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GOLDMEDIA

ABOUT THE STUDY

On behalf of GEMA and SACEMGoldmedia conducted this study on the use of artificial intelligence

in the music sector between July 2023 and January 2024.

STUDY METHODOLOGY:

Goldmedia conducted an extensive secondary data
analysis on the opportunities and challenges of
artificial intelligence in the field of music and other
aspects of creation.

A key part of the study was an online survey of GEMA
and SACEM members conducted between 30 October
and 20 November 2023.

A total of n=15,073 people who work full -time or part -
time as authors or for music publishers took part.
Many respondents also work as performing artists,
producers or for music labels.

In addition, 16 expert interviews were conducted with
artists, scientists, Al software providers, streaming
services and other parties of the music sector. The
interviews were conducted by (video) telephone and
partly in writing.

STUDY FOCUS:

The main focus of this study is on the impact and
implications of generative Al (gen Al) in the music sector.
However, the range of applications of Al in music is
broad and the creation of complete pieces of music is
only the tip of the possible fields of application.

Thus, the study also looks at applications that relate to
the editing and post -processing of music as well as
supporting aspects of Al such as marketing, promotion
and distribution.

Furthermore, many questions and topics in this study not
only include the creation of music in the narrower sense,
but creative processes in general.

ABOUT GEMA AND SACEM

GEMA and SACEM are Collective Managemen®rgani-
sations (CMOs) based in Germany and France
representing authors, composers and music publishers
and, in the case of SACEM, also dubbing and subtitling
authors as well as writerdirectors.
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OVERVIEW

PART 1

The Market for Al in Music

[ ) 1 AN SN
The first part of the study
provides an overview on the
history and milestones of Al and
music and its technical
background as well as Al models
and music applications.

It also delivers figures for Al
investments, market volume and
forecasts.

PART 2

AT

Al in the Music
Creation Process

The second part showsoppor -
tunities and use cases as well as
the use and assessment of Al
among music creators according
to the survey conducted for this |
study in three sub-chapters:

1. Creative Aspects of Music

2. Recording, Editing, Mixing, |
Mastering

3. Supporting Aspects of Music
such as Marketing, Promotion
and Distribution.

PART 3

’

Challenges

The third part identifies the main
challenges in the context of Al
and music in four sub-parts:

1. Copyright, Credit and Consent

2. Remuneration and Economic
Implications

3. Personal Rights

4. Al and Music Streaming
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Al AND MUSIC: MARKET DEVELOPMENT

Since November 2022 and t he adyv e n tThexslare Ofpnasic AdplitaionEid esttm@e&dnat $300m in

generative Al and its rapid spread to the public has led to an 2023.2 This corresponds to 8% of the total market for
exceptionally fast-paced Al boom. Around US$50 billion will have generative Al with already $3.7bn in revenue in 2023 3. The
been invested in Al technologies in Europe alone (thereof $16bn in market for Al music solutions is expected to increase more
Germany and $12bn in France) than tenfold by 2028, with an average annual growth rate of

o4l i
This development has also strongly influenced the music sector around 60% to over $3bn for music Al alone.

with large investments in Al applications in all fields of music, from This means that in only a few years the market will reach a size
creation to marketing. that corresponds to 28% of global music copyright collections
in 20225
GLOBAL GENERATIVE Al MARKET VOLUMEAND FORECAST: MARKET VOLUME OF GENERATIVE
SHARE OF GENERATIVE Al IN MUSIC, 2023 Al IN MUSIC IN US$, 2023 -2028
$3.7bn
~$3.1bn
Music
~8%

