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 [Music from Elder Scrolls: Oblivion1]

INTRODUCTION

Welcome to  Books and Ideas.  I’m your host Dr. Ginger Campbell, and this is 

Episode 49.  Today is a great example of why I continue to do Books and Ideas, 

even though it doesn't have the large audience that the Brain Science Podcast 

has.  It does allow me to talk to people from a wide variety of fields about a lot of 

different things.

And today I'm going to be talking with Emily Reese who is the host of a very 

unusual podcast from Minnesota Public Radio called Top Score.  On the Top 

Score podcast Emily talks to the composers of the music for a wide variety of 

modern videogames.  

Even if you aren't interested in videogames, I think you will enjoy this 

conversation.  And you'll be surprised to find out that the composing of music for 

videogames is a lot more varied, and perhaps more challenging than you might 

have imagined.
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But before I go into the interview I do want to remind you that you can find the 

show notes and episode transcripts for all episodes of Books and Ideas at 

booksandideas.com, and you can send me email at docartemis@gmail.com.

Now let's get into the interview.

[Music from Elder Scrolls: Oblivion2]

INTERVIEW

Ginger:  My guest today is Emily Reese, the host of the Top Score podcast from 

Minnesota Public Radio.  Emily, I want to welcome you and thank you for taking 

the time to talk with me.

Emily:  Thank you for having me; it's a pleasure.

Ginger:  I'd like to start out by letting you just tell us a little bit about Emily 

Reese.

Emily:  There's so much to tell.  What would you like to know?

I've been working for Minnesota Public Radio since 2008.  We have three 

stations that are actually broadcast via radio waves.  We have a number of 

different stations as well that are Internet-only.  But I've worked with the news 

station, and I've also worked for Classical.  

And the Classical station is where my heart is.  Because that's pretty much what 

I've been doing since I can remember; I've been involved in music, performing it, 

listening to it, and studying it for my entire life.  So, I am where I belong, for sure.
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Ginger:  That's great, because there aren't a lot of jobs—I don't think there are a 

lot of jobs—doing the kind of thing you're doing, are there?

Emily:  That's correct, yes.  There are very few people who get to spend the bulk 

of their day surrounded by classical music.  And I am very fortunate to be 

amongst that small group.

Ginger:  Did you ever play in something like a symphony; or want to?

Emily:  Yes.  I was a trumpet player.  I still play a little bit.  My strength was 

always jazz, so I never really had the talent or the sound to fit into an orchestra.  I 

mean it's very different kind of trumpet player that plays in an orchestra. 

It's always been my favorite genre to listen to—in terms of like if you're talking 

orchestra or band—but band is what I always played in.  I was always in a wind 

band, even though orchestral music is definitely my favorite thing.  But I just was 

never good enough to do it.

Ginger:  So, did you have formal training in music?

Emily:  I did, yes.  I started playing piano when I was 4—just because my sister 

was older (she's 3 years older than I am), so she got to take lessons first.  And I 

did what you hear a lot of people who are musicians say, where they just copied 

their sibling.  And so, that's kind of how I started getting into piano.  I started 

taking lessons when I was 5.  Then I started trumpet when I was 10—which is 

pretty normal—5th Grade band.  

And I just played it; I mean I just couldn't stop playing it.  All through middle 

school and high school I was convinced, as many of us are, that I was going to be 

a marine biologist and study sharks.  There just wasn't room for it in my life; as 

much as I adore classical, and just music in general, I realized I had to make that 

my path.
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Ginger:  Where did you grow up?

Emily:  I grew up in central Iowa.  We moved there when I was about 5.  And so, 

I lived there until I was 17.  And then I turned 18 the week I moved to college in 

Boulder, Colorado, and I lived out there for 8 years—4 years in Boulder, 4 years 

in Colorado Springs.  And then eventually, after some interesting times in my 

20's I made it back up to the Twin Cities, where I live now—in Minneapolis.

Ginger:  So, what did you study in college?

Emily:  In college in my undergrad I did music education; because, again, I 

would have never been able to hack it as a performer.  I just wasn't built for it.  

