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WMGSO’s Music Director is Nigel Horne. Nigel is an 

experienced conductor, clinician and composer, with a 
degree in band studies from the University of Sheffield, 
England, and a Master of Philosophy in Free Composition 
from the University of Leeds. Nigel has also directed the 
Rockville Brass Band since 2009.
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START!
Heaven’s Devils  Glenn Stafford, Derek Duke, Russell Brower, Neal Acree
StarCraft II: Wings of Liberty (2010)   Arr. Chris  Apple, Lee Stearns

 The 321st Colonial Rangers Battalion, “Heaven’s Devils,” is made up of poor, 
hardworking people from the Confederacy’s fringe worlds. When something 
needs doing, they are the type that gets it done. When an alien race threatens their 
home planets, it is no surprise they drop everything and form militias to defend 
themselves. “StarCraft” often leans on American folk music to invoke the 
personalities of the spacefaring humans. This Southern rock anthem is a tribute to 
the frontier spirit of these men and women, and their proud heritage.
 The piece is presented by John Burke on drums, Jacob Coppage-Gross on 
the electric guitar, Zeynep Dilli on the keyboard, Iain Kierzewski on the trombone, 
John Liu on the electric violin, Jamin Morden on the french horn, Adam Nash on 
the bass guitar, Ryan Schutt on the trumpet and Julius Versoza (July 22)/Ammar Ali 
(August 5) on the acoustic guitar.

Donkey Kong Quasi Una Fantasia Grant Kirkhope
Donkey Kong 64 (1999) Arr. Jacob Coppage-Gross

 “Donkey Kong 64” brought the first 3D entry to the franchise, offering a 
variety of environments for players to explore, stretching from sweltering deserts to 
icy caverns. To complement the expanding environment, Grant Kirkhope composed 
many themes bringing the worlds of the game to life. Music production technology 
for video games was still quite limited during the game’s development, resulting 
in this very creative soundtrack that had to be presented by sometimes indifferent 
electronic instruments. 
 This arrangement, Donkey Kong “As a Fantasy,” takes these memorable themes 
and places them in a modern setting for piano solo, emphasizing the expansive 
nature of the soundtrack by forays into, references to, and outtakes from many 
different styles spanning the centuries of the art and craft of the piano. The original 
genius of Grant Kirkhope is fully realized in this portrayal of these great melodies 
that older gamers will remember so well. The piece is performed by Zeynep Dilli.

Medley from “Bastion”                 Darren Korb
Bastion (2010)       Arr. Sheldon Zamora-Soon

 The world has ended. After the Calamity, all that remains of the shattered world 
is a handful of islands floating in the sky, held up by mysterious cores. Among the 
few survivors are Zulf, a young man haunted by the loss of his beloved, and Zia, an 
Ura woman whose most treasured possessions are her guitar and her father’s jour-
nal. These are their songs.  
 The debut release of its designers, “Bastion” features a striking story and a 



remarkable soundtrack with strong influences from various folk music traditions.  
This medley is of three of the four pieces in the soundtrack that feature vocals; 
they all exhibit simple instrumentation and stark melodies.  The quiet, understated 
determination of “Build That Wall” harkens back to the protest song tradition, while 
“Mother, I’m Here” is a similarly understated song of longing for home; “Setting Sail, 
Coming Home” is an amalgam of these two songs and directs the player to follow 
along with the fate of the Ura people.  
 Sheldon Zamora-Soon on flute and tenor voice is joined by Tracy Flanders (July 
22)/Holly Wu (August 5) on alto voice, John Burke on the drums, and Julius Versoza 
and Joan Zhang on the guitar.