~$300m

2023 2028

GOLDMEDIA Source:!according to OECD Goldmedia analysis based of Market.usand 34 S&P Global Market Intelligence > according to CISAC



https://www.globenewswire.com/en/news-release/2023/04/03/2639706/0/en/Generative-AI-in-Music-Market-to-Reach-Valuation-of-USD-2-6-Bn-at-CAGR-of-28-6-by-2032.html
https://oecd.ai/en/
https://www.globenewswire.com/en/news-release/2023/04/03/2639706/0/en/Generative-AI-in-Music-Market-to-Reach-Valuation-of-USD-2-6-Bn-at-CAGR-of-28-6-by-2032.html
https://www.spglobal.com/marketintelligence/en/news-insights/research/generative-ai-software-market-to-exceed-36bn-in-aggregate-revenues-by-2028-with-58-cagr-between-2023-and-2028
https://www.cisac.org/services/reports-and-research/global-collections-report-2023

AN Al-GENERATED GAP OF UP TO 27%ORMUSI C CREATORSO0O REVE?
WHILE THERE IS NOREMUNERATION FOR HUMAN-MADE INPUT TO DATE

Traditional revenue streams are under severe pressure Despite the fact that copyrighted works are

from generative Al for many music creators. It can be O used as training data for generative-Al models
assumed that by 2028, 27% o S O r e a taadrtheréfore form the fundamental basis for
revenues will be at risk due to generative Al. This the origin and development of the market,

corresponds to an estimated potential damage of authors and creators do not participate in the

G950m in 2028 alone and a YOYRGEFUIRSaN ¢ o tindnensd grow préspects.
. creali1 s in France and

for Fhe pen_od 2023 2028 O._f _ around 0 VSUrveyed are So far, there is no remuneration system that
An increasingly predatory competition is to be expected  afraid that the use of Al closes the Al -generated financial gap for
for creators, especially in areas where Al is particularly ~ for music could lead to creators

likely to replace existing human-made music. music creators no longer
being able to make a

living from their work.

MUSI C CREATORSS® h%dﬁl\luﬁ%

REMUNERATION NOT YET GIVEN
FOR COPYRIGHTED WORKS USED AS
TRAINING DATA FOR GENERATIVEAI

AT RISK DUE TO GENERATIVE A
2023-2028 (2023-2028)

27% 2023-2028 (SCHEMATIC)
ati950[m B Global revenues of generative Al in music
(in 2028)

= Remuneration for creators not yet given
(schematic)

# Potential damage
caused by generative Al

B Music creators'
revenues in DE/FR

7,

2022 2023 2024 2025 2026 2027 2028 2022 2023 2024 2025 2026 2027 2028

Source:Goldmedia survey on behalf of GEMA and SACEM October/November 2023, n=14,795 (DE: 5,689, FR: 9,106);

COLDMEDIA " gasis: GEMA and SACEM membef3oldmedia analysis based on internal data by GEMA and SACEM and from expert interviews. 8




USE AND ASSESSMENT OF Al IN MUSIC
BY MUSIC AUTHORS AND CREATORS IN FRANCE AND GERMANY

The use of Al is already a reality for many music authors and
creators surveyed for this study:

of the 15k GEMA/SACEM surveyed for

O this study have used Al technologies
O of some kind in their work with

music and creation in general.

O This figure is even bigger for those
O under the age of 35 .

Al USEAMONG GEMA AND SACEM MEMBERS, 2023

Al-Refusers Al-Users
19%
/ 35%
GEMA and
SACEM _
Rather Nots members Potential
26% Surveyeo'/ Al-Users
13%

The proportion of Al use among music creators surveyed
differs significantly depending on the genres or categories

in which they create music. TOP 5 CATEGORIES, 2023

Electronic music [ /0o
Urban/rap I -39
Advertising music [ NG 50
Music library [N 47%

Audiovisual industry 46%

43%agree that Al can open up new forms of creativity
believe that Al will most likely be adopted
O In composition, text writing and the
O creative process, followed by recording,
editing, mixing and mastering (58%) and
the creation of promo content (55%).

Despite the already significant proportion of use, the creators
surveyed are generally verysceptical when it comes to Al in
music and creation in general.

of the respondents believe that the
O risks of Al use outweigh its potential
O opportunities. Only 11% believe that

the opportunities outweigh the risks.

