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Introduction

The relevance of the project lies in a fact that a lot of people of my age,
including myself, are interested in music production and building a career in the
music industry, particularly in the US music industry, because of the high interest to
American culture and the US being the biggest and the most lucrative market in the
industry because of following factors:

1) there are more than 300 million people living in the US;

2) English is an international language and there are approximately 1.5 billion people
in the world who speak English;

3) modern American culture is one of the most popular cultures in the world.

The goal of the project is to find out how to build a career in the music
business in the United States as a music producer.

The objectives are to learn about the workflow of the music producer, ways
of making money as a producer and make a plan for building a career in the US
music industry.

The hypothesis is that everyone around the world can build a successful
career in the US music industry as a music producer.

For the methods of research, I will use search for information in Internet
sources, structuring, planning, experience.

Duration of the project is one year.



CHAPTER 1. Work process of the music producer
1.1 Music producer’s job

Music producer’s job, despite the stereotypes in our country, is not to make
complete songs for the artists to perform them, or put money in the artists’
promotion, but to just make music itself — the instrumentals (also called “beats”), the
musical accompaniment of the song. Producers make money mostly by selling rights
to use their work for making a profit to artists who make songs with their
instrumentals but there are also other sources of income for producers that we will
talk about later.

To make such instrumentals producers use a software called DAW — Digital
Audio Workstation, there are lots of options, the most popular ones are FL Studio,
Ableton and Logic Pro. I work in FL Studio and would recommend it to the
beginners because of the beginner friendly, easy to use and understandable interface.
DAW is not the only thing the producer needs to work, he needs sounds to make his
music out of. For getting sounds for melodies producers use VSTs — a programs that
install into the DAW. VSTs break down to two categories: virtual instruments —
programs that simulate sounds from different instruments, there are also a lot of
different options, and the choice is depends on a type of sound that you are looking
for at the moment; and the second type of VSTs is mixer effects, and they are
basically different types of effects that you can put on particular instruments or the
whole track. Sometimes melodic sounds can come in a form of a sound file that isn’t
attached to any software and you can just drag it in to your DAW and use it, but
these sounds have a limited usage because they can be really distorted when you try
to play them on high or low notes. Drums also come in the form of a sound file, you
can find a lot of so called drum kits on the Internet, there a lots of free kits as well
as paid ones. The choice of the drums depends on the style/genre of the beat you’re
making but also drums should fit the melody and don’t overload the whole
composition. Another important part of the instrumental is so called mixing,
basically what it means is that you need to level the volume of each instrument in

the track so they complement each other, don’t distort the sound and don’t get in the
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way of each other. You also need to think about the artist when making a beat,
because artists will be your main customers and you will need to leave some room
in the composition for the artists to perform their song on your beat.

Bringing your sound to an industry-ready level might take a lot of time, even
a couple of years, it depends only on you and how fast can you learn how to make a
quality sounding instrumentals. Don’t be afraid to post your work on social media
and try to reach out to small artists so they can give you some feedback on your work
and maybe advise you on what you need to change or improve in your beats.

1.2 How can you make money as a music producer?
1.2.1 Beat Leasing.

The most popular one, especially for smaller producers, is beat leasing.
Basically what it means is that you are allowing small artists to “rent out” your
instrumental for a commercial use, so they can make profit on their song with your
beat. There are different types of leases, usually producers offer 3-5 leases to choose

from. Here are the most popular types of leases that producers sell:

License name Price range Buyer receives Limitations
MP3 Lease $15-$50 MP3 file (average 1)Distribution
quality file) of the | limit 2 000 copies
beat without any | 2) Streaming limit
watermarks and 30 000 video &
rights to use it to audio streams
make a profit fora | 3) 1 Music video
song 4) 1 commercial
use (iTunes,
Spotify, etc)
5) Producer
retains full rights
WAV Lease $25-$70 WAV file (high 1)Distribution
quality file) of the | limit 4 000 copies
beat without any | 2) Streaming limit
watermarks and 500 000 video &
rights to use it to audio streams
make a profit fora | 3) 1 Music video
song 4) 2 commercial
use (iTunes,
Spotify, etc)




