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Rez, 186-87
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Shift 2: Unleashed, 40, 88

Silent Hill, 8, 127-30, 132-34, 140-41, 209,
212,214

SimCity 2000, 39, 105-8, 111, 115

SimCity 3000, 105
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Spore, 22, 40, 45, 214
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A Space Odyssey (1968), 60
50 Cent, 213

action games, 39, 117, 150

Adams, John, 97, 100

Adorno, Theodor W., 185

adventure games, 45, 72, 80, 146

Adventures of Robin Hood, The (1938),
148-49

aesthetic position of music in games, 8, 77, 80,
82, 163-66, 175-76

Airplane! (1980), 1, 121

aleatoric music, 42, 131

Alien (1979), 131

Allegri, Gregorio, 98

Allen, Lily, 103

ambient music, 19, 210

America (song), 67

anachronism, musical, 95, 97

analysis

defining, 5, 31
overview of approaches, 52

analytical play, 34-36

Anderson, Leroy, 102

annoyance, in game music, 19, 169

arcade, 15, 26-27, 87-89, 91-92, 179, 181

arie di baule, 29

art music. See classical music (art music)

art, in opposition to entertainment, 202-4

Atkins, Barry, 156

audio portal (concept), 102-3, 112, 115

Austin, J.L., 123-24

automobiles. See cars

avant-garde music, 131, 140, See also aleatoric
music, modernism

Baba Yetu (Civilization IV), 210
Bach, J.S., 98-99

BAFTA award, 138

baroque (musical era), 97, 163, 208
Barton, Matt, 180

Bates, Eliot, 28

Bateson, Patrick, 202

Baudrillard, Jean, 110-13

Bayreuth, 82

Baysted, Stephen, 40

bebop, 204-6

Beethoven, Ludwig van, 99, 203

Bergson, Henri, 86

bhangra, 62, 91

Black Sabbath, 182

Blue Danube, The (Johann Strauss II), 60-61,
83, 206

Blues Brothers, The, 213

Bond, James, 19, 70-72, 84, 146

bongo drums, as game controller, 181

borrowing. See intertextuality

boss (video game), 23, 40, 149, 160, 167, 170, 194

Brahms, Johannes, 99

Brame, Jason, 39

Bride of Frankenstein (1935), 131

Brodsky, Warren, 41

Brown, Royal S., 9, 208-14

Brumel, Antoine, 98

Butterflies and Hurricanes (Muse song), 89

Cage, John, 203-4

Calleja, Gordon, 58

canon, of music, 72, 97, 184-85

Capcom, 16

Carmina Burana (Carl Orff), 167

Carmina Burana (manuscript), 167

Carroll, Noél, 133

cars, 41, 87-95, 111

casual games, 14

chamber music, 209

Channel Orange (Frank Ocean album), 16

Cheng, William, 4, 41-42, 128

chiptune, 210

cinema. See film

cinematics. See cutscenes

Clarke, Isaac (Dead Space), 131

Clarke, Peter, 20

classical music (art music), 5-7, 29-31, 40, 43,
89, 91, 95-98, 103, 114, 131, 137, 179,
183-85, 198, 202, 208-9, 212
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classical mythology. See mythology

Cloud (Final Fantasy VII), 159-60, 164, 174

club dance music. See dance music

coach, music as, 8, 134-36, 141

code, game music programming, 26, 34,
36-37, 40, 52, 161

Collins, Karen, 4, 22, 58, 128, 159

commercial aspects of game music, 26, 46, 48,
103, 113, 214, See also trailers

Commodore 64, 20

communication, musical, 8, 21, 41, 62, 102-3,
113, 116-42, 164, 177, 201, 212

composer, player as, 32, 131, 179, 187,
198-99

concerts, of game music, 29, 113, 159

concurrency of musical communication, 121,
140

consistency, of musical logic, 105-6, 123,
129-30, 141, 153-55

construction, of game. See game architecture

continuity, 79, 153-54, 163, 175-76

Cook, Karen M., 96

corporate logos. See logos

corporeality, music and, 68-70, 83, 181, 188

Covach, John, 43

Cream (band), 182

credits, music for, 16-17, 24

Croft, Lara (Tomb Raider), 85

cue, types common in games, 13-25

Cummins, David, 214

cutscene, 21, 23-24, 29, 89, 151, 170, 212

dance music (club dance), 20, 89, 93, 186, 190,
192, 209

dancing games, 4, 42, 179-89

Daytona (NASCAR races), 92

de la Torre, Francisco, 97-98

Deep Purple, 182

Deleuze, Gilles, 86

Demers, Joanna, 42, 188

Derrida, Jacques, 123

dialogue, between player and music, 121, 126,
141

dialogue, in games, 74, 127, 153-54, 163-64,
211

difficulty, and music in L.A. Noire, 119

disco, 94, 180, 210

disinterested music, 104-6, 111, 115

DJ (on a simulated radio), 90, 191

DJ turntables, 181

Doctor Who, 155

Donnelly, K.J., 44, 133

General Index

driving games. See racing games

Dunn, Jonathan, 20

duration, of games, 96, 157, 167, 175, 177

Dvorék, Antonin, 99-100

dynamic music, 8, 15, 22-23, 35, 39, 41, 46, 52,
73,79, 89, 116, 123, 136, 156, 161, 186,
190-91, 193-94, 197, 200