GOLDMEDIA Source: Goldmedia survey on behalf of GEMA and SACEM October/November 2023, n=15,073 (DE: 5,696, FR: 9,377); Basis: GEMA@ members.




LEGAL AND POLITICAL DEMANDS
OF MUSIC AUTHORS AND CREATORS IN FRANCE AND GERMANY

There is currently much debate as to whether the

generative Al systems offered by tech companies for CREDIT AND TRANSPARENCY
commercial purposes may use copyrighted input in O of the 15k GEMA/SACEM members
Europe and under which conditions the use of copy- demand that Al providers should be
protected input is permitted. obliged to disclose when they use

copyrighted works as training data.

The attitude of GEMA and SACEM members surveyed for _
this study in this context is obvious: 8 9 % request that Al-generated music

tracks and other types of works

The overwhelming majority of the music authors and should be identified as such.
creators demand credit and transparency, consent
and remuneration when their work is used in the CONSENT

context of generative Al in music. According to them,

claim that copyright holders must
the use of copyrighted works must follow clear rules. O be asked for permission before
O their works are used as input for Al

systems.
ATTENTION REMUNERATION
demand that policymakers should call for copyright holders to benefit
O pay more attention to the O financially when their works are
O challenges related to Al and O used as input in Al training data
copyright. sets (e.g. through a license
agreement).

GOLDMEDIA Source: Goldmedia survey on behalf of GEMA and SACEM October/November 2023, n= 15,073 (DE: 5,696, FR: 9,377); Basis: GEMACENM members.







PART 1. THE MARKET
FOR Al AND MUSIC

Overview

Market Volume and Development
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the foundation for the development of artificial intelli-  music sector via automated playlists and
gence. The term was first used in 1956. In 1966, the first recommendations. The breakthrough of generative Al
chatbot was developed, and in 1986 the first digital and its rapid spread to the public took place in November

computer voice was created. With the rapid progress of 2022, when ChatGPT was made freely available by

digitalisation from the 1990s onwards, developments in  OpenAl for the first time. Since then, numerous

the field of Al are accelerating. generative Al applications have also been created and
published in the field of music.

Rele Alfoals = B2 f G opennt
Release of the first 1997 Al tools are successfully being 2016 ™ e,;t 2017 022 @OpenAl

cloud system Development used in the music sector. The first £-00 —— T o o A A .
(BSCW Cloud) . D @ORIpyiter-generated pieces of Google is The use of Alenables L ensiamasgi ¢ avatarso

of the oD iFE:P(Lamu SEaTEY AT developing the the creation of create portraits of uploaded selfies in

@) Blueo che g"lésb nme bIO i he &g  Almusic . deepfakes (realistic various styles and settings.
I computer ) A5 createc)i/ production tool looking video and OpenAl makes ChatGPT3 and image
s | prog 6 Magent ao audiorecordings) generator DALL- E freely available to
MILESTONES IN Al CE the public.

1997 1999 2016 2017 2018 2019 2022 2023

2018 2019 2023
MILESTONES IN MUSIC 2012 The Almusic  OpenAl releases Numerous Al tools and
Sony develops generator MuseNeto , a d e egplications in the field
e ) VR 200 e 6Fl ow Mac hiBpemyG i s neuralnetworkthat of music emerge, e.g.
sales feac arket launch o arket iaunch of tool for automated ~ released canbe usedto create  Me t aMusicGeéno .
their peak Napster launch of aunch o music compositions Google launches its Al

7z

mo d e | (o)

.
Lemini

@ iTunes/‘f_*\ Spotlfy music composmon

GOLDMEDIA Source: Goldmedia analysis, Logos/Screenshots: Company information.
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THE MUSIC Al
ECOSYSTEM

The rel ease of

Chat GPT i n

November

in the large number of Al -specific start-ups and investments in Al by established
companies. There are now also innumerable Al companies in the field of music

creation, production and other areas of the music sector. The overview below gives an

impression of this diversity, with new start-ups being added to the list every day.

