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THE KEY INGREDIENTS THAT




he soundtrack has o

CALM ETHEREAL TONE
reflecting both physical and
spiritual worlds.

mbient textures, spacious
rchestration, and creative
se of reverb create
meditative,

herworldly feel.
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Tribe tracks use
ANCESTRAL

INSTRUMENTATIO

to give each culture a
distinct musical ideh’ri’ry.

Stormvale features i
tagelharpas and = °
nyckelharpas, mountain
tribes use throat smglqg &
and  Tibetan-in 2 ’
textures, cmd Mo :
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Is at the heart of
Spirit of the North
2,

The music evolves
In real fime,
responding to the
player’s  journey,
emotions, and
environment.

Adaptive layers
shift with pace and
atmosphere.
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