
 

MTO 32.1 Examples: Jeremy W. Smith, Semiotics of Glissandi in Video Games 

(Note: audio, video, and other interactive examples are only available online)  

https://www.mtosmt.org/issues/mto.26.32.1/mto.26.32.1.smith.html 

 

 

Example 1. Table summarizing compositional trends of glissandi in video games for each of the 

four primary semiotic categories 
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Example 2. A common way of indicating a glissando in traditional staff notation 

 

 

 

 

Example 3. Automation curve made by the author in Ableton Live 11 

 

 

 

 

 

 

 

 



Example 4. Video and accompanying transcription of the author’s gameplay from Super Mario 

Bros. 3 (1988, played on the Nintendo Switch virtual console), demonstrating ascending glissandi 

for Mario’s jump sound 

 

 

 

Example 5. Video and accompanying transcription of the author’s gameplay from Super Mario 

Maker 2 (2019), showing completion of a user-generated level using the graphics from Super 

Mario 3D World 

 

 

 

Example 6. Video and accompanying transcription of the author’s gameplay from Pokémon 

Sword (2019), demonstrating ascending glissandi for the healing items of “revive” and “potion” 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Example 7. Transcription of the ranking music from Pizza Tower (2023) 

 

 

 

 

Example 8. DAW recreation of the glissandi for the end of the D-rank music in Pizza 

Tower (created using Ableton Live 11) 

 

 

 



Example 9. Video of the author’s gameplay for “Mario Kart Stadium” from Mario Kart 8 

Deluxe (2017), along with a transcription of the melody and DAW recreation of mm. 3–4 in the 

transcription, approximating the pitch wobbles 

 

 

 

 

 

 

 



Example 10. Video and accompanying transcription of the author’s gameplay for the 

“Grooseland” cutscene from The Legend of Zelda: Skyward Sword (2011, played on 2021 HD 

remake) 

 

 

 

Example 11. Video of the author’s gameplay from a cutscene during Batman: Arkham 

Asylum (2009), along with a transcription of the low-brass melody and a spectrogram of the 

video 

 

 

 

 



Example 12. Spectrogram and audio excerpt from “Infiltration” on the Resident Evil 4 original 

soundtrack (2005) 

 

 

Example 13. Transcription and audio excerpt of “Threed, Zombie Central” 

from EarthBound (1994) 

 



Example 14. Transcription and audio excerpt of the “Ghost Valley” music from Super Mario 

Kart (1992) 

 

 

 

 



Example 15. Video and accompanying transcription of the high-register voices (0:12 and 0:23) in 

the author’s gameplay from The Legend of Zelda: Ocarina of Time (1998, played on the Nintendo 

Switch virtual console version) 

 
 