So, I did music education.   And I loved it.  I loved all the time you get to spend 

doing an education degree in classrooms, and spending time with different 

teachers.  You just get such a wide variety of experience, I think, as an education 

major.  At least I did; and I loved it.

And then, when I went back to graduate school I did grad school in the mid 

2000's and I studied music theory.  That was actually how I got into radio was 

when I was in grad school I did my graduate work at the University of Nebraska, 

and the public radio station there had put up a flyer in the School of Music that 

said, If you know a little about classical, and you think you'd like to be on the 

radio, give us a call.  And so I called.  And that's how all that happened.

Ginger:  I know when we talked before you said that when you first went to 

Minnesota Public Radio you had to work in the news division.  But you don't have 

really any formal training in journalism.

Emily:  That's true.  I mean I would say that that's true.  

I took some graduate journalism classes when I was in grad school, because when 

I got into radio it turns out that I was much better at being a newsperson than I 
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was a classical person.  Now, I think that has drastically changed just given the 

amount of time I've had to kind of become a better classical announcer.  But 

initially my strength was doing newscasts and working news shifts, and things 

like that.  And so, I did want to learn more.  

Particularly what interested me (because I'm super nerdy about this kind of stuff) 

in terms of broadcast journalism was how do you write for radio; or how do you 

write something for someone that has to read it out loud?  It doesn't matter if it's 

on the radio or you're reading something out of a play, it's a very different way of 

communication than reading something in print.

I got really interested in that, and all of the different rules, and AP Stylebook, and 

all of this broadcast journalism—well, not just broadcast journalism, but 

journalism in general.  Just those kinds of stylistic differences, I really was into.  

So, I took about a year's worth of a journalism degree.  And then I ran out of 

money.  I mean it's the story of a lot of people in college these days.  So, it'll never 

get finished, but there was a little bit in there.

Ginger:  Is there anything else you'd like to tell me about you before we talk 

about Top Score?

Emily:  Just that I really enjoy music and getting an opportunity to talk about it.  

It's wonderful.

Ginger:  Emily, I want to take just a moment to mention that Books and Ideas is 

sponsored by Audible.com, the world's leading provider of downloadable 

audiobooks.  

Since we are talking about videogames today, I'm going to recommend a book 

called, Reality is Broken: Why Games Make Us Better and How They Can 
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Change the World, by Jane McGonigal.  Whether you're a gamer or not, this book 

will give you a different perspective on videogames.  

If you aren't already an Audible member you can get it free—or any other title 

that you want—by going to audiblepodcast.com/booksandideas.

OK.  So, let's talk a little bit about Top Score.  You're getting ready to start your 

third season?  Is that correct?

Emily:  Yes, that is correct.  We have had two seasons of whatever we have time 

for, is basically what it comes out to.  Because both myself and my engineer, Sam, 

we have—for lack of a better term—'proper' jobs at Minnesota Public Radio.  I 

mean Top Score is truly a labor of love.  

So, the first two seasons, we do our best to get an episode out every other week.  

But anybody who's a listener to the show can say, Yeah, right!  But we do our 

best.  

So yes, Season Three is starting.  And there's a nice long list of hopefuls, 

eventuals and people who are scheduled, and people who have already been 

interviewed.  So, we're going to have a nice flow of episodes this year.

Ginger:  Do you get to broadcast this on the radio, or is it purely a podcast?

Emily:  It's purely a podcast.  There are a number of reasons for it.  

I believe probably first and foremost would be the cost—just to figure out a time 

when we could put it on the radio; which hour of programming are we going to 

sacrifice so that Top Score can be on?  So, I think that those logistical and 

financial issues are probably the main reason.
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But contributing heavily to that is the fact that if we're talking about videogame 

music from the beginnings of videogame music—if we're going back 20 years, or 

30 years, or whatever; whenever Mario was around—we're talking about music 

that's not licensed and doesn't fit nicely into copyright.  

And, of course, everything that's broadcast on the radio—it doesn’t matter what 

station where; in what town, in what state—is regulated by the FCC.  And we have 

to prove that we have the rights to broadcast this music on public airwaves.  If a 

huge body of music is unlicensed we aren't able to do that.  