Lullaby Set     Traditionals, as presented by Shira Kammen & Pam Swan
Braid (2008)             Arr. Michael Brancato

 The indie game “Braid” draws gamers into a fantastical world through both 
intricate platforming and an immersive audio dreamscape, through a 
beautiful journey to save a princess that is definitely in this castle. A 
puzzle-platformer, “Braid” has the protagonist Tim taking a whimsical journey, 
manipulating time to solve complex puzzles to rescue the princess from the 
‘‘horrible and evil monster.’’ This arrangement is structured a little bit 
like a puzzle itself and is comprised of three traditional Celtic lullabies. 
Each one is first presented on the piano and taken up with 
variations on ornamentation and rhythmic structure by the violin. The 
second theme of the first lullaby returns again and again, appearing slightly 
different each time and serving as the equivalent of the chorus in a song, and 
carrying the piece to a soaring conclusion at the end. Evan Schefstad (July 22)/Laura 
Stayman (August 5) on the violin is joined by Zeynep Dilli on the piano.

The Hero                   Koji Kondo
The Legend of Zelda Series (1986-2017)   Arr. Jason Troiano

 It is said that in times of strife, when darkness descends upon the land and 
the Triforce is threatened by evil, a hero will rise. Dressed in green and wielding 
the Blade of Evil’s Bane, the hero will vanquish the evil and restore peace to the 
land.  Link is known as The Hero of Time; fittingly, the body of music Koji Kondo 
built to accompany the tales of his and Zelda’s adventures have proven to be an 
enduring cornerstone of the video game music repertoire. Here, a woodwind  
ensemble travels through those legends, exploring some of the iconic themes 
from The Legend of Zelda through the series. The arrangement features most of 
the full complement of the woodwind section of WMGSO. Our performers are 
Jessie Biele and Jenn Ganss on the flute, Melissa Apter and Anna Trejo on the 
clarinet,  Jamin Morden on the bass clarinet, Matthew Brady on the oboe, Mark Shrout 
and Joe Wang on the alto saxophone, Greg Danis on the tenor saxophone, Olivia 
Smith-Elnaggar on the baritone saxophone, and Amelia Myers on the bassoon.



Need More WMGSO?
Fall 2017 Performances

Sunday, Nov. 19, 7 p.m.
Marshall High School
7731 Leesburg Pike
Falls Church, VA

Maryland concert date TBD
     Join our mailing list to be the 

          first to hear these details!

Promised Grace               Kumi Tanioka
Final Fantasy: Crystal Chronicles (2000)               Arr. Iain Kierzewski

 The music from “Final Fantasy: Crystal Chronicles” (FFCC), composed by Kumi 
Tanioka, is heavily based on late medieval/early renaissance music. This is reflect-
ed in the use of recorders for the melody alongside an oboe and bassoon, which 
are themselves the modern descendants of medieval reed instruments like the 
crumhorn.
 In FFCC, the player leads a caravan of adventurers whose vital task is to gather 
myrrh used to purify their home town’s crystal, protecting it from a toxic miasma 
that has engulfed the continent. This piece plays when the caravan reaches Veo Lu 
Sluice, a Yuke construction which provides water to the rest of the continent. This 
lively piece captures both the folksy nature of the music that inspired it and the 
sense of adventure that FFCC invokes.
 The performers are Claire Boswell on the harp, Jenn Ganss on the oboe, John 
Burke on the shaker, Zeynep Dilli on the soprano recorder, Amelia Myers on the 
bassoon, Adam Nash on the bass guitar, Iain Kierzewski on the djembe, Justin Yoon 
on the alto recorder, Sheldon Zamora-Soon on the triangle, and Joan Zhang on the 
tambourine.

Songs of Courage         Inon Zur, Trevor Morris
Dragon Age: Origins (2009);          Additional Lyrics by Holly Wu
 Dragon Age: Inquisition (2014)

 In “Dragon Age: Origins (DA:O),” you are a Grey Warden, one of the legendary 
guardians of the world. A human mage, an elven rogue, a warrior dwarf—your or-
igin shapes the story you’ll tell. As civil war wracks your country, you must reunite 
the land to fight an ancient foe’s return: The archdemon, an enemy only the Gray 
Wardens can defeat, by courage—and sacrifice. In “Dragon Age: Inquisition (DA:I),” 
you are the leader of the Inquisition during political upheaval, aggravated by a tear 



It’s Dangerous to Play 
Alone — Take This!

