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ABOUT US 

Richard Ludlow 
Audio	Director	
Hexany	Audio	

-  King’s Quest 
-  Into the Stars 
- Moonlight Blade 
- Disney Infinity 
- Meridian: Squad 22 

- H1Z1 
-  Into the Stars 
-  Battlefield 4 
- MoH: Warfighter 
- MAG 
- Day of Defeat 

Ben Jones 
Lead	Designer	

Daybreak	Games	

2017 
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OUR COLLABORATION 
INTO THE STARS 
 
Space Survival Simulation for PC. 
 

•  Developer: Fugitive Games 

•  Sound Design & VO Production: Hexany Audio 

•  Voice Director: DB Cooper 

•  Composer: Jack Wall 

•  Tech: Unreal 4 & Wwise 

2017 
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SESSION OVERVIEW 
What will we be covering? 

11:30 12:30 

Workflow 

Remote Collaboration 

Agreements 

Work for Hire, Exclusive, Non-
Exclusive 

Q&A 

Ask Us Anything 

2017 
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A G R E E M E N T S  

2017 



 
07 

A G R E E M E N T  1 :  

W O R K  F O R  H I R E  

Developer obtains most of the rights associated with “The Work” A 

Developer can use the audio (usually) however desired B 

Developer has the exclusive right to use the audio C 

More expensive than a license agreement D 

AGREEMENTS 

2017 
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A G R E E M E N T  2 :  

N O N - E X C L U S I V E  L I C E N S E  

Don’t be afraid of these! A 

Great way to obtain quality custom audio at a lower cost B 

Can still have unrestricted use of the audio in the project C 

More expensive than a license agreement D 

Audio contractor can license the audio to anyone else E 

AGREEMENTS 

2017 
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A G R E E M E N T  3 :  

E X C L U S I V E  L I C E N S E  

Audio contractor retains complete ownership of the audio A 

Developers obtains exclusive right to use audio in project as desired B 

Sometimes industry specific C 

Sometime time-based (1-3 years) D 

A healthy balance of price and control E 

AGREEMENTS 

2017 
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C O N S I D E R A T I O N S :  

B A C K E N D  D E A L S  

Content now – money later A 

Greater the time investment, bigger the reward B 

Builds a common goal: Net %  / Sales Milestones C 

AGREEMENTS 

2017 
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C O N S I D E R A T I O N S :  

B A C K E N D  D E A L S  

AGREEMENTS 

2017 
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C O N S I D E R A T I O N S :  

K I C K S T A R T E R  C O N T I G E N C Y  

AGREEMENTS 

2017 
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C O N S I D E R A T I O N S :  

S O U N D T R A C K  R I G H T S  

AGREEMENTS 

2017 
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D E V E L O P E R  P E R S P E C T I V E :  

C R I T I C A L  C O M P O N E N T S  

AGREEMENTS 

2017 
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S A M P L E  A G R E E M E N T S :  

F R E E  D O W N L O A D  

Location:   www.hexanyaudio.com/agreements 

Password:   “gameaudio” 

AGREEMENTS 

2017 
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W O R K F L O W  

2017 
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B R O K E N  W O R K F L O W :  

S E N D I N G  A U D I O  F I L E S  
Audio creator has no control over how audio is implemented A 

Developer has to set up custom scripts and systems for playback B 

Audio creator has no control over mixing C 

Wastes everyone’s time and creates an inferior product D 

2017 
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B E T T E R  W O R K F L O W :  

S O U R C E  C O N T R O L  
Perforce, SVN, or Git using Audio Middleware (Wwise, FMOD, etc.) A 

Audio creator can implement, or at least see how content is implemented B 

Audio creator has total control over mixing and updating assets C 

Improves organization, allows audio person to offload work from developer D 

2017 
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A S S E T  T R A C K I N G :  

G O O G L E  S H E E T  O R G A N I Z A T I O N  
Shared with audio contractor & developer A 

Tracks asset production status B 

Tracks integration status C 

Tracks work completed for billing D 

2017 
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•  Sales: 2.3 Million units 
•  Revenue: $115+ Million 
•  Launched: Oct 7, 2014 
•  Platforms: PS4, XB1, PC, 

Publisher: SEGA 

•  Sales: 500,000+ units 
•  Revenue: $12+ Million  
•  Launched: Feb 9, 2016 
•  Platforms: PC, PS4 
•  Publisher: Panic 

•  Sales: 3.1 Million units 
•  Revenue: $24+ Million 
•  Launched: Sep 8, 2010 
•  Platforms: PC. Mac, Linux 
•  Publisher: Electronic Arts 

IMPLEMENTATION GUIDE 
[ OLD VERSION ] WORKFLOW 

2017 
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IMPLEMENTATION GUIDE 
[ INFO ] WORKFLOW 

2017 
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•  Sales: 2.3 Million units 
•  Revenue: $115+ Million 
•  Launched: Oct 7, 2014 
•  Platforms: PS4, XB1, PC, 

Publisher: SEGA 
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IMPLEMENTATION GUIDE 
[ SOUND ] 

DEV INFO 

AUDIO CREATOR INFO: 

WORKFLOW 

2017 
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•  Sales: 2.3 Million units 
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IMPLEMENTATION GUIDE 
[ MUSIC ] 

DEV INFO 

AUDIO CREATOR INFO 

WORKFLOW 

2017 
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IMPLEMENTATION GUIDE 
[ MISC ] WORKFLOW 

2017 
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IMPLEMENTATION GUIDE 
[ DIALOGUE ] WORKFLOW 

2017 
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M I S C  T I P S :  Temp a game: Simple clicks and SFX to establish needs A 

Temp music to evaluate mood B 

Quickly identify holes in your plans D 

Preparing for cross-platform deployment / localization E 

Temp dialogue to evaluate wording C 

WORKFLOW 

2017 
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T E M P  C L I C K  S F X  F I L E S :  

F R E E  D O W N L O A D  

AGREEMENTS 

2017 

Location:   www.hexanyaudio.com/resources 

Password:   “gameaudio” 
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IN SUMMARY 
 

Agreements 

•  Work for Hire 

•  Exclusive 

•  Non-Exclusive 

Workflow 

•  Source Control 

•  Asset Tracking 

•  Temping Game Audio 

 

SUMMARY 

2017 



Q&A 

AN AUDIO POSTMORTEM 

Richard Ludlow 
@rkludlow	

rludlow@hexanyaudio.com	

Ben Jones 
@bagelbeard	

bjones@daybreakgames.com	