5) Producer
retains full rights

quality file) of the
beat without any
watermarks and
rights to use it to

make a profit for a
song, plus track

Unlimited Lease $80-$200 WAV file (high 1)Unlimited
quality file) of the Distribution
beat without any | 2) No streaming
watermarks and limit
rights to use it to 3) Unlimited
make a profit for a music videos
song (sometimes 4) Unlimited
can come with commercial use
track stems?) 5) Producer
retains full rights
Track Out Lease $80-$200 WAV file (high 1)Distribution

limit 7 000 copies
2) Streaming limit
1 000 000 video &
audio streams
3) 2 Music videos
4) 3-5 commercial

stems!

stems? use (iTunes,
Spotify, etc)
5) Producer
retains full rights
(sometimes can
come with same
limitations as
“Unlimited Lease”
Exclusive License | Always negotiated | WAV file (high 1)Unlimited
(usually depends | quality file) of the Distribution
on how well know | beat without any | 2) No streaming
the producer is, watermarks and limit
cancome uptoa | rightsto use it to 3) Unlimited
six figure sums) | make a profit for a music videos
song, plus track 4) Unlimited

commercial use

5) Buyer receives

full rights to the
instrumental

These are the main leases that producers sell. Leases are usually sold through
special marketplaces for producers or social media. Prices may vary from producer

to producer, especially the exclusive license which price can go up to multiple
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thousands of dollars. The difference comes from the fact that the same beat can be
rented out unlimited amount of times, but exclusive transfers the rights to the
instrumental from the producer to the buyer and this particular beat can’t be sold to
anyone else anymore. Usually, with purchase of an exclusive license the artist and
the producer sing a contract, so producer can get royalties from the song, which is

another serious source of income for the producers.

Track Stems — separate audio tracks of each instrument playing in the beat. Usually
used for mixing and mastering on the artists side
1.2.2 Royalties.

Royalties in simple language are the percentage of the revenue that artist’s
song makes in its lifetime. This revenue comes from streaming platforms such as
Spotify, Apple Music etc, which make money from paid subscriptions and
advertisements. Usually streaming platforms pay out around $0.003 per stream, what
means that you will get around $3 per 1 000 streams on your song.

The percentage that you will get as a producer is also negotiated. If you work
with a small artist, you easily can get a 50/50 split, but when you work with a big
artist that is signed to a record label, expect something around 3-5% of the revenue,
because most of the profit comes to the label itself to cover all of the expenses that
they make to promote their artist. Artist themselves only get around 10-20% of their
streaming revenue. However, royalties can also come from artist performances, TV
shows, music video views etc.

To collect royalties you need to sign up an agreement with one of the
performance rights organizations, also known as a performing rights society, which
provides intermediary functions, particularly collection of royalties, between
copyright holders and parties who wish to use copyrighted works. You won’t be able

to switch from one PRO to another whenever you want because you will sing a real



contract, usually for 1 or 2 years, so choose wisely. The most popular PROs are
ASCAP and BMI.
1.2.3 YouTube and Spotify revenue.

Most of the producers upload their instrumentals on YouTube to reach their
potential customers, but when you reach 1 000 subscribers and 4 000 watch hours
on YouTube you are able to become a part of YouTube partner program and get paid
for ads that your viewers watch before watching your video. The amount of money
can be different from channel to channel. | personally get around $0.8-$1.2 per
thousand views on my channel, so for bigger channels that can get around a
1 000 000 views in a month it can be an extra $1 000 to their income.

