ORIGINAL SCORE BY GUSTAVO SANTAOLALLA
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. intense journey for me and the entire team at Naughty Dog. From the initial
concept, through the creation of the characters and storyline, to the final
' ! technical tweaks that we are wrapping up now, | feel as though we too
k& have trekked across the fictional world of the game with our protagonists,
Joel and Ellie - felt their losses, their fears, their triumphs. As | play through the
near-finished game now, | realize that, even when the situation is at its bleakest,
when the heroes could not be more alone, Joel and Ellie — and, without question,
the player as well — are accompanied by another character — one who does not
speak;but communicates perhaps better than any other: the beautiful, haunting
musical score crafted by composer Gustavo Santaolalla.

™ F = orking on The Last of Us for the past three and a half years has been an
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Early in the planning stages for TTJeTast of Us, we created a folder on our local
network and began dumping tracks into it = cues from film scores, songs - music.
that we felt accurately represented the style and emotion of the story. -When lt
came time to begin the process of selecting a composer for t
back into the folder and realized that:n’tost of the tracks W
Gustavo Santaolalla!
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We met with Gustavo and presented a detailed descripti

characters. We emphasized thé'i ea that, while many of the |

in The Last of Us are very dark is a certain beauty to th ‘of the gar
as well. Gustavo's score, wh : uitar-dominated lﬁy
sparse orchestra, balances v ents ' wonderfully. From the firs ce
of music he dellven“éd wh|ch accompa ur debut teaserdtrailer for the game,

we were blown away. B a
From there, it was an iterative pl C

months. | would show him developing
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Gustavo and | would meet every few
arts of the game, and he would play for
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me the themes he had been working on. As devélopme assed and he saw
how we were implementing his music into the ganL - ake tweaks here
and there to the melody or instrumentation to better si t t

Conversely, | would listen to Gustavo’s music as | fleshed out the script, finding
inspiration in the tone of one piece or the structure of another. There are several
moments in the game where we decided to remove dialogue and sound effects
altogether, allowing the music to do the storytelling. Gustavo’s compositions
convey such emotion and draw such distinct connections between characters
and events, we Were able to rely less on dialogue in certain instances, resulting in
story moments that are all the more impactful.

From a writer’s perspective, it’s a pretty incredible feeling to come up with anidea,
craft a story, and then have an amazing artist like Gustavo interpret the material
and have it surprise you. At that point, you see the story through fresh eyes —or in
this case, fresh ears — and it continues to inspire you as you work on the project
for so many yeiars.

As | listen to this soundtrack album, | go through a whole emotional spectrum.
| associate these musical moments with characters that have lived with me for
years now. | feel the loss of a certain individual, or a moment of beauty after a
savage encounter. My favorite piece is “The Path (A New Beginning),” which plays.
over the final moment of the game. For me, this piece of music represent\s the

culmination of not only Ellie and Joel’s journey, but the journey of the entire team
that has gone through many hardships to craft a truly special experience. W|th The
Last of Us. | can’t help but get emotional when I listen to it. By =
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| hope you feel the same. A s ol fote
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¥ Originél Score Composed and Performed by Gustavo Santaolalla
o . I,g.xecutive Producer for SCEA/Head of Music: Chuck Doud
uced for SCEA by Gus‘vo Santaolalla, Anibal Kerpel and Jonathan Mayer

Recorded and Edited by Anibal Kerpel
) j Engineers: Anfbal Kerpel and Gustavo Santaolalla
4" Additional Mixing: Marc Senasac and Jonathan Mayer
\ Associate Music Producer: Scott Hanau
' . Mastered by Tom Baker at Precision Mastering, Los Angeles, CA
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Production Coordinator for Visual Music: Lucia Peraza
Symphonic Sound Design: Tim Davies
Virtual Instrument Programming: Andrew Buresh

\

Drums‘and percussiéln: M.B. Gordy, Jonathan Mayer, Gustavo Santaolalla
Drums and percussion recorded at East West Studios, Hollywood, CA

— ! by Mark Senasac and Anibal Kerpel

L Assistant Engineers: Jeremy Mil]er and Keith Munson
/ Studio Manager, East West Studios: Candace Stewart

Orchestral score performed by The Nasﬂviﬂe’Sooring Orchestra

»i Alan Umstead, orchestra leader and contractor
Orchestra recorded at Ocean Way Studios, Nashville, TN by Mark Senasac and Anibal Kerpel
= Assistant Scoring Engineers: Nick Spezia and Jasper LeMaster

Director of Operations, Ocean.Way Studios: Pat McMakin

For Sony Computer Entertainment America:

Senior Manager, Music Affairs: Jason Swan

Project Manager: Tammy Tsuyuki

Senior Music Licensing Coordinator: Justin Fields
Senior Music Department Coordinator: Vanessa Zamora
Music Department Assistant: Angelica Garde

Special Thanks to Shuhei Yoshida, Scott Rohde, Evan Wells, Neil Druckmann, Richard Lee,
David Murrant, Connie Booth, Grady Hunt and Sam Thompson

All songs published by SCEAI Music (BMI)



