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melody. (cont.)
and playing style in Bejeweled, 134–35
and signification in Tom Clancy’s Splinter

Cell, 122
and songs in The Legend of Zelda

Ocarina of Time, 178–79
and structure in The Sims, 102
and variation in Civilization IV, 95–96
and variation in Monkey Island II, 75
and variation in SimCity 2000, 106
as part of stylistic emulation in The Sims, 102
as stressed musical element, 211
compositonal style, 209
for characters in Street Fighter II, 62
for Largo in Monkey Island II, 74
for spells in Loom, 80–83
in Ocean loading screens, 20
in Spore’s generative music system, 22, 40, 45
in Wolfenstein 3D, 67–68

menus, 15, 17–20, 67, 89, 105, 112, 135,
137–38, 193, 213

metal music, 135
metaphysics, 82–83, 111, 164, 173
mickey-mousing, See film music, mickey-

mousing in games
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MIDI, 45, 73, 76, 146, 159
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Miller, Kiri, 4, 42, 58, 94, 184–85
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mixing, 19, 44–45, 62, 122, 128, 151–53, 155,

163, 182, 212
Miyamoto, Shigeru, 195, 197
MMORPGs. See online multiplayer games
modding, 37–38
modernism (musical), 40, 131, 203–4, 208
modular structures, 15, 42
Mongol Internationale (anthem), 95
monothematicism, 211
Mori, Masaki, 64–65
Morse code, 67
Moseley, Roger, 43
motif. See themes and motifs
motorsport, simulation of, 87–90, 92
Mozart, Wolfgang Amadeus, 99, 103, 184, 203
MTV, 113
Munday, Rod, 66
Muse (band), 89
Musée Mécanique, 26
museum collections, 26
music games, 178–89, 197–99
music in video games

approaches to, 39–43
challenges of studying, 25–32
sources for studying, 39–50
types of, 13–25

music videos, 93
musical texturing. See texturing, musical
musicking (after Christopher Small), 205, 207
musicology, 5–6, 28, 43–44, 49
musique concrète, 128
mythology
classical, 17, 64–65
of rock music, 182

narration and music, 23, 66, 83, 154–55, 162,
176, 211–12

framing gameplay, 67–68, 71, 145–50,
176

integration of narrative and rules, 145, 160,
167, 174

musical narrator, 101, 105, 123, 129, 133,
141, 192

performative utterances, 125–26
with repsect to genre, 16, 210

narrative vertigo, 64, 66, 69
NASCAR, 92
Nattiez, Jean-Jacques, 124
Nazis, 67
New Age (musical genre), 209
Newman, James, 145
NFL, 113
Nimrod (Edward Elgar), 148
Nintendo, 39, 193, 195, 201–2, See also Super

Nintendo Entertainment System
(SNES), Wii and Wii U

Nintendo 64, 28, 70
nondiegetic/diegetic music, 116, 154, 162, 175,

195, 211–12
non-Western music, 210
Norgate, Graeme, 70
Noriega, Manuel, 136
noumenal. See phenomenal and noumenal

O’Donnell, Martin, 48, 195
ocarina, 178–79, 199, 209, 213
Ocean Loader (Ocean software), 20
Ocean, Frank, 16
Ockeghem, Johannes, 97–98
Oldfield, Mike, 214
online multiplayer games, 42, 85
opera, 17, 29, 82, 137, 161, 188, 208, 212,

See also Wagner, Richard
Orff, Carl, 167
Orientalism, musical, 62
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Ortiz, Diego, 97–98
Oye Como Va (song), 163

Palestrina, Giovanni da, 98
parody, 103, 146, 176, 207
Pathfinder (EA Software), 191
pause menus, music in, 19
PC, 15, 26, 28, 34, 36, 46, 180, 209
Penderecki, Krzysztof, 131
perception, music as simulation of. See virtual

musical perception
performativity. See speech act theory
peritexts, 24, See also Genette, Gérard
perlocutionary force. See speech act theory
Perron, Bernard, 128
Perry, Katy, 103, 206
Peterson, Oscar, 205
phasing (music production effect), 120, 190
Pheloung, Barrington, 214
Phelps, Cole (L.A. Noire), 117–19
phenomenal and noumenal, 77–79
Phillips, Winifred, 58
Pieslak, Jonathan, 136
pirates, 73, 75
pitch

across platform ports, 28
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