OVERVIEW OF Al COMPANIES IN THE AUDIO SECTOR, 2023

COMPOSITION/SONGWRITING

==

{‘fﬁ] MusicLM

AUDIO TRANSCRIPTION

e BASIC
PITCH

2022

My # SPLASH
s SOUndFL)l L= \qF! eScore /\‘ e
I
TEXTING
6 & BRAIN/RAP
These Lyrics Do Not Exist

AUDIOSYNTHESIS

@. kb & Harmonai Stable Audio A%\
)
Nevgrefore

Heard
Sounds

SampleRNN AN\ Mubert

EDITING OF AUDIO SOURCES

== Spleeter by deezer

/3 audioshake

Usamnplefli DEMUCS s
I

SOUND AND SAMPLE SEARCH

MUSIIO W (¥&] AudioS

WAVES

VOICE AND SPEECH SYNTHESIS

& WELLSAID S Q
supertone ...
== descript = LBy

voiceful

MIXING/MASTERING

; master £ ccentize
f’ channel intelligent Audio Tools
“:, Cryo-»Mix

» Ozone 10 O’AI Mastering yo

L\

STANDARD @ iZOTOPE
& BandLab.Mastering @ rO eX”

'

GOLDMEDIA Source: Goldmedia analysis based oBdwards & McGlynn(2023); Logos/Screenshots: Company information.

PRODUCTION (OTHER)
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https://www.waterandmusic.com/data/creative-ai-for-artists/

FROM REACTIVE TO GENERATIVE ARTIFICIAL INTELLIGENCE

ARTIFICIAL INTELLIGENCE

REACTIVE
Al

GENERATIVE Al

The field of Al encompasses information technology methods that
normally require human intellect. In contrast to traditional information

systems, their strength lies in the processing of unstructured data (i.e.

continuous text, images and music) and in their cognitive potential -
i.e., precisely in the humanlike approach.t

The key to understanding Al lies in the transfer of a process that is
actually a human process to technology d learning. The learning
process is either rule-based or experience-based.

In the rule-based approach (also known as reactive or analytical Al),
rigid rules and regulations are defined rules that are consistently
applied by the machine to the data to be processed. However, this

approach can quickly reach its limits, as countless rules would have to

be defined for the various cases. One example of reactive Al is the
chess program 6Deep Bl uebo,
Kasparov in 1997.

w hGanih

In contrast, the experience-based approach works the other way
around, by creating and training a model based on exam-ples?
particularly in the form of big data. 3

Machine learning (ML) is based on the fundamental idea that
machines learn through experience and thus continuously im-
prove their performance.* Based on data covering a specific
subject area that the machine receives for learning, patterns are
recognised, classified and transferred into a model that the
machine can use to work with other data after training.

Deep learning (DL) is an advanced ML method. Artificial neural
networks (ANN) are used to learn in depth and in a human-like
manner.® The machine replicates neurons and their networking in
the brain based on the human model. An input is processed in
several stages, in secalled layers, until the machine achieves the
desired output. This means that even very complex tasks can be
solved. Deep learning is responsible for successes in speech, text,
image and video processing 8

As the term suggests, generative Al is about not only recognising
and classifying data, but also generating it. To this end,
algorithms based on artificial intelligence are trained with huge
datasets in order to recognize patterns. Generative models then
ghereL g iiialg ihesg patierys and cieate fhem fngmselves
without being given explicit rules. The Al itself recoghiseswhich
solution is most suitable for a problem.