dynamizing, musical effect, 8, 190, 192-93,
198-99

EA Trax, 214
Eagleton, Terry, 88
earcon, 120
editions (musical), 29-30
education, by game music, 33, 97, 121, 179,
182-83, 185, 189, 198-99
Electronic Arts (EA), 112-13, 190-91, 214
electronica, 26, 134, 210
Elfman, Danny, 144, 214
Elgar, Edward, 148
emotion
and dynamic systems, 41
and fun, 203-4
music and manipulation of, 122, 125-26,
130, 141
music and potency for player, 155, 158-60,
168-69
musical connotation of, 154, 159, 175, 177
emulation, 26-27
engine (video game), 36-37, 116, 131, 144,
180, 186, 191, 199, 213-14, see also
iMUSE
Eno, Brian, 214
epic texturing. See texturing, epic
epic, classical. See mythology, classical
epitext, 24, 32
Ermi, Laura, 59
ethnomusicology, of video games, 42
evil, musical depiction of, 120, 122, 164
extreme sports, 190-92
Eye of the Tiger (Survivor song), 139, 207

failure. See success and failure cues
fairness, music and, 104, 106, 115
fan (mechanical) noise, 15
fan culture, 37, 42, 48-49, 62, 170, 183, 214
fanfare, 15, 110, 120, 148, 166
fantasy and the fantastic, 59, 79-80, 83-84, 88,
90-92, 111, 185, 187, 191
Fiese, David, 132
fighting games, 1-3, 17, 62-63, 83
film music
analysis of, 24, 50, 208
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film music (cont.)
as demonic presence, 133
as education, 121
citation and adaptation in games, 60-61, 70-
72, 145-49, 207
comparison with game music, 50, 143-77
composers writing for games, 214
mickey-mousing in games, 190
stylistic emulation in games, 110, 129, 145-49
film studios, 16
filters (music production), 22, 190
first-person shooter, 40, 63-72, 147, 195
Fisher, Andrew, 39
Fisher, Sam (Tom Clancy’s Splinter Cell),
121-27
flamenco, 62
FMOD, 37
folk music, 210
football (soccer), 137-38, 142
Forbidden Planet (1956), 131
form, musical. See structure
Formula 1, 89
FPS. See first-person shooter
franchise, multimedia, 70, 72, 84, 146
Frankfurt School, 103, See also Adorno,
Theodor W.
Franklin, Peter, 164, 175
Franz Ferdinand, 182
Fritsch, Melanie, 43
fugue, 209
fun, music and, 9, 23, 31, 140, 180, 194, 201-7
Fux, Johann, 40

Galway, Martin, 20

Game of Thrones (television series), 65

game tone. See register

game world. See virtuality

gameplay music, common types of, 13-15,

21-24

Gasselseder, Hans-Peter, 41

Gee, James Paul, 50

generative music. See procedural music

Genette, Gérard, 24, 31

genre
filmic musical tropes, 110-11, 145, 149
interactive genres of games, 67, 87-95, 107,

116, 119, 121, 134, 159, 179, 185, 214

musical, 40, 93, 103, 135, 183, 208, 210, 213
narrative, 16, 210

geographic differences. See localization

geography, virtual, 75, 162-64, 175

Gibbons, William, 4, 40

Gladiator (2001), 111, 147, 210

glitch, 28-29, 36, 79, 123, 191

Goehr, Lydia, 25

GoldenEye (1995), 70-72, 146

Gone with the Wind (1939), 65, 69, 162

goodness, musical depiction of, 120-22

Gorbman, Claudia, 154-55, 162-63, 167-68,
175

Gorecki, Henryk, 131

Graves, Jason, 130-34, 209, 213-14

Gregson-Williams, Harry, 144, 213-14

Grimshaw, Mark, 41, 63

grinding (in role-playing games), 169

Grodal, Torben, 156-57, 175

handheld gaming, 14-15
Hannigan, James, 137-38, 209, 214
harmony
analysis in games, 52
compositional style, 209
musical analysis in games, 39-40, 52
programming in games, 186, 193, 195
signiﬁcation in games, 102, 120, 122
Hart, Iain, 42, 124
Haydn, Joseph, 203
heartbeat. See corporeality
Hegel, Georg Wilhelm Friedrich, 65
Heldt, Guido, 24
hell, musical depiction of, 128, 130
Hendrix, Jimi, 182
Henricks, Thomas, 202
hermeneutics, 5, 41, 44, 140, 205
hip-hop, 16, 89, 93-94, 112, 209-10, See also
rap
historically-informed performance, 26, 30
history, musical, 40, 95-101, 111, 114, 210
Hjorth, Larissa, 144, 156, 175
Hocking, Clint, 155
Hodges, Aubrey, 28
Holst, Gustav, 111
hornpipe, 75
horror. See survival horror
Horst-Wessel-Lied, Das (anthem of the Nazi
Party), 67
Hot N Cold (Katy Perry song), 103
Hughes, Paul, 20
Huizinga, Johan, 3, 6, 202
Huntley, John, 50
Huyssen, Andreas, 203
hyperreality, 111

