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In a rapidly changing 
technological environment 
that’s highly competitive, composers the 
world over are looking for new opportunities 
that enable them to score music, and for a 
livable wage. One of the emerging arenas for 
this is game scoring. Originally the domain 
of all synth/sample scores, game music now 
uses full orchestras, along with synth/sample 
libraries. To gain a feel for this industry, and to 
help you, the reader, decide if game scoring 
is something you want to pursue, Film Music 
Magazine has established an unprecedented 
panel in print: six top video game composers 
with varying styles and musical tastes, plus top 
game composer agent Bob Rice of Four Bars 
Intertainment.

As you read the interviews, it will become 
quickly apparent that while there are many 
similarities between film and TV, and game 
scoring, one major difference arises that is 
literally within the mind of the composer. We 
asked both game music industry expert Greg 
O’Connor-Read and game composer Jack Wall 
the question, “Is it fair to say from reading these 
answers, that the successful game composer 
is someone who is skilled not just in dramatic 
writing, but also has a computational, almost 
computer-programming side?” 

Both Wall and O’Connor-Read agreed, 
noting, “There is definitely a left brain/right 
brain thing going on with game composers.” 

Our panel consisted of six top composers, 
two of whom work as a team: Rod Abernethy 
and Jason Graves, Jesper Kyd (pronounced 
‘yesper kid’), Garry Schyman, Jack Wall and 

Inon Zur. 

Let’s pretend that you’ve started a new music school 
course just for game composers. Given your experience, 
what would you insist every student learn to master, and 
why?
Rod Abernethy and Jason Graves:

Jesper Kyd:

Garry Schyman:
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Rod Abernethy is founder and creative director of Rednote Audio. His 
work in video games began with a collaboration with veteran film com-
poser Elmer Bernstein on the scores for the video game Wild Wild West, 
The Steel Assassin. Since 1998, Rod has created award-winning scores 
for over 40 video games. He graduated from the University of North 
Carolina/Chapel Hill, NC, with a degree in music performance and com-
position. Rod is on the Board of Directors of the Game Audio Network 
Guild and has been a featured speaker at the Game Developer’s Confer-
ence in San Jose, CA.

Jason Graves is a graduate of the University of Southern California’s 
prestigious film scoring program where he studied under film compos-
ers Elmer Bernstein, Christopher Young, and Disney Legend Buddy Baker, 
as well as Ron Jones, Jack Smalley, and famed Hollywood orchestrator 
Will Schaefer. With more than 100 television shows to his credit, Jason 
has won three Tellys, an Addy, nine Silver Reels, a Gold Case Award, and 
more than 30 other state and national communications awards. His ties 
to Los Angeles have allowed personal connections with top Hollywood 
film composers when working on film-based video games, including 
relationships with Elmer Bernstein (Wild Wild West), Hans Zimmer (King 
Arthur), John Debney (Zathura), and most recently Harry Gregson-Wil-
liams (Flushed Away).

Jack Wall:

Inon Zur: 

From the outside looking in, it appears that game composers, 
thanks to the Game Developers Conference, web sites like 
Music4Games.net and the Game Audio Network Guild, are 

better organized, and have a better grip on the business issues 
of game scoring than do their counterparts in film and TV. 
What’s the truth and what’s the perception? 
Jesper Kyd:

Rod Abernethy and Jason Graves:

www.rednoteaudio.com
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Inon Zur:

Game music deals have historically required that composers 
assign all rights to their music on a work-for-hire basis. How do 
you deal with this in your negotiations?
Garry Schyman:

Jesper Kyd: 

Jack Wall: 

Inon Zur:

www.jesperkyd.com

British Academy award winner Jesper Kyd 
writes electronic and symphonic music for 
video games and movies. He was spotlighted 
as a Rising Star by The Hollywood Reporter and 
hailed as a Leading Game Composer by Elec-
tronic Musician. Jesper’s most recently released 
project, Hitman: Blood Money was nominated 
for ‘Best Video Game Score’ in the 2006 MTV 
Video Music Awards (VMAs). In 2005 he won 
the Academy Award for Original Music from 
the British Academy of Film and Television Arts 
at the BAFTA Games Awards, as well as Best 
Cinematic/Cut-Scene Audio at the Game Audio 
Network Guild Awards. 

At what point are you told the music budget? What’s the range 
of a typical music budget for the caliber of games you work on 
today?
Rod Abernethy and Jason Graves:
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Jesper Kyd:

Garry Schyman:

What are the top five points to look for in a video game 
contract?
Rod Abernethy and Jason Graves:

Garry Schyman: 

Garry Schyman is a graduate of the University 
of Southern California with a degree in Music 
Composition. After USC, Schyman studied un-
der the tutelage of the great 12-tone composer 
and teacher George Tremblay. His early scores 
included such TV classics as The A-Team, 
Magnum P.I. and The Greatest American Hero. 
In the early ‘90s, Garry scored Voyeur for which 
he received an award for Best Original Game 
Score. His recent work includes the critically 
acclaimed original score to THQ’s/Pandemic 
Studios blockbuster videogame hit; Destroy 
All Humans! (nominated for three Game Audio 
Network Guild awards including Music of the 
Year), and his latest scores Full Spectrum War-
rior: Ten Hammers and Destroy All Humans 2 
for THQ’s/Pandemic Studios. He is currently 
scoring the groundbreaking new “next-gen” 
videogame BioShock for 2k/Irrational Games.

www.garryschyman.com
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www.jackwall.net

Composer/Producer Jack Wall’s work spans full-
length albums, live concert recordings, videogame 
soundtracks, film soundtracks and other projects 
that demand an exacting ear and vast library of 
musical and technical knowledge and know-how. 
Jack’s current projects include Mass Effect, the 
upcoming blockbuster game from BioWare and 
Microsoft. His career composing credits include 
Jade Empire, Myst IV: Revelation, Myst III: Exile, 
Splinter Cell: Pandora Tomorrow (Cinematic Music), 
Dungeon Siege II (Promotional Trailers), Rise Of The 
Kasai, and Wrath Unleashed among others. Jack 
Wall is co-creator, executive producer and con-
ductor of the concert series entitled Video Games 
Live™, an immersive concert event featuring music 
from some of the most popular video games of all 
time. He’s also Vice-Chairman and co-founder of the 
Game Audio Network Guild [www.audiogang.org], 
a nonprofit organization established to promote 
excellence in interactive audio.

