYG/SALLINOG  saderog
UIdAR))[OAR))

S[MoIyn) Surpuriy

SAMIAYH ANNOS d31s399Ns

d

(LNAWTTT FALLYHEYN d3LSIOONS




image74.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:
Elements/Elemental

A

SUGGESTED SOUND FAMILIES!

Percussive (M+M)
Sizzles

Sighs
Tinkles

v __V_w_

> N
- — - N —
(a) szodstyyy  SOPYULL
soey ST SSUI[QAG/SUIM T,

SAIMINVH ANNOS d31s399NS

(LNAWTTT FALLYHEYN d3LSIOONS




image75.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Library Creaks Rustles
Wails (n-v) Whispers (v)

SOYSOOYA (A-u) sTrepn
souox(g sTeg yreaq

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

101SOAWO]) JS1ANIN{ UEIYEIDDAOT] AESDOG

wos

VL0 pIe)




image76.png
eaRg 1207 151

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:
Sleep

A

SUGGESTED SOUND FAMILIES!

Drones Throbs/Pulses
Warbles Whirs

(a) sprem sos[nd/sqoayy,
sogunry SOSSTH

SAIMINVH ANNOS d31s399NS

d

Tea|

(LNAWTTT FALLYHEYN d3LSIOONS

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG

GLO pIe)




image77.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Forbidden Knowledge

Percussive (W+Sk) Rumbles
Screams Squishes

=~ SN N
N

&
]
s
[
2
2

ng 1opse0uy

—
——
e S— ~.
~
sopsIym sopmog
sueoyy so[sanxn yI[esH Sururpoa(
'SAMINYH ANNOS d3LSTODONS 8 JINIFWITT FAILVHEYN d3LSTOONS




image78.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Gurgles Drips Groans
Gurgles Splashes
S - ~ ~N—N\

eaRg 1207 151

ng 1opse0uy

SOYSOOYA sdigpy
soysimg soyselds Ys1I/Burysiy

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

LLO pIE]D)

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG




image79.png
&
g
s
[
2
2

ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT:

SUGGESTED SOUND FAMILIES!

Figurine(s) Grinding Mutters
Scrapes Tinkles
¥ LY
y 4
/ N L~ 4
A
g ——
p— - L
.~ |
——— ?
o Nr® S _ N A __A_AN
— \~
saygnog sepIsny
SIWNAL SYOID 10SS9J0xJ

SAIMINVH ANNOS d31s399NS

d

(LNAWTTT FALLYHEYN d3LSIOONS




image80.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Blood Drips Gurgles
Squishes Throbs/Pulses

W—T e —
e e —

d 101s90uy

_——

sIapunyy, sayse[dg
sueoxn SOYOILD (pa)ure],
'SAMIANYH ANNOS A3 LSIADDONS 8 (INTFWITT FAILVENVYN A3LSTDONS

6L0 pIe)

WoISAG UOISOUWO)) SN UEIYEIDIAOT] JESIOG




image81.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Guns Booms Explosions

Lunges Pops

ng 1opse0uy

SaYS0OYM sa[yuL],
sogunry S[Moxy) Y3e9],

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image1.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Alien Beings/Creatures Buzzes Grugles
Snorts Swishes

(A-u) sxadsIypy  sIdyNy
so[gany sy1D ysteqqry/Surqqeg
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS

WaISAS UONISOUWIO) ISLININ UENJEIDIA0T] AESIOG

VET p1Le)




image82.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Percussive (Sk+Sk) Rumbles

Mountain(s)
Warbles Whumps
~
N A ———————— ]
— —
Ez. . e
oy ~ NS
g A N NAPS,
g
]
g
H
3 T —— Sy S
NN N - " — e e
»
H
g
b4 — >t
/ >
SN~~~ e
AAAASA
— —— T -

(A-u) saadsIypy  SITYM
93pPo[MOUY UdPPIQIO]

so[quny s[od
'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image83.png
ng 1opse0uy

SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Travel Buzzes Grinding

Whines  Whooshes

(A-u) saxadsIypy  SoSSIH
SOYIIH suorso[dxy ssouiseau)

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image84.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Bells Gurgles
Scrapes Snorts

Remains

eaRg 1207 151

VN
EESSE S E AT ==
reneeeettE—.
o0
sdumnypy (A) sxadstyp
sdigp SYOIID sawoy/sjjooqg

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS

€80 p1E))

WIS AG UONISOWO) JSLININ| UEIYEIOIAOTT JLSIOS




image85.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Evidence Drips Percussive (W+W)
Rustles Squeaks

1yoeey 1208 WS

— —
-— 1
- o 1
SQUIYA sjoug
sayorI) sozzng 9sSNoH PIO

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image86.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Lake Murmurs Splashes

Wails (n-v) Whumps

&
]
s
[
2
2

ng 1opse0uy

SOYSOOYN  SOISIUM

SITYA so[ZZ1S [[PWS/I0pO

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image87.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!
Space-Time Continuum Drones Throbs/Pulses

Whirs Whumps

ng 1opse0uy

—pSsas—ao—S S~
sdumnypy saysinbg
so[8any souox(q J9jemIapun

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image88.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Moon Beasts Groans Hisses

Scuffles Squishes

N . S SN\
v . 3 y S—— > 4 J %N
— et — p——
—= —
/777 77 —
) J y A 7
- — 4 Sz 7
—
—
»
z
3
H
g
—_—— B—— . — —
~ S —
(AW srepm  (IS+M) PAISSIOIDg
sueory) sied IHMHAMD
'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image89.png
SUGGESTED NARRATIVE ELEMENT:

Q_ SUGGESTED SOUND FAMILIES!
Declining Health

Scrapes Sighs
Warbles Wheezes

é —————— —

g

H — —— — —— —

. — ———— — —
— — ——

e~ ——
sdumypy sagun
S[MOH souox([ BIQ/UBII()
SAMINVL4 ANNOS A31SFDDNS 8 (INIWIT FAILLVEEVN d31S399NS




image90.png
SUGGESTED NARRATIVE ELEMENT: Q SUGGESTED SOUND FAMILIES!

Immortality Drones Laughs
Thunders Whines
i
i
O
|
| —— - ——— ~
r—— _—
Y 7 +
- — Z ~— —
EE——
SITYM syeanbg
EEVREER 61 saderog Ajrueg Jo ssor|

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




image91.png
SUGGESTED SOUND FAMILIES!

Gurgles Pops
Splashes Squishes

SUGGESTED NARRATIVE ELEMENT: Q
Swamp

ng 1opse0uy

SOYSOOYA (A) sxadstyp
syeanbg so[zzIg (s)ywreaa(q

'SAMINYH ANNOS A3 LSTOONS 8 (LNAWTTT FALLYHEYN d3LSIOONS