I Wanna Be Sedated (Ramones song), 182
immersion, 58-59, 63, 66, 69, 72, 79-80,
83-84, 153, 195
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impartiality. See fairness

improvisation, 3, 9, 102, 106, 115, 179-80,
183-84, 197, 207

iMUSE, 72-77, 79-80, 84, 153, 213

instrumental colour. See timbre

interactivity, of music. See dynamic
music

interpretation. See hermeneutics

interstitiality, sonic, 129

intertextuality, 40, 59-61, 70-72, 101, 110-11,
145-50, 176, 208

intervallic relationships, in Final Fantasy VII,
39, 170-74

Iwata, Satoru, 195-96, 201

Jaws (1975), 143

jazz, 3, 103, 106, 115, 198, 209, See also
bebop

Jenkins, Henry, 156

jingles, 110

Johnson, Julian, 203-4

Jorgensen, Kristine, 117, 120

Josquin Desprez, 98

JRPGs. See role-playing games

Jules, Gary, 49

Juul, Jesper, 85

Kalinak, Kathryn, 163, 168, 175
Kamp, Michiel, 42, 155

Kant, Immanuel, 78-79, 82
karaoke, 179-81, 187-88, 199
Kasavin, Greg, 169

King Kong (1933), 131
Kirkhope, Grant, 70

kithara, 111

Kizzire, Jessica, 42

Klepacki, Frank, 135-36
Koestler, Arthur, 1

Koizumi, Yoshiaki, 195-96
Korngold, Erich Wolfgang, 148-49, 208
Koster, Raph, 204-5, 207
Kramer, Lawrence, 44

Krasner, David, 95

Land, Michael Z., 45, 73, 79

Largo (Monkey Island II), 74-75, 77
Lassus, Orlande de, 98

Latin, 17-18

Latin (musical style), 103, 163
layering, 23, 39, 131-33, 186, 191
Led Zeppelin, 210

Legrand, Michel, 144

leitmotif. See themes and motifs

General Index

Lerner, Neil, 40

Liberace, 3

licensed music, 89-90, 112-13, 137, 214,
See also popular music

Liljedahl, Mats, 59, 69, 80

limitations of technology, 20, 60, 62, 79, 83,
144, 164, 168, 175, 189-90

liner notes, 46, 48, 52

Link (The Legend of Zelda), 149, 178, 213

Lipscomb, Scott, 41, 59

Liszt, Franz, 29

literacy, musical (of players), 145, 149, 185

loading screens, 19-20, 182

localization (regions), 25-26, 29, 210

locations. See geography

locutionary act. See speech act theory

logos (corporate), 15-16, 24

Loguidice, Bill, 180

looping, 19-23, 28, 36, 39, 45, 62, 67, 73, 75, 89,
105, 115, 126, 128, 135, 159

LoPiccolo, Greg, 182

Los Angeles, 86, 118

losing. See success and failure cues

Lowe, Al, 214

ludic aspects of games, related to music, 118,
128, 145, 149-50, 154-55, 159-60, 165-
67, 169, 174-76, 186-90, 199, 206, 212

Luigi (Nintendo character), 213

Lutostawski, Witold, 131

Mad World (Tears for Fears song), 49
Magee, Bryan, 78
MAME (Multiple Arcade Machine Emulator), 27
Manvell, Roger, 50
maracas, as game controller, 181
mariachi music, 138-39, 207
Mario (Nintendo character), 193-97
Martin, Paul, 202
Marxism, 103
Mason, Harry (Silent Hill), 127-30
Massumi, Brian, 86, 114
Maximus Dan, 113
Mayrd, Frans, 59
McConnell, Peter, 73, 79
mechanics of gameplay. See ludic aspects of
games
Medina-Gray, Elizabeth, 42
melody. See also Totaka’s Song (melody),
themes
and parody in Space Quest [1], 146
and play in Super Mario Galaxy, 193
and player communication in L.A. Noire,
117-19
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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 1I, 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
Microsoft DirectMusic, 37
middleware, 37
MID], 45, 73, 76, 146, 159
Miles Sound System, 37
Miller, Kiri, 4, 42, 58, 94, 184-85
minimalism, 134, 209
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 concréte, 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
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