


In this essay I will be comparing the composing strategies of the three major composers in the choose-your-own-adventure style video game, ‘Detroit: Become Human’. To give some context, in ‘Detroit: Become Human’ you play as three major characters, all with explicitly differing personalities, if you so choose. Each composer had to write their soundtrack to fit the choices of the player, as well as the themes of the scenes that character is in. The three composers, along with their characters, are Nima Fakhrara, who wrote for Connor, Philip Sheppard, who wrote for Kara and John Paesano, who wrote for Markus.
Within the game you play as three androids, one of which is programmed to hunt and take down “deviants”, a type of android that has strayed from its programming, and now has the ability to feel, becoming human. Because of this there are already stark differences between Connor’s soundtrack and Kara and Markus’, as Connor is a cold, conductive machine, so is his music. “Hostage” is the first scene of the game and the first track we as a listener hear, so Fakhrara used synth and metronomic rhythms to create the cold, calculated machine in audio form. Being the first track Fakhrara wrote for the game, he wanted to completely show Connor’s true colours, hence why the track begins very similarly to “Connor’s Theme”. “You can hear Connor’s thoughts, movements, curiosities, as well as emotional changes through the arc of the scene and the music.” [1]
In complete contrast, Sheppard and Paesano’s portions of the soundtrack use acoustic instruments with classical inspiration to show the two characters who have become deviant, effectively more human than Connor.
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