
A Modern Take on Historical Fiction: 

Music for Call of Duty: WWII

Wilbert Roget, II
Composer, RogetMusic LLC



Content Warning: 

In-Game graphic violence/insinuation, 
depictions of war



INTRODUCTION – Franchise History

● Call of Duty, 2003



INTRODUCTION – Franchise History

● Call of Duty: Modern Warfare, 2007



INTRODUCTION – Franchise History

● Call of Duty: Ghosts, Advanced Warfare, 
Black Ops III, Infinite Warfare (2013-2016)







THE Call of Duty WWII PROBLEM:

● Too modern for traditional orchestra

● Synths inappropriate for WWII setting

● Epic hybrid sound inappropriate for 
character-driven storyline





OVERVIEW – Music Direction Pillars

● WWII setting

● Modern presentation

● Relatable, human vibe



PART 1/4 – WWII Setting, Traditionalism
Orchestration: Ocean Way Studios, Nashville

● 3 Bass Clarinets (dbl. Contrabass Clarinet)

● 2 Bassoons (dbl. Contrabassoon)

● 6 Horns in F

● 2 Trumpets

● 3 Tenor Trombones

● 2 Bass Trombones

● Tuba

● 35 Strings (10, 8, 6, 8, 3)

* “Striping” by choice, not necessity



PART 1/4 – WWII Setting, Traditionalism
Melody: Leitmotifs!

● Allies

● Axis

● Winter combat motif

● Urban combat motif

● The French Resistance

● “The Call of Duty”





PART 1/4 – WWII Setting, Traditionalism
Sonic Restraint

● No “big drums”, trailer percussion

● No overt modern synth / synth perc

● No mallets, high winds, overt high brass

Instead….

● …string quartet!

● Solo cello!





PART 2/4 – Modern Production

● Sony Interactive Entertainment music team; “Remote Control” style production



PART 2/4 – Modern Production

● “Suites”, not specific in-game cues 

● Nonlooping, 2.5-3min

● Included stingers, endings

● Varied intensity within; melodies, builds

● 120min score  ~450mins content!



PART 2/4 – Modern Production

● Stemmed delivery!

● Editing freedom

● Mix freedom/guide

● New cues/cinematics 

from stem elements



PART 2/4 – Modern Production
● Aggressively “striped” recordings! 



PART 2/4 – Modern Production

● Early focus on in-game mix:
● No high winds/brass, mallets, or 

snare drums

● Trumpets only for doubling horns 

(“instrumental EQ”)

● Expanded low winds/brass, “synth 

tuba”

● Test compositions against footage!!



PART 2/4 – Modern Production

● Signature sounds: 

“Memory of War” echo-horns



PART 2/4 – Modern Production

● Signature sounds: 

“Haze of War” Musique concrète

“Haze of War” Air raid sounds



PART 2/4 – Modern Production

● Extended playing techniques

● Strings “overpressure”

● Aleatoric orchestral techniques

● “Incorrect” sound production





PART 2/4 – Modern Production

● Sample library!!
● Strings: taps, overpressure, cluster 

staccato

● Brass: bell taps, drooping “air raid” 

clusters, air blowing, sforzando

“bwaah” clusters, “echo-horns” 



PART 2/4 – Modern Production
● Some limited synthesizer, FX processing…



PART 3/4 – The “Human” Aspect

● Personal, character-based storytelling





PART 3/4 – The “Human” Aspect

● Avoid the “epic”!



PART 3/4 – The “Human” Aspect

● Recording and mix



PART 3/4 – The “Human” Aspect

● “Less syllables”





PART 3/4 – The “Human” Aspect

“Scoring in the First Person”



PART 4/4 – Main Theme

● First attempt: Traditional orchestra + overt synths

● NOPE: Too “period-score”, too “epic”, not gritty enough



PART 4/4 – Main Theme

● Second attempt: Documentary, “mature” sound

● NOPE: Good vibe, but too sedate and unmelodic; too distant



PART 4/4 – Main Theme
● Third attempt: 

“Forget about all that composer s***!”



PART 4/4 – Main Theme

● We can work with this!
● “Less syllables”

● Avoid epic, but embrace grit

● Tell a story!





SUMMARY

● Embraced “modern” sound…

● …via expanding on tradition…

● …and not limiting ourselves to 

genre expectation



THANK YOU!
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