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Compare and contrast the creative strategies of two sound designers/composers when designing solutions for film/game/animation within a given genre. Provide examples to support your discussion.




















"In the same way that painting, or looking at paintings, makes you see the world in a different way, listening to interestingly arranged sounds makes you hear differently." – Walter Murch
Today, most forms of media try to incorporate interesting visual and audio stimulants with several connections and links to each other, in order to create an experience for the audience that is not only watched but also listened to, but how is it done? With film, animation, television and video games being a huge part of mainstream culture today, there are many ways and chances for different people to create these experiences and there are many great examples of this being perfected in film, animation, television and video games. It is widely thought that a good media experience doesn’t require both the sound design and the cinematography to be equally good or even that the score isn’t important. Unfortunately, this isn’t exactly true, if both the visuals and the audio are of good quality then the form of media would mostly be considered of good quality as well. However, if the audio is lacking and the visuals are surpassing the audio then the form media in most cases would not survive or would even be called boring depending on its genre, whereas, if the audio outshines the visuals, the media could still be deemed of good quality, this can depend on the method that the composer or sound designer uses to create the score.
Considering that most people don’t understand or are even aware of the different processes and different creative strategies of creating scores for media, this is a common misconception. One of the main forms of composing score for any form of media would be to do it after initial filming and during or slightly before the editing process, meaning that the quality of the score can depend on the quality of the visual aspects of the media. This is one of the many reasons why several different composers have experimented with different methods of creating a score. 
"Films are 50 percent visual and 50 percent sound. Sometimes sound even overplays the visual." – David Lynch
Does this mean that audio and sound design is more important than visuals and cinematography when it comes to film, animation, television and video games? In My opinion, yes, while I admit that having brilliant CGI, amazing locations or interesting shots and camera angles helps a film become great, I think that sound design can make or break a film. I believe that well done sound design can create an atmosphere and allow the audience to immerse themselves in the world while watching a film or playing a video game, whereas poorly done sound design can rip you straight out of the world and shatter the immersion, and that’s where different ways of creating score can make the difference between a success and a failure, and why its important for composers to experiment with different methods. There are in fact several different methods that composers use to create scores for film, television, animation and video games, the most common being composing the score after shooting and alongside the editing process.
"Sound is what truly convinces the mind is in a place, in other words hearing is believing" – Jesse Schell
The first composer and sound designer that I’m going look at is John Paesano, he is most well known for creating the score and soundtrack for “The Maze Runner” trilogy, “Marvel’s Daredevil” and “Marvel’s Defenders” on Netflix and the video game “Marvel’s Spider Man PS4”. The reason I chose to look at John Paesano is because of the fact that I have watched films and television series and played video games that he has composed for. John Paesano studied classical music in both the Bekrlee college of music and the Conservatoire de Paris where focused his efforts on composition, he would later begin working within the industry by working for and with some of the best and most well known composers like John Williams and Jerry Goldsmith. He later began his composing career by working on smaller projects like the television film “Ben 10 : Secrets of the Omnitrix” in 2007 and direct to video films like “Another Cinderella Story” in 2008, “Superman / Batman : Apocalypse” in 2010 and “S.W.A.T. : Firefight” in 2011, and working his way up to be able to work on scores and soundtracks for feature films, television series and video games. I personally came across John Paesano’s work for the first time while watching “The Maze Runner” for the first time in cinemas in 2014, I would later watch “The Maze Runner : The Scorch Trails” in 2015 and both “Marvel’s Daredevil” and “Marvel’s Defenders” in the following years, more recently I have been playing “Marvel’s Spider Man PS4” and have recently finished watching “Marvel’s Daredevil” season 3. I began fully appreciating John Paesano’s sound design while playing “Marvel’s Spider Man PS4” because of the fact that the sound design and the music was very important and a huge part of the video game and had a big impact on how the video  game was able not only able to tell its story but also how it was able to convey the emotions of the main characters so effectively.
A great example of how the video game did this is in its open world while Spider Man is swinging through the city, as the music changes when you go from walking and running to jumping and swinging. This is a main part of the video game, as you spend most of your time in “Marvel’s Spider man PS4” swinging through New York city, the track for these parts of the game is titled “City Of Hope”, yet there are many different variations of this theme that are played in its place depending on diffrent aspects of the video game f.e. the time of day, the weather, what part of the story you’re at e.t.c. The way that the video games sound is designed is by having different variations of “City Of Hope” playing at different times in order to make each time you play the game and you swing feel unique.