Another stream of income that not that many producers utilize, but that has a
place to be is Spotify. You can upload your instrumentals to Spotify through a
distributor services such as DistroKid for example, that will get you an artist profile
on Spotify and will put your music out the same way as artists release their songs.
The thing is that Spotify has a lot of user made playlists with calm instrumentals that
people listen to while studying for example. You can contact with owners of these
playlists and submit your instrumental to their playlist, sometimes playlist curators
can charge $30-$100 for putting you in a playlist, but it will pay off by streams that
you will get on your instrumentals. To get back your hypothetical $50 that you’ve
spent on getting in to a playlist you will need around 16 000 streams on your
instrumental, but these playlists can have hundreds of thousand everyday listeners,
that will listen to your work and by this will generate you your streaming revenue
that you can collect through aforementioned DistroKid.

1.2.4 Products for other producers.

Finally yet importantly, you can make products for other producers to buy.
Producer always looking for new sounds and you can help them with it, by making
a sound Kit, which is the most popular product that producer can make for another
fellow producer. There are X types of sound Kits:

1) Drum kit — a kit containing drum sounds.



2) Loop kit — a kit containing premade melodies (also called loops) for other
producers to make beats with

3) One shot kit — a kit containing sounds of melodic instruments

4) Preset kit/bank for VSTs — some of the VSTs allow people to make their own
sounds, and a preset bank is a kit containing sound presets for a particular VST

The usual price range for these products are $30-$50, a lot of people release
these kits for free to gain attention and following on their social media pages.

Free loop Kits are usually involve splitting profits from the final instrumental
that was made with the loop between the producer who made the melody and
producer who added the drums to it.

CHAPTER 2. How to build a career as a music producer.
2.1 Making a plan for building a music career.

Now, when we know almost everything we need to know, let’s make a plan
for building a music career.

First of all you want to aim for the US market cause as I said earlier it’s one
of the most lucrative music markets in the world. Gladly, in the age of internet you
can easily get access to customers from US, so it doesn’t really matter where are you
from although you should be aware of the limitations that certain countries can have,
especially in terms of payment providers or other services.

When you’ve reached a decent level of production, you should start a
YouTube channel uploading your instrumentals. There is a marketing strategy called
“type beats”. When making a beat think about a well-known artist, and since we are
aiming for the US market, the artist should be well-known in the US particularly,
who’s style really matches the style of the beat you making, and put this artist in the
title of your YouTube video like this: “Artist’s stage name Type Beat”. Another
marketing technique is to make your beats “free”, but only for non-profit use. This
means that artist can only release their work with your beat only on free platforms
such as SoundCloud or YouTube, where they won’t be paid for their song. Producers
usually put this disclaimer in the description of their YouTube video: Free for non

profit only, must credit me in the title when you use it (prod. Producer’s name). If
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you want to release your song with this beat on streaming platforms (Spotify, Apple
Music etc.), you have to purchase a lease; and put the word “free” in the title of the
video like this: [FREE] Artist’s stage name Type Beat — “name of the beat”. This
type beat method has built many successful careers in this industry.

You will also need a website to conveniently sell you beats to your customers.
The most popular website for that purpose is BeatStars, which | use myself. With
$20/month subscription, you get access to a website builder where you can set up
your own beat-selling website, which allows your customers to get instrumentals
instantly after the purchase without the need to send it to them manually, so you can
make money even in your sleep. To collect payments you will need PayPal or Stripe
account, preferably both since PayPal can only collect payments from other PayPal
accounts while Stripe collects payments from credit and debit cards.

Pick the direction of your YouTube channel — to build a successful channel
you will need to choose 1-3 artists in whose style you will make beats for your
channel. Put their names in the title as | showed before and upload this type of beats
consistently, ideally every day, and at the same time of day. It really helps to grow
your channel. This takes some time, as I didn’t get my first sale until six month into
working on my first channel, and around 2-3 month with my second channel.

Don’t stop on your YouTube channel and utilize your Instagram page. What
I would recommend is to find artists that would fit on your beats and offer them to
work together, without selling to them anything at first, sales will come after. This
way you can build strong long-term relationships with artists and increase your
income with streaming revenue and more exclusive license sales. This is one of the
most important steps of building your career, because this way you can build
connections with bigger and bigger artists as well as producers that you can work
with. You can get to work with a lot of well-known artists by working with different
producers, because everyone has different connections in the industry.