Once you’ve gone through the Game Design Document, what 
are your next steps? And how is that similar or different to 
approaching film/TV?
Rod Abernethy and Jason Graves:

Jesper Kyd:

Garry Schyman: 

Inon Zur:

How does a game company communicate their musical needs 
and preferences to you?
Rod Abernethy and Jason Graves: 

filmmusicmag.com "19



www.inonzur.com

Inon Zur is a graduate of the Music Academy of Tel Aviv 
in Israel and studied film music at the Dick Grove School 
of Music and UCLA. He began his composing career 
writing music for a variety of Fox television series and 
feature films, including several hundred episodes of the 
animated hit series Digimon and Escaflowne, based on 
the Japanese cult favorites. His other prime-time televi-
sion credits include State of Grace, Big Guy and the 
Rusty Boy Robot, Mystic Knights of Tir Na, Power Rang-
ers: In Space, Beetleborgs, and Valley of the Dolls. In the 
new frontier of video games, Inon’s music is featured in 
numerous blockbuster titles including: Crysis, EverQuest 
II: Echoes of Faydwer, Lineage II: Chronicle V: Oath of 
Blood, Warhammer 40,000 Dawn of War: Dark Crusade, 
Pirates of the Caribbean: Dead Man’s Chest, Warham-
mer 40,000 Dawn of War: Winter Assault, Prince of Persia 
The Two Thrones, Prince of Persia Warrior Within, Men 
of Valor, Shadow Ops: Red Mercury, Syberia II, Cham-
pions of Norrath: Realms of EverQuest, SOCOM II: U.S. 
Nacy Seals, Icewind Dale II, and Baldur’s Gate II: Throne 
of Bhaal. In 2005, Inon’s main theme for Men of Valor 
was honored by the Game Audio Network Guild Award 
for Best Original Instrumental at the Game Developers 
Conference.

Jesper Kyd:

Inon Zur: 

What’s your biggest project to date and how did you approach 
scoring it?
Rod Abernethy and Jason Graves: 

Jesper Kyd: 

Garry Schyman: 
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In an interview you did a while back 
with PC Gamezone, you said that all of 
the composers you represent are good 
businesspeople. Looking beyond art and 
craft, what are the characteristics of a 
composer who is a good businessperson?

Given the breadth of your music marketing experience, 
which is roughly 40 years, what personal leadership 
characteristics do you look for in a composer?

After looking on the Four Bars Intertainment site under 
About Us, it comes across that you are totally sold on your 
clients, that you are 100% in their corner, and that you’re 
not afraid to challenge the thinking of game producers as to 
what they should be looking for in a composer. Is this a “fair 
read” and if yes, why?

In this question, I’m going to use a four-letter word that 
most artists hate. When you’re presenting and negotiating, 
how do you sell?

When you connect a composer with a game developer, how 
do you want the composer to sell themselves?

Prior to starting FBI, you worked with your 
sister in film contracting. From your vantage 
point, what differences do you see between 
film/TV composers and game composers?

You’ve said that you wanted to see video game composers 
receive the wealth, praise and attention of the movie 
industry composer. Do you see that happening?

To borrow from Donald Trump, when you’re negotiating a 
contract, what’s the art of the deal?

A lot of composers reading this are going to wonder how 
they can get Bob Rice to represent them. What do you want 
a composer to do and not do when contacting you?
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Jack Wall: 

Inon Zur:

Do you have personal career concerns that because you write 
game music, you won’t be taken seriously?
Garry Schyman: 

Rod Abernethy and Jason Graves:

Jesper Kyd:
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Jack Wall:

Inon Zur: 

Several years ago, a new Video Game Agreement between the 
RMA, the AFM and the game industry was worked out. How 
do you see that agreement holding up today, especially given 
the dissolution of the RMA San Francisco chapter and other 
changes at the AFM?
Rod Abernethy and Jason Graves: 

Jesper Kyd:

Garry Schyman:

Jack Wall: 

Inon Zur: 

What sample libraries have you found to be the most effective 
for you in game scoring? 
Rod Abernethy and Jason Graves: 

Jesper Kyd: 

Garry Schyman: 

Jack Wall:

Inon Zur:

||

GAME MUSIC NEWS, RESOURCES AND MORE
Launched in 1999 by Greg O’Connor-Read to raise the awareness and profile of video game mu-
sic composers and soundtrack album releases, Music4Games.Net is the award-winning #1 web 
site for video game music information. Besides delivering a critical spotlight on today’s emerg-
ing video game soundtrack industry, Music4Games.Net is also the leading provider of game 
music infotainment for dedicated gamers, game music fans, audiophiles, composers, develop-
ers, publishers, producers, audio directors and music executives. Music4Games.Net is regularly 
consulted, quoted, referenced and utilized as a reliable resource for media articles, conferences, 
seminars and market studies on the art form and business of music for video games.
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