It has created a lot of just complications—even in promoting it on the air.  There 

are tracks and CDs of things for shows I've wanted to promote on the air, and we 

just can't do it.  We can do snippets, but we cannot play a full track.  

There are soundtracks coming out that are much more aware of licensing rules 

and things, so it's getting better.

Ginger:  I guess that it might be obvious to those of us who are playing the 

current generation of videogames—it's sort of obvious that the music has become 

really important—but this might seem like a strange topic to non-gamers.

Emily:  Yes.

Ginger:  I guess that's part of what might have made this a hard sell for your 

bosses?

Emily:  It depends on the boss.  It depends on the generation of the boss that I'm  

talking to.  

This is the same conversation that was happening when composers starting 

writing for this new medium called 'film.'  And in the time that's passed, it's just 

natural to talk about film music, right?  
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I mean it's just something we talk about all the time.  People are like, Oh, I love 

Star Wars music!   Or, Oh man, Dances with Wolves!  Or even James Bond.   Or 

whatever.  Ben Hur; name it—people talk about film scores now.  

And this is just a part of the process.  The thing about the way things are today is 

that things are advancing so quickly.  If we think back to Pong and where we are 

now, it's pretty amazing.

Ginger:  Yes, I wanted to talk a little bit about this from that historical 

standpoint.  I'm old enough that I played Pong in college.  It did not have music.

Emily:  Right.

Ginger:  And then the platformers.  And I think probably there are people out 

there who, when you say 'music,' they probably think of those annoying things 

that play over and over again on the old platformers—that were sort of addictive 

and just did the same loop over and over again.   

Can you talk a little bit about what happened between there and where we are 

now—just sort of an overview?

Emily:  There are thousands of people who could give you a better overview on 

this than I can.  Because there was a long period of time in my life where I didn't 

get to game, so I missed out on all of these iconic music games that people talk 

about—like Final Fantasy VII.

Ginger:  You were busy practicing your trumpet.

Emily:  I was busy practicing my trumpet; exactly!  I missed out on a lot of that, 

and would feel a little bit shameful trying to fill in the blanks.  
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But I can say that if you listen to something like Super Mario Brothers—which 

pretty much everybody can recognize—we're talking about 8-bit music.  And the 

way we record music now and the way we can implement music now allows us to 

do things much larger than 8-bit.  I mean it just opens up the whole idea of well 

now we can use live instruments.  

And that kind of happened slowly.  

Ginger:  So, you didn't really grow up playing videogames, because you were 

busy doing the music—which is, of course, a very time-consuming thing.  One of 

the things I really love about Top Score is that when you interview the composers 

they often will talk about the games that they grew up with.

Emily:  Yes.

Ginger:  And they talk a lot about the tools that they have now, and how they 

can do all these different things that they couldn't do before.  I'm not very 

musical, so I guess I understand that a little bit better than I understand some of 

the musical stuff they say.

My impression—and I'm not an expert in this, either, and I'm not going to 

pretend to be one—but my impression is that Halo represents something of a 

significant turning point; because I remember playing Halo, and the music was 

such a powerful part of the experience.

Emily:  Yes.

Ginger:  So, that kind of raised the bar, and really got people's attention, it 

seems to me.

Emily:  That is correct, yes.  Martin O'Donnell, who wrote for five of the six Halo  

games—the only one he didn't write I believe was Halo Wars.
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Ginger:  That RTS one I don't think anyone has played?  OK.

Emily:  He did the other five3.  And the Halo score did use some live 

instruments; it used live instruments, it used live voice.  

[Music from Halo: The Soundtrack4]

Emily:  One of my favorite stories about that is Martin O'Donnell just telling the 

story about using the chant-like melody that everybody is so familiar with from 

Halo.  And how it wasn't a decision they toiled over and thought, maybe we 

should; it was just like, well, let's try some voice and see what that sounds like.  

And now it's iconic, right?

Ginger:  Right.

Emily:  And so, that's very important.  As well, the Headhunter sound track was 

very significant because it was the first that only used live instruments and was 

recorded at Abbey Road Studios—which was a pretty big deal.  So, those two for 

sure.  You hit the nail on the head with Halo.  