The most important thing that you need to build a successful career is
dedication and consistency in your actions. Constantly make beats for your channel,

and constantly look for new artists and producers to work with.
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When you’ve reached a high level of income and recognition in the industry
you can try to start you own record label and make money off promoting artists
music, or start a producer collective and help new upcoming artist to make their way

in the industry.
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Conclusion

We’ve found out that everyone can build a successful career in the US music
business, and it doesn’t matter where are you from. If you know what to do, what
tools to use and how, you can reach a high level anywhere.

Our objectives and the main goal were completed as we have found out about
the workflow of the music producer, the ways to make money as a music producer
and made a plan on how to start your own music business and build a successful

career out of it.
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Used sources of information
1. The explanation of the term “VST”:

https://www.pcmag.com/encyclopedia/term/vst

2. The explanation of the term “PRO”: https://soundcharts.com/blog/performance-

rights-organizations

3) Information about the most popular instrumental-selling website “BeatStars”

https://www.beatstars.com/

4) Information about one of the most used music distributors “DistroKid”
https://distrokid.com/vip/seven/2500678

5) Website of the “Recording Industry Association of America”

https://www.riaa.com/about-riaa/

6) Information about one of the most used PROs “BMI” https://www.bmi.com/about
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Appendix 1
BBEJEHUE
AKTyalbHOCTb MOETO MPOEKTa 3aKJII0YaeTCs B TOM UYTO MHOIO JIFOJAEH MOEro
BO3pacTa, BKJIOYas MEHS CaMOro, 3aMHTEPECOBaHbl B CO3JaHUU MY3bIKU H
MOCTPOEHUU Kapbhepbl B MY3bIKAJIbHOW HHIYCTPUU, @ HMEHHO MY3bIKaJbHOM
nnayctpun CIHIA, u3-3a BBICOKOIO HHTEpECA K aMEPUKAHCKOM KYJIbTYpE U CTaTyca
CIIA xak camoro 60JbIOr0 ¥ MPUOBUIBHOTO PhIHKA B MY3bIKaJIbHOW MHIYCTPHUU
U3-3a CIeayromuXx (HhakTopoB:
1) 6onee 300 MmuLTHOHOB uenoBek npokuBaroT B CIIA,
2) aHTJIMHACKUH SI3bIK 3TO MEKHAIMOHAJBHBIH SI3bIK M B MUPE OKOJIO 1.5 Muunapaa
YeJIOBEK FOBOPAIIMX Ha aHTJIUHCKOM,
3) coBpeMeHHasi aMepHUKaHCKasl KyJIbTypa OJIHA M3 CaMbIX MOMYJISIPHBIX KYJIbTYpP B
MUpE.

Ilenp mpoekTa — BBISICHUTH KaK IIOCTPOUTh Kapbepy B MY3bIKaJIbHOMN
uHayctpuu CIIA B kauecTBe My3bIKaJIbHOTO NMPOJIIOCEPA.

3ajaud  MPOEKTa 3aKIYarTCsl B H3YYEHHMM pabOThl MY3BIKaJIbHOTO
npojrocepa, crnoco0oB 3apaboTKa B KauecTBE MPOJOcepa U CO3JAAaHUM IJIaHa I10
MOCTPOEHHUIO Kaphephbl B My3bIKaJIbHOM nHaycTpun CIIA.

['umoTe3a 3akimoyaeTcss B TOM 4YTO JIHOOOW 4YEJIOBEK MOXKET IOCTPOUTH
yCIIEUIHYI0 Kapbepy B My3blkaiabHOU MHAycTpuu CIIA B KauecTBe My3bIKaJIbHOTO
IIpoJrocepa.

Metonpl uccienoBaHus: MOUCK HMHGopManuu B MHTEpHET HCTOYHHKAX,
CTPYKTYypUpOBaHUE UHPOPMAIIH, IJITAHUPOBAHHE, TPAKTHKA.

Cpox paboTsl HaJ TpoeKToM 1 roj.
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