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A comparison of the creative strategies used by Christopher Tin and Geoff Knorr when creating music for the Sid Meier’s Civilization series.

This essay will attempt to compare and contrast the creative strategies used by two musicians who worked on the same series of games, pointing out important and notable differences and features in their processes even as they worked on very similar projects within the series. The main focus will be on their thematic and cultural interpretations of the media they have worked with in the stated examples.
Christopher Tin is a Grammy Award-winning American composer who has created music for both interactive and non-interactive media throughout his career. His influences include classical music, jazz, musical theatre, and 90s’ rave music. (Tin, 2018?)
Geoff Knorr is an award-winning musician who has worked in many areas of the industry including composing, orchestrating, sound designing, mixing engineering, and teaching a course on sound and music in video games. (Knorr, 2017?)
[bookmark: _Hlk509215791]The first of their many similarities is that they have both created music for the popular game series Sid Meier’s Civilization; Tin on Civilization IV and Civilization VI, and Knorr on Civilization V, Civilization: Beyond Earth and Civilization VI among others. Both have received much praise from games media for their contributions, with Tin having become the first person to win a Grammy for writing music for a video game. (Prebble, 2014)
For Tin, composing music which utilises different languages and reflects the sound palette of different cultures is a core part of his process and of the work he has done in the past. The theme he composed for Civilization IV, Baba Yetu, was the first piece of music he had written for a game, but is still one of the most prominent examples of this. Baba Yetu is a “Swahili setting of the Lord’s Prayer” (Christopher Tin, 2015), which Tin describes as being very “Africa-centric” (Christopher Tin, 2015), which is in contrast with his music in Civilization VI, which he describes as more “Euro-centric”. (Christopher Tin, 2016) Tin describes the piece as “perpetually rising”(Tin, 2014 cited in Prebble, 2014), saying “Elements are constantly growing and building, changing keys, voices are added, new material is explored."(Tin, 2014 cited in Prebble, 2014) This strays from the kind of score that might be expected from a traditional strategy game, which is a talking point that is explored in an article written for The Guardian by Lucy Prebble wherein she states “[Baba Yetu] combined orchestral elements with strong African vocals, joyfully suggesting the cradle of life itself, instead of the more militaristic sounds one might associate with a strategy game about conquering.”, and “The sound is of a burgeoning, evolving civilisation itself, peaking in imperial crescendo before, appropriately enough, dying out.” (Prebble, 2014) This suggests that Tin is more inclined to work to make the music he creates reflect the theme and feel of game rather than tying it solely to what the player sees on screen, or obvious genre cues and stereotypes. Overall, Tin seems to have a big picture approach to creating game music, working inwards from a broad theme. This is further reinforced by Tin stating that the themes that he created for both games “…have the same, sort of celebratory, feel to them”(Christopher Tin, 2016), and that he tries to “…summon the feeling of motion” (Christopher Tin, 2016) in his work on Civilization VI. This is integral to the way the music enhances the feeling and mechanics of the game, as the Civilization series is primarily about exploration in both distance and depth.
Tin relished the limited time he had to work on the music for Civilization VI due to being brought onto the project late, saying “…it meant I had to get creative, fast.” (Christopher Tin, 2016) He has also stated that he started the project with a series of improvisational sessions, one of which was the origin for the 16 bars which make up the main theme of the piece, Sogno Di Volare. In addition to this, he has said that he recognises the importance of unsolicited feedback during his creative process. (Christopher Tin, 2016) Because Tin does not speak all of the (over 25) languages he uses in his music, he often uses recordings of native speakers and suggestions from native artists to make sure that his music sounds natural in combination with their native language before and during the process of setting his chosen words to music. (Christopher Tin, 2015) When creating the scores, Tin strived for memorability and listenability, stating "The average gamer plays a game for many, many more hours than they'll listen to a piece of non-game music. You need to write something that people aren't going to get tired of listening to over and over again." (Tin, 2014 cited in Prebble, 2014), and “I’ve never been one to play it safe. I think that music can be divided into two camps: one is great music, and the other is forgettable music.” (Christopher Tin, 2016)
[bookmark: _Hlk509223440][bookmark: _Hlk509223581][bookmark: _Hlk509223681]When creating the music for Civilization V, Knorr researched the real lives of the characters he would be designing themes for, as well as taking their culture and even concept art into consideration. (Greening, 2016?) This suggests that characterisation and portraying personality through his music is a main goal of the music made by Knorr. He has stated that he and his fellow sound designers “use real, well-known, celebrated melodies within each civ's culture as the inspiration behind each civ's leader music.”, and that he “also researched the common instruments used in the music from each civ's culture and sought to use those instruments in combination with the symphony orchestra.” (Knorr, 2016? Cited in Greening, 2016?) He used a “refined cinematic, ethnic style for the game” (Knorr, 2016? Cited in Greening, 2016?), and tried to be as authentic and respectful as possible with the cultures that he borrowed from. He also worked to make sure there was an overall emphasis on war and peace, often making his wartime pieces “either more aggressive or more melancholy, or both at different points in a leader's war music than in the leader's peace music.” (Knorr, 2016? Cited in Greening, 2016?) He emphasises this by saying “Most of my war pieces also mangle the melody more drastically than the peace pieces. There are a few exceptions though, such as Suleiman's war music and Oda Nobunaga's war music, both of which use fairly direct quotes of the source melodies because the melodies themselves are darker and more militaristic in nature.” (Knorr, 2016? Cited in Greening, 2016?)
[bookmark: _GoBack]It can be said that both Tin and Knorr have similar attitudes to sound design and composition when it comes to creating musical solutions to the medium of games, but he depths and lengths that they go to in their works are counterbalanced by the differing directions they take when producing their own unique sounds.
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