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Abstract

The purpose of this research is to combine theories of manipulative use of music with video-
gaming. In recent years, video-gaming has become more important, due to an ever rising
popularity among children, teenagers and adults alike. The first part researches general facts
about music listening in different environments, while the second and third part concentrate
on video-game genres and their music, the theory of composing, as well as the social impact
and phenomena arising from the increase of video-gaming in pop-culture awareness. Specific
uses of video-game music are presented with recommended listening examples. With a broad
approach to many aspects of music use, mood manipulation and video-game soundtracks, this
paper may serve as a guidepost to further research in the field of studies of music and
emotion in popular media.
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