And I feel bad when I talk about Halo and Headhunter because—Richard 

Jacques is British, Martin O'Donnell is from the States—we're leaving out the 

dozens and dozens and dozens of Japanese composers that kind of really did start 

it all, even if they weren't the ones who used live instruments first.  Or maybe 

they were, and someone will write you in and correct me about it.  
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But we give a lot of credit to Martin O'Donnell and Richard Jacques5, as they 

deserve; but I also don't want to disrespect the Japanese composers, too.

Ginger:  That's a good point.

So, I talked about my experience with Halo.  Do you have a game that you had an 

experience like that, where the music was such a big part of your experience?

Emily:  Oh, absolutely.  When I got back into gaming it was the X-Box and 

PlayStation 2 generation.  And when I had my PlayStation 2, I played an awful lot  

of games like Grand Theft Auto.  And I loved the Grand Theft Auto series and 

things like that.  Those, of course, used licensed music like REO Speedwagon and 

stuff.   

But the first game I ever played on my PlayStation 3 was The Elder Scrolls IV: 

Oblivion, which completely blew my mind.  I had never heard anything like that 

in a game.  

[Music from Elder Scrolls: Oblivion6]

Emily: Then, of course, later I found out that there are lots of games that have 

wonderful music like that.  But that was my first experience with it, was playing 

Oblivion, and just being completely overwhelmed—in a wonderful way—by the 

visuals and the audio—just beautiful things to look at and hear.

Ginger:  Of course the other thing that Halo did was, I think, make the 

publishers—or whoever—aware that they could sell the soundtrack music.  And 

so, that's now pretty much a standard.
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Emily:  That's only in the last year or two that that's really become a big push—I 

believe.  Of course, Halo has always sold its soundtracks and things like that.  

And yes, they were very instrumental in having that happen.  And I think that's 

great.

The man who started the record label Sumthing Else Music is the label that 

publishes tons of these soundtracks.  And it's really a wonderful thing that they 

did, to start that up.  I think the first soundtrack they published was Halo, or 

something.  I should know all this.

Ginger:  Yes,  you used to talk about Sumthing Else Music, I guess in Season 

One on your show.  And it seems like in recent episodes you haven't mentioned 

them.  Is that some kind of sponsorship, or not sponsorship, or deal?

Emily:  Yes, they were a sponsor.  And they are right now doing a huge digital 

reorganization of their website to make it much easier for people to go and find 

videogame soundtracks and purchase them.  Hopefully when that gets all settled

—that's going to happen around the first of the year, and hopefully we'll have 

them back as a partner.

Ginger:  Because you hear clips on Top Score, and if it's something obvious like 

Halo or Gears of War or one of those, you just go into iTunes and you know it's 

going to be there.  But not all of the games.

Emily:  Right.

[Music from Mass Effect 3 7] 
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Ginger:  After spending so much time playing the Mass Effect games this spring 

I really do have that soundtrack in my head—more so than some of them.  I don't 

know why; but it's extremely powerful.

Emily:  Yes.

Ginger:  And I really enjoyed the interview you did on that one.

Emily:  That was a fun, fun show, yes.

Ginger:  Tell me how you came up with the idea for Top Score.  Was it your idea, 

or one that someone else said, You could do blah, and then you went Oh yeah, 

that's a good idea?

Emily:  It was kind of a mixture of those things.  I wrote some articles about 

videogame music for Classical MPR that got some attention.  And I wanted to 

turn it into an actual radio show.  I saw it as a really wonderful opportunity to 

engage a new audience.  

And I mean that as a two-sided coin.   I thought it would be very interesting to 

introduce our normal traditional, classical audience to the ways in which classical 

music is implemented today.  But I also thought it was a really wonderful 

opportunity to introduce a different demographic to the world of classical music.

Because, as we all know, our audience age is quite high.  Our average age for 

listeners to classical music, in general, is quite high.  That is something that can 

easily be changed, I think.  I mean I know not easy easy, but all you have to do is 

give people a reason to listen.  