Join the first community orchestra and chorus 
to draw its repertoire exclusively from the 
soundtracks of video games. The WMGSO has
immediate openings for all string players,
choristers, and other instrumentalists.

Email metro@wmgso.org to schedule a tryout!

Are you enjoying the show so far?

□ Yes.
□ Of course!

Intermission is the perfect time to drop off your feedback form or 
make a donation at WMGSO’s booth in the lobby! 

in the Veil, which kept demons at bay. You must choose a side and lead an army to 
defeat the otherworldly threat and close the Breach in the sky.
  Bardic music plays an integral role in the world of “Dragon Age.” In DA:O, bards 
can stun enemies or rally their allies’ spirits through song. In DA:I, a bard character 
reprises music from both games in the form of tavern songs to relate world events. 
This arrangement begins with the DA:O main theme, a gentle but foreboding vocal 
solo melody ultimately overwhelmed by a blaring brass motif indicating the onset of 
war, but is still repeated throughout the game, such as in “Rise,” a tavern song about 
gathering the courage to fight (DA:I), and in “In Uthenera,” an elvish lullaby mourn-
ing the dead (DA:O). “I Am the One,” the bittersweet viewpoint of one who lives 
to recount the tales of heroes and the aftermath of war, appears in both games in 
different languages. The tavern song “Maker” and the hymn “The Dawn will Come” 
mirror each other in DA:I to express the despair of war and the summoning of hope. 
Against the tragedy of a war-torn world, bardic music keeps the people’s spirits 
alight, calling the dawn to come with songs of courage. 
 Jacob Coppage-Gross conducts our SES chorus, formed by  Ammar Ali, 
Melissa Apter, Catherine Campbell, Meredith Carraka, Amanda Cavanagh, Zeynep 
Dilli, Sarah Elkins, Marshall Finch, Tracy Flanders, Matthew Harker, Tegan 
Hendrickson, Jeremy Hersh, Ayla Hurley, Nnamdi Okoli, Mark Shrout, Joe Wang, 
Paula Williamson, Holly Wu, and Sheldon Zamora-Soon.

PAUSE



Level 2 - START!
Sicilienne                     Gabriel Fauré
Civilization V (2010)             Arr. Jacques Larocque

 “Sicilienne” (Op. 78) was written by French composer Gabriel Fauré in 1893 as 
incidental music for a play by Molière; it was instead used for another play named 
Pelléas et Mélisande by Maeternick. Thus, even though it was later incorporated 
into the composer’s Pelléas et Mélisande Suite, Op.80, and many arrangements 
(including one for piano and cello by the composer himself) have been 
published, it is fair to say that it was originally a part of a soundtrack in 19th century 
terms. Hence, its appearance in “Civilization V” is in a sense a return to its roots. The 
decades-spanning, genre-defining “Civilization” series features a number of 
classical and folk pieces suitable for their numerous settings and eponymous 
civilizations along with original compositions. “Sicilienne” is one of the background 
pieces that plays during peacetime in the game when playing as one of the European 
civilizations available (Rome, Greece or France). Structurally, it is a perfect example 
of the siciliana, with its 6/8 time signature, minor key, and calm, lilting melody with 
occasional accent points which can evoke a bird flitting by or a shepherd’s call over 
the next hill in a scene of pastoral tranquility.  
 This arrangement is adapted from one by Jacques Larocque, available under 
the Creative Commons Attribution Non-Commercial 3.0 License on the Petrucci 
Music Library. The piece is presented by Jacob Coppage-Gross on the piano and 
Ryan Schutt on the trumpet.

Saria’s Song (Lost Woods)                 Koji Kondo
The Legend of Zelda: Ocarina of Time (1998)              Arr. Jamin Morden

 Taught to Link by his childhood friend Saria, this jaunty tune guides him 
through the maze of the Lost Woods. One of the most compelling things about this 
melody is the third note, a “B natural” in the key of this performance. This 
would normally be a “B flat.” By raising this tone, composer Koji Kondo gives 
this song a sprightly, bright feel. This arrangement capitalizes on the natural 
bounciness of both the source material and the woodwind quintet to produce a 
cheerful, energetic little tune, with occasional excursions to wackier pastures.
 Our woodwind quintet is Jessie Biele on the flute, Jenn Ganss on the oboe, 
Anna Trejo on the clarinet, Jamin Morden on the french horn and Amelia Myers 
on the bassoon.



