ckhardt R
UL N G

CONS TI -

a creative music licensing and strategic marketing company

First of all, tell us about your background and how

. . . you got into the game biz.
Music Consultant for the Guitar Hero series
After graduating the University of Texas

at Austin, | moved to LA and worked in a couple record
label mailrooms trying to get a foot in the door. However,
after just a couple months | realized that avenue was not
what is used to be so | moved to the Haight Ashbury in
SF and started working several different types of smaller
music biz jobs while also playing in a funk band. They
consisted of working as the live music club rep for the SF
WEEKLY alternative music paper, producer at 97.3 FM
KRQR, working on nationally syndicated programs like the
Grateful Dead Hour, Rockline and Westwood One concert
series, and repping to local instrument companies for
Billboards Touring and Promotion Guide.

During that time, | really got back into gaming and
Electronic Arts was receiving a ton of great press about
their stock performance (splitting 3 times in 2 years) and
how they were just starting to design/publish games for
the first ever CD-ROM gaming console called the THDO
(aka 3DO). This was very interesting news to me because
the THDO could push REDBOOK audio which meant
playback of mainstream recorded artist material for their
soundtracks.

Thus, | dropped my current gigs and after many levels

of interviews, | finally landed an entry level job in QA and
testing at Electronic Arts. This was back in 1993 and was
the gaming industry’s equivalent of the mailroom, which
was prevalent in film and music back in the day and
provided for most all my colleagues (all 10 of us which the
dept. now probably has 300+) the opportunity to learn the
ropes and eventually become strong assets and leaders in
the company and industry. | spent 8 years there and held
positions in testing, course designer, producer and finally
Music Director, and have probably 60 games with my
name listed in the credits.

Why did you set up your own music consultancy?

After several years of being the first
Music Director at EA and then leaving the company, |
realized that none of the other game publishers had really
gotten serious about organized music licensing like | had
built at EA during my tenure. So it made sense for me
to offer that knowledge and expertise to companies like
Microsoft, THQ, Ubisoft, Konami, Lucas, SEGA and so on.

How did you get involved with Guitar Hero?

| had done several music games with
Harmonix Music Group (Frequency, Amplitude), who MTV
just purchased for $180 million, and they introduced me to
RedOctane.
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What was your role in securing the music for the
franchise?

My role consisted of (in the early stages)
working with production, development and the founders
of the company to come up with a sensible licensing
structure that worked within their financial strategy and
allowed them to secure the best fitting A-level artists for
the game. Once this was figured out, | went out to each
music publisher, band manager and /or artist | knew that
had content appropriate for Guitar Hero and did my best
to explain the game design, who we envisioned being on
the game, and what the final product would be like. Once
they understood what the game was, | made offers to each
of our selected artists and eventually negotiated all the
financial, promotional, marketing and in-game rights for
each track.

In addition to music licensing, we understand you
also brokered the deal with Gibson. Can you tell us a bit
how that process worked out?

RedOctane’s founder Kai Huang asked
me to solicit several instrument companies including
Gibson, Fender and Kramer because we were looking to
include many different brands and styles of guitars in the
game that most all the great artists/guitar players use in
real life. However, once we talked with Gibson, we realized
they had a very wide selection of guitars from their main
brands and that they could be a very strong marketing
partner. | secured the rights for the controller that looks
like a Gibson SG, and many of their top custom guitars
like the Flying V, Les Paul and Explorer for gameplay. | also
negotiated the marketing partnership with Gibson which
inevitably gave Guitar Hero placement alongside many of
their branding programs. They include demo stations of
Guitar Hero on all their mobile tour buses that hit music
festivals and conferences like South By Southwest, artist
showrooms facilities that include the famous recording
studio THE HIT FACTORY in NYC, LA, London and Austin;
and in the artist lounge at the GIBSON AMPHITHEATRE
in LA that presents | believe over 200+ shows a year with
huge international acts.

Aside from the financial aspects, how is the
selection process determined, is it down to the song
popularity barometer, or is more about the band’s fanbase,
in other words, how would a track from Kansas make the
cut instead of an artist like The Nuge?

Song popularity was vital along with the
requirement that the solo be legendary. Moreover, a solo
that you always dreamed about playing yourself on the big
stage but could only air guitar to until Guitar Hero came
along.

How involved were the development team in
selecting which artists and tracks were selected?

Everyone played a vital role in picking
the music but the development team is always on the
frontline when putting the tracks in the game. So they
were quick to know whether a track would be a good fit
for the various levels of gameplay and difficulty. There was
a massive list that got molded from who we could secure
and what really rocked in the game. We secured some
great tracks from HUGE artists but had to pass because
they just didn’t fit either the style or fundamental gameplay
that everyone has now come to love.

We understand AC/DC is not featured in either of
the games’ soundtracks, which may come as a surprise
to some since the Aussie/Scottish rockers inspired the
games. They’re a tough bunch to license music from?

Let’s just say | worked very hard to get
bands like AC/DC, Zeppelin, Metallica into the game but
just couldn’t come up with financial terms that worked for
everyone. We've heard they’re all fans and hopefully in the
near future we will have all these bands in the game. We
know the fans/consumers want them and thus they will be
a big priority as always for upcoming versions.

What do you enjoy most about working on this
franchise?

The groupies of coursel:)

www.eckhardtconsulting.com

www.guitarherogame.com
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