And I feel like Top Score is a really great place to give people reasons to listen to 

classical music, no matter where they are from; whether they're coming from the 

standpoint of being a classical aficionado or whether they're coming from the 
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standpoint of I've put 200 hours into Mass Effect, and I love this music and I 

want to learn more about it; and, oh hey! I just might happen to learn 

something about John Adams in the process, or Stravinsky, or Respighi—or 

whatever it may be.

So, I wanted it to be a show on the radio.  They were like That's not going to 

happen; how about a podcast?  So, that's how it happened.

Ginger:  I love classical music, but I really don't listen to it much anymore.  I 

never had any classical music training, I just remember when I was in like 5th 

Grade we watched some public television show that was about classical music.  

And I think the first thing I ever heard was the Nutcracker.  I still love the 

Nutcracker, but I don't like modern classical music, because to me, as a non-

musician, most of that just sounds like noise.  

And the thing I like about videogame music is that they take what I, as a non-

musician, could recognize as classical music and put it to good use.  I mean movie 

scores have done that forever.  John Williams is just totally ripping off I don't 

know who, because I'm not enough of a musician to be able to tell, but I can tell 

that it's somebody.

Emily:  Yes, it's Gustav Holst—the father of film music, in a lot of ways.  Yes.  

Which is funny; but I see what you're saying.  

I mean one of my favorite film composers is Bernard Hermann, who wrote the 

scores for many of the Hitchcock films.  They're magnificent scores that are about 

as modern classical as you can get.  I mean this is stuff that's not exactly tonal or 

listenable in the traditional sense, but to me it's just brilliant.  I love the way he 

wrote his scores.  I mean they're just magnificent.

Ginger:  One that I think stands out for me of using actual classical music is the 

movie Somewhere in Time.  
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[Music from Somewhere In Time8] 

Emily:  Yes, that's John Barry.  He's wonderful.

Ginger:  Yes, but he uses, what is it, Rachmaninoff's…

Emily:  I think he uses something—if I remember right—he uses something from 

the Variations on a Theme of Paganini.  I think he uses the 18th Variation.  I 

could be wrong, but I think that's what he uses in there.  I'd have to look it up.

Ginger:  If someone was just coming to this fresh—you know they've listened to 

our conversation and they've said, Hmm, well I don't really want to play 

videogames, but maybe I might want to listen to some of this music—have you 

got any suggestions for like a place to start?

Emily:  Oh, man, I mean there are so many places to start.  I would say some of 

my favorite scores of all time, the newest one to make that list is actually the 

Darksiders II soundtrack.  That is hands down going to forever be one of my 

favorite soundtracks ever.  I adore it.  It just came out a few weeks ago, and it's 

just absolutely magnificent.

Now, you wouldn't listen to it and think this is classical music.  Still, it's 

videogame music that is magnificent and deserves to be heard.  So, that's one of 

my favorites.  

[Music for Darksiders II 9]

Emily:  In terms of a more traditional kind of orchestral set-up or something, 

where the bulk of the musicians are live, I would say that I adore the score that a 
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Movies

9 The Makers Theme from Darksiders II Original Soundtrack by Jasper Kyd
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French Canadian film composer named Normand Corbeil wrote for a PlayStation 

game called Heavy Rain

[Music from Heavy Rain10] 

Emily:  I also love the score that Jason Graves wrote for Dead Space II.  That 

one is a little crunchy; that's a little modern.  But it's all orchestral, and he wrote a  

beautiful string quartet part for it.

[Music from Dead Space 2 11] 

Emily:  There are just so many.  Journey came out earlier this year for the 

PlayStation Network.  

Ginger:  Was that done by Austin Wintory?

Emily:  Yes, I love that score.  It's beautiful; beautiful orchestral writing.

[Music from Journey12]

Emily:  One of the more interesting, intriguing to me, that came out just not that 

long ago, as well, is a soundtrack for another PlayStation Network only game 

called Papo and Yo.  And that's pretty awesome music.

