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Session Overview
What will we be covering?

Interactivity
What%makes%great%game%
audio%and%why%should%you%

care?

Agreements
Work%for%Hire,%Exclusive,%

and%Non=Exclusive%
agreements.

Budgets
“What%do%you%charge?”%
Cost%breakdowns%for%

audio.

$
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About Me
Where I’m coming from

Richard Ludlow
Audio&Director
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Implementation

Dialogue

Music

GAME 
AUDIO

GREAT

Linear%music%and%sound%is%for%
linear%media.%Games%require%a%
dynamic%experience%to%be%
compelling,%and%audio%is%no%

exception.

INTERACTIVITY & 
ADAPTABILITY

Sound

The Basics
How do we define “great” game audio?
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The Importance of Audio
And why should you care?

Emotional
Audio is the psychological key. 
Great audio is the driving force 
behind the emotional impact of 

a game.

Functional
Great audio supports both the 

narrative, player actions, and visual 
aesthetic. It’s gives the game the 

“feel good” factor.

Memorable
Iconic music, sound, and dialogue 

will stick with a player for a lifetime, 
creating an unforgettable 

experience.
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Interactivity
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LayeringL

BranchingB

CrossfadingC

GenerativeG

What is interactive music?
Music that changes dynamically based on control input
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Interactive Music: Layering
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Interactive Music: Branching
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More immersive and dynamic player experiencesA

Better replay value+

Extended track longevityB

Why use interactive music?
Improve gameplay, reduce cost

Greatest value from each individual  minute of music +
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Middleware: FMOD
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Middleware: Wwise
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Agreements
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Who owns the copyright?A

What are the delivery milestones?C

What is being delivered?B

How much are you paying?D

What are the creator’s usage rights?F

What are the developer’s usage rights?E

Purpose of a Contract
Key elements in all contract types
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Developer obtains most of the rights associated with “The Work”A

Developer can use the audio (usually) however desiredB

Developer has the exclusive right to use the audioC

More expensive than a license agreementD

Agreement 1: Work for Hire
Developer obtains most of the rights (AKA “Buyout”)



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

Don’t be afraid of these!A

Can still have unrestricted use 
of the audio in your projectC

Great way to obtain quality 
custom audio at a lower costB

Can save you a LOT of money ($$$)D

Audio contractor can license 
the music to anyone elseE

Agreement 2: Non-Exclusive License
Audio contractor retains most of the rights
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Audio contractor retains 
complete ownership of the audioA

Sometimes industry specificC

Developer obtains exclusive right 
to use audio in project as desiredB

Sometimes time-based (1-5 years)D

A healthy balance of price and controlE

Agreement 3: Exclusive License
The compromise
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Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement
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Work for Hire Agreement
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$

Budgets
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My response: What’s your budget?A

What’s the musical style?C

What’s the deadline?B

Do we need live players?D

How much are you buying?G

What’s the release platform?E

How much do you charge?
The inevitable question

Work for Hire or License deal?F

Depth of audio experience H
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Per-minute music feeA

Flat feeC

Per SFX asset feeB

Hourly rateD

Backend profit sharingE

Payment Models
Typically 5-15% of total budget is allocated to audio

Any combination of the above…F
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‣ MUSIC 

‣ SOUND 

‣ DIALOGUE

Cost Breakdowns
‣ Themes 

‣ Arrangements 

‣ Transitions 

‣ Stingers

‣ Primary 

‣ Iterations 

‣ UI 

‣ Ambiences

‣ Casting 

‣ Actors 

‣ Direction 

‣ Recording 

‣ Editing, Processing
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‣ GAME NEEDS: 18 minutes of music, 300 SFX 
‣ 8 min of original themes -$6,000 (@ $750 per min) | 10 min of arrangements - $5,000 (@ $500 per min) 

‣ 300 original SFX - $12,500 (including ambiences, SFX, UI) 

‣ Total: $23,500 
!

‣ DEVELOPER NEEDS: To reduce the cost to $11,000 
‣ Reduce original music themes and increase arrangements 

‣ Reduce number of SFX iterations 

‣ Add 3% backend profit sharing 

‣ Use a license agreement

$160K Theoretical Project
Common problem: game audio needs exceed the 5-15% of allocated audio budget
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‣Budgets 

‣ 5-15% of total budget 

‣ Consider backend payments 

‣ Be willing to negotiate

‣ Interactivity 

‣ Responds dynamically to player input 

‣ Deeper immersion, reduced cost 

‣ Middleware: FMOD, Wwise, Fabric, etc.

24

‣Agreements 

‣ Work for Hire 

‣ License: Non-Exclusive 

‣ License: Exclusive

To Summarize…
What did we cover?
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FOR
THANKS

COMING!

Richard Ludlow
rludlow@hexanyaudio.com&

***Feel free to email me for a copy of the Work 
for Hire agreement template***