Star Light Zone       Masato Nakamura
Sonic the Hedgehog (1991)                   Arr. Fred Morden

 Greeting the player about two-thirds through the first “Sonic the 
Hedgehog” is this chill, smooth little number. Belying the cruel difficulty of the 
level itself, the music to Star Light Zone is very laid back, almost like 
music for a jazz club or a lounge scene. Rhythms alternating between duple and 
triple feels give a very free, almost swaying feel. The arrangement makes use of 
the natural high energy of the woodwind quintet to energize the tune a bit. As 
the piece progresses, more and more melodic material is added, until at the 
end, all instruments are playing various snippets of every melodic idea at once.

Medley from “Transistor”              Darren Korb
Transistor (2014)         Arr. The Runtime Errors

 As “Transistor” begins, Red, a dissident singer in the city of Cloudbank, is 
attacked by the Camerata, the city’s elite and enigmatic society. The game 
opens in media res: Red is drawing a great sword-like weapon, the mysterious 
Transistor, from the body of a man who has been killed protecting her. Transistor 
has a consciousness, and guides Red through Cloudbank as it is slowly taken over 
by a robotic force known as The Process. Produced and scored by the same team as 
its predecessor, “Bastion,” “Transistor” boasts a soundtrack just as striking, which is 
used to great effect as the story unfolds. As a unique feature, the controls include 
a “hum” button. When pressed, Red starts humming along to the current music in 
the scene; the implication is that the soundtrack is comprised of her compositions.
 The medley is made up of three songs. Red recalls being courted by the 
Camerata in “Old Friends” and reveals grief over their betrayal in “In 
Circles.” The medley concludes with “We All Become,” a call-to-arms power 
ballad of Red’s determination to save her home from the destructive, all-consuming 
Process. Our version is performed by John Burke on the drums, Zeynep Dilli on the 
keyboard and piano, Tracy Flanders and Holly Wu on vocals, Adam Nash on the bass,  
Julius Versoza on the guitar and synthesizer, and Joan Zhang on the guitar. 

Continuum      Richard Vreeland (Disasterpeace), after Frédéric Chopin
FEZ (2012)           Arr. Rob Garner

 The indie hit “Fez” is a puzzle-platform game with a pixelated design. 
Gomez is unique among his people: In a flat world of only two dimensions, 
Gomez can perceive three, thanks in part to a fez he receives from a wizened 
mentor. With this insight, Gomez can track down cube and anti-cube fragments, 
some of which hide behind increasingly challenging puzzles that can only be solved 
by someone with the ability to see the world from more than one viewpoint. If 
Gomez finds enough pieces, his perspective on the world can broaden again...
 (Continues on next page)



 Most of Vreeland’s score is electronically inspired, fitting into the “8-bit” feel 
of “Fez”—a rare and perfect symbiosis between gameplay and soundtrack. Game 
Developer’s review called the music “atmospheric, pensive, and maybe even a little 
bit melancholy.” In that vein, one possible ending of the game concludes with a 
synthesized take on one of Frédéric Chopin’s preludes, Op. 28, No. 4 (1835-’39). 
This prelude’s despairing sound earned it the epithet “Suffocation” from one of the 
composer’s contemporaries, and Chopin arranged to have the piece played at his 
own funeral. In “Fez,” the sad, beautiful prelude accompanies imagery evocative of 
the end sequence of “2001: A Space Odyssey” and the 1970s documentary “Powers 
of Ten,” affirming that there is always a different way to view the world around you.
 This setting for WMGSO adds strings to the solo electric piano in Vreeland’s 
arrangement. Judson Battaglia and Justin Yoon on violins, Adrian Francisco on 
viola, Tina Dang on cello, and Fayemi Johnson on contrabass join Jacob 
Coppage-Gross on electric piano.