“You can play Spider Man a bunch of different ways, and the music is always going to be changing and conforming depending on the player and what they’re doing, so in a weird way the player is controlling the way that score is operating.” – John Paesano
During a trailer exploring the behind the scenes aspects of the music of “Marvel’s Spider Man PS4”, John Paesano explains his intentions for the soundtrack as well as his inspiration for the music. He specifies that he wanted the main theme to have emotional weight behind it as it is meant to treat Spider Man and Peter Parker as separate characters and encompass both of their emotions. He also describes the theme as introspective and a way to show the battle and eventual collision of the two characters and Peter Parkers two worlds.

I decided for my second composer and sound designer to look at a sound designer who is more involved in composing television series rather than video games and feature films. I chose to look at the composer Murray Gold who is most well known for composing several soundtracks for the television series “Doctor Who”. The reason I chose to look at Murray Gold was because of the fact that I am very familiar with his music and composition for “Doctor Who” as he worked on the television series from 2005 through to 2017, therefore composing music for two show runners (Russell. T. Davies and Steven Moffat) four Doctors (Christopher Eccleston, David Tennant, Matt Smith and Peter Capaldi), eleven series and over 100 episodes. Before finding his way to compose music for “Doctor Who”, Murray Gold had worked several times with Russell. T. Davies and even with David Tennant and Christopher Eccleston in both “Casanova” and “The Second Coming”. This connection with Russell. T. Davies was a major reason for why Murray Gold began work on “Doctor Who”
While composing for “Doctor Who”, Murray Gold created numerous scores for different characters and even original scores for separate episodes / stories including 5 variations on the original main theme, over 6 original themes for The Doctor, several different themes for different companions and villains etc. The piece of music that I’m going look at will be the eleventh doctors theme titled “I Am The Doctor”, which is one of the more popular themes in “Doctor Who”. The eleventh doctor had two alternate themes that were used throughout the eleventh doctors three series, these were “I Am The Doctor” and “A Madman With A Box”, the reason I chose to look at “I Am The Doctor” is because of the fact that this theme was released and used first, used more often and used more prominently. 
For series five, Murray Gold decided to give the music of the series a redesign and reimaging to go along with the new show runner and new Doctor. The main theme for this redesign was “I Am The Doctor”, and was not only used in most trailer for series 5, 6,7 and 8, but was also used in almost every episode through series 5, 6 and 7, it is one of the most recognisable themes in “Doctor Who”. The theme was created mostly as a piece of music that was meant to play when the Doctor was being heroic or solving a problem, this was done in order to make the scenes feel more exciting, but in my opinion became over used towards the end of series 7, taking away the excitement of hearing the theme as it had become both predictable and familiar.
Initially, “I Am The Doctor” was created to express excitement and intrigue to the audience and allow the audience to immerse themselves within the scene, and although sometimes it is over used, it is a mostly effective theme. While listening to the piece without any visual stimulants, it becomes clear that the theme embodies many aspects and elements of “Doctor Who”, the excitement, mystery, fun and therefore is a good composition that can be used for most scenes in the show.
“I really like that piece of music, there's something lovely about it. It's got three clean parts - it's got a lovely little jokey bit where it goes onto the woodwind, then it's got the big crescendo into the explode bit, it's all space-timey! Then it goes back to the riff. A nice selection of moods in quite a short space of time.” – Murray Gold
Both composers, John Paesano and Murray Gold work and compose for similar genres and are therefore fairly similar in their methods, intentions and results, the main difference between the two are the formats and media that they work in, where John Paesano works in television, film and video games, Murray Gold works primarily in television. While looking at both examples I chose, the similarities are clear, although the soundtrack for “Marvel’s Spider Man PS4” is more emotional and was created to be more unique, both soundtracks were intended to express the same basic emotions. Another difference is that “City Of Hope” is more insightful than “I Am The Doctor” as it is exploring different aspects of the character, whereas “I Am The Doctor” is trying to draw more attention to the action on the screen. Both composers had previous media to draw from (Spider Man films and classic Doctor Who), and it is clear that both of them have drawn inspiration from these sources. But overall, both pieces are successful and achieve their goals by expressing the emotions that were intended and immersing the audience in the world of Spider Man and Doctor Who.
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