GOLDMEDIA Source: Goldmedia analysist IBM; 24 IBM; 2 Kersting & Meyer (2018),° Kreutzer & Sirrenberg(2019);% Bomke (2023).
e
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https://www.ibm.com/topics/artificial-intelligence
https://www.ibm.com/de-de/topics/machine-learning
https://www.handelsblatt.com/technik/ki/glossar-acht-ki-begriffe-die-ihnen-auch-im-alltag-begegnen/29431606.html

FOUNDATION MODELS AND
MUSIC APPLICATIONS

OVERVIEW AND ESTIMATED MARKET SHARES OF
GENERATIVE Al MODELS AND PLATFORMS, IN %, 2023

OpenAl I 39.0
Microsoft NG 30.0
AWS I 3.0
Google N 7.0
Anthrophic 1l 2.3

Al21labs 2.0

Cohere 1.7

Aleph Alpha 1.3
Hugging Face 1.0
Alibaba 0.8
IBM 0.7

Baidu . .
Rost N 5.6 Basis~$3bn 2023

SELECTED GENERATIVE Al COMPANIES, THEIR
MODELS AND MUSIC APPLICATIONS, DECEMBER 2023

COMPANY MODEL MUSIC APP.

G Google P:,: 5 :%' e - MusicLM
OMeta | ./ LLaMA - |

©openar PALLE orr-4 | [

shuttersteck MPT-7B Q amper

stability.ai | stable piffusion xt. | B, .. ...~

Foundation models are large-scale machine learning models
pre-trained on extensive datasets. These models are trained to
learn general-purpose representations across various types of
data, including text, images, video and audio. Their key
strengths lie in their size, pre-training, self-supervised learning,
generalisability and adaptability.

Foundation models are not designed for one specific task but
are built to understand and interact with data in a human -like
manner. They can becustomised to perform a wide variety of
tasks, demonstrating their versatility and efficiency in
applications designed, for example, for creating music.

OpenAl, as the fastest rising technical service ever, is considered
the technical and quality leader. While it has the biggest share of
the foundational models and platforms market in 2023 (39%),
Microsoft as a shareholder in OpenAl has to be seen as by far
the largest player in the market for generative Al with a
combined market share of 69%. Amazon and Google follow with
8 and 7%. Both of these companies also invested large amounts
into Anthropic, whose current market share is 2.3%.

There are numerous companies creating foundation models
which are then used for Al music applications. Examples include
MuseNet by OpenAl, MusicGenby Meta, the tools MusicLM by
Google and Stable Audio by Stability Al. While some still have
the status of research project, others are open access or, like
Stable Audio, already have a business model and a stock pricing.

GOLDMEDIA Source: Goldmedia analysis based oPelLucia(2023) andlOT Analytics (2023); Logos/Screenshots: Company information
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https://arize.com/blog-course/foundation-models-ai/
https://iot-analytics.com/leading-generative-ai-companies/
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|NVESTM ENTS IN Al Investments in artificial intelligence have picked up considerably, especially since

I N G ERMANY AN D 2020. There are different estimates for the market volume. According to the OECD,
around US$50 billion will have been invested in Al technologies in Europe alone
FRANCE (thereof $16bn in Germany and $12bn in France).

DEVELOPMENT OF INVESTMENTS IN Al IN GERMANY AND
FRANCE 2012-2023* IN US$ MILLION AND TOTAL NUMBER

No. of inv. No. of inv. us$ . uss$
France Germany France Germany

18,000 200

16,000 180

14,000 160
3 140
2 12,000 £
% 120 g
€ 10,000 °
E 100 ;‘
€ 8,000 2
g 80 9
% 6,000 3
> 60 =
£

4,000 40

2,000 20

0 - 0
2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022 2023*
GOLDMEDIA Source: Goldmedia analysis based o@ECD.AI(2023). 18



https://oecd.ai/en/dashboards/countries/Germany

INVESTMENTS IN
MUSIC-RELATED

GEN Al COMPANIES

SELECTED INVESTMENTS INTO MUSICRELATED GENERATIVE Al COMPANIES2018-2023

Investment in artificial intelligence is growing worldwide to enable innovation and
progress in this field. Investors are providing many millions to finance the further
development of Al music companies.

