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When asked what aspiring com-
posers should do to grab footing 
in the competitive world of  com-
posing, Inon Zur jokingly shout-
ed “Go away!” to the captive 
audience at Behind the Music 
of  Blockbuster Games, a pan-
el at Penny Arcade Expo (PAX). 
“We’ve got enough competition!”

PAX is a bi-annual event held 
in Boston in April and Seattle in 
late August. 

PAX features many of  the su-
perstars, new and old, across 
many disciplines that have graced 
the gaming industry with their 
talents. 

Various discussion panels, in-
dustry reveals and press events 
also take place during the two 
weekends of  the convention.

This was Zur’s first appear-
ance at PAX; he’s most famous for 
his work in Fallout 3 and more re-
cently in the Dragon Age games. 

He did not hold anything back 
when it came to laying bare his 
musical keys-to-success in front 
of  a full conference hall of  more 
than 500 PAX attendees.

Jesper Kyd (Assassin’s Creed, 
Hitman), Michael McCann (Deus 
Ex: Human Revolution), Sam Hu-
lick (Mass Effect, Red Orchestra) 
and Martin O’Donnell (Halo fran-
chise), all sat alongside Zur, ele-

vating the prestige of  the panel.
While it was apparent that 

Zur’s comment was in jest, as the 
conference hall rang out with 
laughter, the rest of  the panel 
was quick to point out that com-
petition is a very real part of  their 
universe.

“You need to find your own 
voice. Hone in on what you like,” 
Kyd advised. “Don’t fall into the 
trap of  trying to do what’s popu-
lar right now.” McCann echoed 

this outside-of-the-box sentiment 
and its importance to the creative 
process. 

“When you hone in,” he added, 
“the music just seems to get bet-
ter, and you have fun.”

O’Donnell also emphasized 
that while competition is healthy, 
“if  you want to be successful, you 
need to learn to collaborate.”

One of  the toughest parts of  
the creative process for many 

is the revision or the criticism 
phase. It can be easy to cling on 
to original works, but “don’t get 
caught  falling in love with your 
own music,” Zur warned of  this 
surprisingly common pitfall. 

“Get used to being hacked; get 
used to criticism, and accept it 
with love.”

McCann is currently taking a 
year off  from games to work on his 
personal album in order to “get 

back to his own kinda sound.” 
Hulick, Kyd, O’Donnell and 

Zur all agreed that an occasion-
al hiatus can assist with personal 
growth.

 In the mean time, however, 
you can find their work in the up-
coming games Baldur’s Gate En-
hanced Edition, Borderlands 2, 
Bungie Games’ current, unan-
nounced project, and Rift, respec-
tively.
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You need to find 
your own voice. 
Hone in on what 
you like. Don’t fall 
into the trap of 
trying to do what’s 
popular right now.

- Jesper Kyd, composer

From lrft to right: Inon Zur, Jesper Kyd, and Michael Mcann. KEVIN PENNYFEATHER/ THE GRIFF