I think one of the things that I find so attractive about videogame music now is 

that  any kind of music can go in a videogame now.  It had these orchestral scores 

written by someone like Inon Zur, Jason Graves, or all of the names that I am 

unable to just rattle off the top of my head right at the moment.  But then you 
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10 Ethan Mars' Main Theme from Heavy Rain (Original Soundtrack from the Video Game) by 
Normand Corbeil

11 "Welcome to the Sprawl" from Dead Space 2 (EA Games Soundtrack) by Jason Graves 

12 "Nascence" from Journey™ (Original Soundtrack from the Video Game) by Austin Wintory
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have like folkier kind of music, or something like Darren Korb's soundtrack for 

Bastion.  

[Music from Bastion13]

Emily:  You know, there's not a string instrument in there anywhere—unless it's 

a guitar, right?

Ginger:  Yes, that's a really unusual soundtrack.

[Music from Bastion14] 

Emily:  I mean there are so many different types of music, and so many 

wonderful composers making music for videogames.  There are lots of places to 

start.

Ginger:  In the time that you've been interviewing these composers, what's the 

most surprising story that you've heard?

Emily:  I think I was kind of just surprised and in love with the story of how the 

Halo soundtrack came about.  Just how kind of haphazardly it happened, just by 

Martin O'Donnell deciding to try things.  And running it by the other folks at 

Bungie, and having to convince them to trust him.  

Thank goodness they did, because as we've said, that score was so impactful on 

the course of things to come.  I love that story; just trying things out, trying to 

sneak things into the game, and having a lot of success with it.
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13 "In Case of Trouble" from Bastion Original Soundtrack by Darren Korb available at http://
supergiantgames.bandcamp.com

14 "Bynn the Breaker" from Bastion Original Soundtrack by Darren Korb available at http://
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Ginger:  One of the things I really appreciate from listening to the interviews is 

you get a real behind-the-scenes look at a little bit about how the games are 

made.

Emily:  Yes.

Ginger:  It's kind of surprising how much variety in approaches there is with the 

music.  Every composer tells you, Well, when I was working with this one I 

didn't know anything about what was going to happen; or, I knew certain 

things were going to happen.  

And the whole process, even if you're not into music, is really fascinating.  And it 

must be even better for someone who listens to the show who actually 

understands something about music.

Emily:  Thank you.  I do get chills sometimes when these guys do tell these 

stories.  Just like, Oh, all I had was a picture of a dragon; all I had was they sent 

me this and said do whatever you want.  You know I mean it's really inspiring to 

see and hear what these men and women come up with from what little they're 

given sometimes.  

Then, of course, there are stories of studios that just won't leave them alone, 

either.  Those stories don't always make it into the show.  But, it's really 

incredible how many, as you said, different ways to approach the process there 

are.  It's really remarkable.

Ginger:  It's neat to see that there's this outlet for so much musical talent.

Emily:  Yes, exactly.

Ginger:  And like you said before, it's a way for this music to reach people that 

wouldn't necessarily think that they liked this kind of music.
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Emily:  Right.  I mean anybody who says they don't like classical music is just 

insane; they're just not thinking—I mean seriously!

Ginger:  It's everywhere, it's everywhere!

Emily:  It's that simple, because it is everywhere.  There is classical music that 

every single person has heard and liked—at some point.  It is everywhere.  So, 

once you kind of get people used to that idea, then you can open their minds up 

to trying to listen to different things.

Ginger:  Tell us about your other podcast.  Is it called Learning to Listen?

Emily:  Oh, my poor Learning to Listen.  Learning to Listen actually started out 

as a series of classes that listeners in the Twin Cities and around here could come 

to and I would teach.  

The first year that we did Learning to Listen we split it up into six classes, and we 

taught about the six time periods of music basically—Medieval music, Baroque 

music, Classical, Romantic, all of that—boiling down into like 90 minutes, we're 

talking about 100 or more years' worth of an era of classical.  So, that was tough, 

but it was really well-received.

We changed the format a little bit in the second season.  And I don't think we 

were really all that keen on how we had changed the format.  And it just ended up 

being so much work to try and prepare these classes that we instead decided to 

turn it into a podcast where I'm talking about a very specific idea in classical 

music.  

It could be a very global idea in classical music, like form, or it could be a very 

specific idea in classical music—or in music, in general—like articulation, or 

dance types, or opera, or ballet.  I mean just talking about something specific, so 
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that it's easier for people to ingest, and they can also ingest it whenever they 

want.