Cloud Smiles           Nobuo Uematsu
Final Fantasy VII: Advent Children (2005)      Arr. Zeynep Dilli

 Set two years after “Final Fantasy VII,” “Advent Children” follows on from the 
story and has the same characters. Along with the usual world-in-peril, Cloud is 
struggling with health problems hidden from his friends, with survivor’s guilt from 
FF VII, and with older regrets that he believes unredeemable. His friends would beg 
to differ. Prompted by two of them, Cloud decides to “try” seeking for forgiveness.  
 As the final musical cue in “Advent Children,” “Cloud Smiles” overlays Cloud’s 
realization that he is “all right: I’m not alone.” The original is instrumental, with 
a foundation on the piano and melodies moving from woodwinds to strings. 
In our adaptation, the melody line gives voice to Cloud’s two friends who, by 
turns gentle and insistent, guide him to that realization and self-forgiveness. 
The soprano and alto alternate between the melody and harmony, and at places 
reinforce each other by counterpoints or unisons. We keep the piano as the 
backbone and motive force under the voices, maintaining flow, and sometimes 
defining the rhythmic patterns in the melody or further reinforcing the main ideas.
 The piece is presented by Jacob Coppage-Gross on the piano, Zeynep Dilli on 
soprano voice, and Meredith Chen (July 22)/Holly Wu (August 5) on alto voice.

The Parting Glass                  Traditional
Assassin’s Creed IV: Black Flag (2013)        Arr. Katie Noble

 “The Parting Glass”  is a well-known Scottish parting song, which is also popular 
in Irish communities. It first appeared in print in the late 18th century, although 
the poem is known to be at least dating back to the early 17th century. In “Assassin’s 
Creed IV: Black Flag,” it plays over the ending scene and as credits roll.  
 The melody, as is typical with folk songs, appears under different names, and 
has been used for a number of sacred or secular songs on both sides of the Atlantic.  



Its most prominent use is in this sweet, gentle song marking a parting of friends, 
with some sorrow but no bitterness, acknowledging past mistakes, remembering no 
malice, and wishing the best for everyone: Goodnight, and joy be with you all. 
 The piece is performed by Olivia Smith-Elnaggar, Sheldon Zamora-Soon and 
Mark Shrout on alto, tenor and bass vocals respectively, accompanied by Claire 
Boswell on the violin.

Chemical Plant Zone (July 22 only)    Masato Nakamura
Sonic the Hedgehog 2 (1992)                Arr. Jamin Morden

 “Sonic the Hedgehog 2” wastes no time in ramping up its difficulty. After 
completing the required grassy forest introductory level, Sonic is confronted by 
the chemical plant zone. Filled with moving platforms, poisonous chemicals, and 
ample opportunities to hear the horrifying drowning music, this stage is no doubt 
remembered by many players as extremely tricky. Matching the action on screen is 
the theme: fast, frantic, laced throughout with danger and suspense. The solo line in 
particular features several fiendish rhythms, requiring a high level of technical skill.
 Our performers are John Burke on the drums, Joe Wang and Mark Shrout on 
alto saxophone, Greg Danis on tenor saxophone, and Olivia Smith-Elnaggar on 
baritone saxophone.

Theme of Zangief (August 5 only)               Hideyuki Fukasawa
Super Street Fighter IV (2010)          Arr. Joe Wang, additional material by players

 He is Zangief! He is The Red Cyclone! He fights for the pride of Mother Russia! 
“Super Street Fighter IV” gives us a more jazzy rendition of the character’s theme 
that has remained mostly unchanged since he joined the series in “Street Fighter 
II.” While it is still not truly a big band piece, our rendition takes it further in that 
direction.
 Our performance features Adam Nash on electric bass,  Iain Kierzewski and 
Josh Haas on trombone, John Burke on drums, Joe Wang and Mark Shrout on alto 
saxophone, Gregory Danis on tenor saxophone, Olivia Smith-Elnaggar on baritone 
saxophone, Jacob Coppage-Gross on piano, and on the trumpet: Ethan Rossberg, 
Jamin Morden, and Richard Gray.

GAME OVER?




