
Notes on Instrumentation: 

 

Sounds are signaled to play via sampler. All sounds were set to the C3 key as default regardless 

of actual pitch and other notes are all filled by frequency modulation from this reference point. 

 

Mario Sounds (varied): 

 

Sound files to be played at certain points labeled by name but unpitched. Includes the following 

files (in order of appearance): 

 

sm64_mario_press_start.wav 

 

1) smb_pipe.wav 

2) smb_powerup.wav 

3) sm64_mario_oof.wav  

4) sm64_mario_hoo.wav 

5) sm64_mario_hoohoo.wav 

6) sm64_mario_haha.wav 

7) sm64_mario_burned.wav 

7* same file with reverb and phasing 

8) smb_1-up.wav 

9) sm64_mario_falling.wav 

10) sm64_mario_mamma-mia.wav 

11) smb_warning.wav 

12) sm64_mario_here_we_go.wav 

 

sm64_mario_thank_you.wav 

 

All sounds downloaded from http://themushroomkingdom.net/wav.shtml  

 

Synth Lead: 

 

To provide melody and structure, sample a waveform similar in structure to the sounds used in 

the original Mario Bros. In this performance, sound was synthesized using Massive. 

 

Jump: 

 

Mario jump sound coded into a soundfont to provide pitch dimension. Edited in Viena 

 

Coin: 

 

Mario coin sound coded into a soundfont to provide pitch dimension. Edited in Viena 

 

Fireball: 

 

Mario coin sound coded into a soundfont to provide pitch dimension. Edited in Viena 

http://themushroomkingdom.net/wav.shtml


 

Block break: 

 

Mario block break sound coded into a soundfont to provide pitch dimension. Edited in Viena 

 

Drum Loops: 

 

1: A drumbeat sampled from real drum sounds in Hydrogen drum machine software (open-

source) 

 

2: A bass beat and bass lead synthesized in Massive based primarily on pitch fall and rise to 

provide constant pulse 

 

Time view (from Audacity): 

 

Massive instrument (bassline shown): 
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