So, there are only two out right now, I think.

Ginger:  The one I listened to that had the waltzes in it…

Emily:  Yes, Minuet episode.

Ginger:  I felt like I needed to listen to it more than once.  I mean I'm really an 

ignoramus when it comes to music.  

I actually did take guitar lessons when I was a kid, for about a year.  And then the 

teacher changed and I found out that there was thing called 'the beat' that the 

first teacher hadn't bothered to tell me about.  I knew everything I played 

sounded wrong, but I wasn't sure why.

Yes, my sister was in choral, and she said, 'You know, my teacher has only had 

one tone deaf student, and if you took choral you could be the second one.'

Emily:  Oh, nice!

Ginger:  But I'm pretty sure I'm not tone deaf, because I could tell when my 

guitar was out of tune, I just couldn't get it in tune.

So, I have people ask me to do an episode of the Brain Science Podcast about 

music.  I'm kind of like you were when I asked you about the history of 

videogame music:  I can't do an episode about music, because I am too clueless!

Emily:  Well, an interesting topic could be (and I can't remember the medical 

term for it) someone who's tone deaf—whatever that medical term is.  That would 

be fascinating, because that could happen to any of us.  It could just happen to 
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anybody.  You could just be born that way.  I mean there's just nothing you could 

do about it then.

Ginger:  Well, Oliver Sacks, who's a famous neurologist, wrote a book that you 

might have heard of called The Man Who Mistook His Wife for a Hat.  He has 

written a lot of books like that, that have very strange cases in them.  And he 

wrote a book called Musicophilia maybe four or five years ago, and it has all these 

weird cases with people with weird musical neurological things.

Unfortunately he declined to be interviewed.  But he's had some health issues.  

And at least I got an answer.  That's better than no response. 

Emily:  Totally.

Ginger:  Well, Emily, I have really enjoyed talking to you.  I wish that Minnesota  

wasn't so far away from Alabama.

Emily:  I know, I know!

Ginger:  Is there anything else you'd like to tell us before we close?  Maybe you 

could give us a hint about something good.

Emily:  I would love to tell you about what's coming up; two interviews that are 

already done that I'm working on right now.  

One was with Christopher Tin, who wrote a song—actually two songs—for 

Civilization IV.  It's been a couple of years since that came out.  But he, as a result 

of writing that one song, ended up writing an entire song cycle for a whole album, 

and won a Grammy for it.  So, we talked about that.  It's beautiful, beautiful 

music by Christopher Tin.  The song cycle and the album is called Calling all 

Dawns. 
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Yesterday I had the chance to interview Jessica Curry, who wrote a beautiful 

score for a game called Dear Esther.  That music she wrote for a string quartet, a 

voice, and a piano.  So, it's very, I wouldn't say 'minimalistic;' it's extremely 

melodic.  It's this melodic chamber music; very well worth hearing.  So, we'll have 

a show with her coming up that I'm very excited about.  She was just delightful to 

talk to.  Of course, she's British, so I could talk to anybody British all day long.  

I am hoping that on this coming Monday I'll be talking to Christopher Lennertz, 

who also wrote some Mass Effect 3 music.  He also wrote music for Starhawk, 

which is a PlayStation game—really fun; super fun game.  

And then others for this fall, I am looking forward to talking with Jesper Kyd 

about both Darksiders II and Borderlands 2.  Two of the other composers for 

Borderlands 2 are names you'll recognize from Mass Effect 3.  That would be 

Sascha Dikiciyan and Cris Velasco, so I'll probably have them on again.  And Tim 

Larkin is a composer.  I'm going to hop to get him on.  There are lots of good 

things coming up.

Ginger:  Did you have a good time at PAX?

Emily:  Oh, PAX was so wonderful.  I've never been to anything like that before.  

I am so fortunate to be thrown into this position.  I got to go to PAX and see all 

kinds of people dressed up like Commander Shepard.  It was just wonderful.  

I met some amazing people.  I met a man named Shota who is the kind of 

conductor, and either the founder or maybe one of the co-founders of the Video 

Game Orchestra, which started at Berklee College of Music.  They tour now.  They  

have just done an international tour.  We're going to have him on the show.  

I'm hoping to do a show with OC Remix, which is a website.  For those unfamiliar 

with OC Remix, OC Remix is a website with, there have to be tens of thousands of 

submissions of just amateur musicians playing videogame music.  Some of them 
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are absolutely astonishing how talented these musicians are.  And the effort they 

put into doing their own version of the music they love is really impressive.  

So, I'm really hoping to get a show done with OC Remix.  We've been talking 

about it for about a year, and just haven't done it.  So, I'm hopeful that will get in 

this season, too.

Ginger:  Well, that sounds like a lot of good shows to look forward to.  And I 

know they're going to be coming out sort of intermittently, as the rest of your 

paying job gets in the way.  I have the same problem.

Emily:  Yes, I know.

Ginger:  Who knows how many of those episodes actually already will be out by 

the time I post this interview.  When I actually get ready to post it I'll look and see 

which ones are actually already out, and I'll put links to the ones that are already 

good. 15 

But I certainly am looking forward to more Top Score.  My only problem is that 

whenever I listen to Top Score I have to adjust my phone back to normal speed; 

because I listen to everything else on double, and that kind of messes up the 

music.

Emily:  You listen to them on double speed?

Ginger:  Yes.  I listen to books on triple, but I've noticed that podcasts I have to 

stick to double, because when people are really talking it's hard to keep up with 

them if you get them much faster than that.
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Emily:  You have an amazing brain, because I can hardly listen to stuff in 

double.  I can't hardly listen to myself in double, let alone a stranger reading a 

book.  That's impressive!

Ginger:  Now, listening to myself in double—I actually was doing that today, 

because I was listening to a podcast I was a guest on—that is a little weird.

Emily:  Yes!

Ginger:  Well, thanks again for taking the time to talk with me.  I really enjoyed 

our conversation.

Emily:  Oh, thank you.  It was an absolute pleasure, Ginger.  It's been really 

wonderful to get to know you and your work, and get an opportunity to talk about 

the show a little bit.  I appreciate it.

Ginger:  Hopefully we'll get you some new listeners, too.

Emily:  Yes, that would be great.

[Music from Elder Scrolls: Oblivion16]

First I want to thank Emily Reese for coming on Books and Ideas.  I enjoyed 

talking with her very much.  And I really enjoy her Top Score podcast.  I 

encourage you to check it out.  I will have links to her podcast and to the music 

she mentioned in the show notes at booksandideas.com.

Booksandideas.com is actually within my main website, 

virginiacampbellmd.com, which is where you can find links to everything I do 
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including the Brain Science Podcast, Books and Ideas, and the various social 

sites that these podcasts have.

You can also sign up for my newsletter so that you don't miss any episodes of 

Books and Ideas or the Brain Science Podcast.  Books and Ideas does have its 

own Facebook fan page and its own Google+ page.  You can also post comments 

about Books and Ideas within the Brain Science Podcast Discussion Group on 

Goodreads.

Next month I'm going to be talking with Ted Meissner, the host of The Secular 

Buddhist podcast.  I've been a guest on his show a couple of times over the last six 

months, so I want to do him the return favor.  And besides, he has a very 

interesting story.

Then, at the end of the year I'm going to have an interview with Dr. Jaak 

Panksepp, who has been on the Brain Science Podcast in the past.  We are going 

to be talking about the emotional lives of animals and how discoveries in 

neuroscience ought to be impacting the way we treat laboratory animals, and 

especially the way we design experiments involving animals.

As always, I would love to hear from you.  You can send me email at 

docartemis@gmail.com, and you can follow me on Twitter, where I am Doc 

Artemis

Thanks again for listening.  I look forward to talking with you again very soon. 

[Music from Mass Effect 317]
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Books and Ideas is copyright 2012 Virginia Campbell, MD.   You may copy this 

podcast to share it with others, but for any other uses or derivatives please 

contact me at docartemis@gmail.com.

[Music from Mass Effect 3 continues]

All Music Clips are under 30 seconds to comply with Fair Use.
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