COMPANY TYPE OF SERVICE INVESTMENT YEAR INVESTMENT COMPANY
N TechNexusVenture Collaborative,
Q amper | Al music composition tool US$9.1m 2018 | Horizon Ventures, Two Sigma
Ventures
. . . Sony Innovation Fund, Warner Music
@ Al-powered music mastering service US$26.0m 2019 Group, Plus Eight Eighty Equity Group
AIVA Creation of soundtracks US$2.2m 2020 | NetEase, Kima Ventures
. Creation of personalised playlists tailored to the Octopus Ventures, Warner Music
a& LifeScore listener US$14.4m 2022 Group, IDEO, 4 Good Ventures
. Recognises and isolates different components in Indicator Ventures, Precursor
0 audioshake audio material IR i 2z Ventures, Side Door Ventures
a Digitised sheet music, conversion of audio files DvH Ventures, EIC Fund, Rudolf Fuchs
d enote into sheet music US$10.5m 2023 Family Office
- Streaming platform for Al -generated music; tool
l,.'||| AT A
for creating and distributing your own Al works Ol AVES | REgEl Invesimeies
Automated creation of videos with synthetic Accel, NVIDIA, Kleiner Perkins, GV,
c} DI avatars and voices based on prompts US$90.0m 2023 FlrstMark Capital, MMC
m runway Automated creation and editing of images and US$141.0m 2023 | Google, NVIDIA, Salesforce

videos based on prompts

GOLDMEDIA Source: Goldmedia analysis based on company information.
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MARKET SIZE OF There is a great variety of evaluations of the global market volume for
G EN ERATIVE AI M ODELS generative Al. The range for the estimated volume in the year 2023 goes

from $3.7bn up to $44.9bn. Same goes for the forecasts up to the year of
2033, or the highest estimated market volume of $405bn in the year 2032.

GLOBAL GENERATIVE Al MARKET VOLUME ESTIMATIONS, IN BN US$, 20232033

450
400
350 —e— Bloomberg

—o— Statista
300

—8— Market Research Future
250 —8— PrecedenceResearch
200 imarc group

—®—  Global Market Insights
150

—o— Markets and Markets

100 Future Market Inisghts
50 2 / S&P Global Market Intelligence
/
) —
0 & ‘ | | | | | | | | |
2023 2024 2025 2026 2027 2028 2029 2030 2031 2032 2033

Source: Goldmedia analysis based oBloomberg, Statista, Market Research FuturePrecedence Researg¢limarc group, Global Market Insights Markets and Markets Future
Market Insights S&P Global Market Intelligence

GOLDMEDIA 20



https://www.bloomberg.com/company/press/generative-ai-to-become-a-1-3-trillion-market-by-2032-research-finds/
https://www.statista.com/outlook/tmo/artificial-intelligence/generative-ai/worldwide#market-size
https://www.marketresearchfuture.com/reports/generative-ai-market-11879
https://www.precedenceresearch.com/insights/generative-ai-market
https://www.imarcgroup.com/generative-ai-market
https://www.gminsights.com/industry-analysis/generative-ai-market
https://www.marketsandmarkets.com/Market-Reports/generative-ai-market-142870584.html
https://www.futuremarketinsights.com/reports/generative-ai-market
https://www.futuremarketinsights.com/reports/generative-ai-market
https://www.spglobal.com/marketintelligence/en/news-insights/research/generative-ai-software-market-to-exceed-36bn-in-aggregate-revenues-by-2028-with-58-cagr-between-2023-and-2028

CASE:OP E N AREVENUE
DEVELOPMENT INDICATES
RISING DEMAND FOR Al

OP E N A IVALEATION AND YEARLY REVENUE IN

US$, 2022/2023*

B Revenue —@—Valuation

$29b
$20bn
$200m
$28m
2022 01/2023*

$90bn

$1,300m

09/2023*

The rate at which demand for generative Al and thus sales
volumes are increasing is rising sharply: since the release of
ChatGPT, OpenAl has become a closely watched barometer of
demand for generative Al.

In September 2023, OpenAl has been generating revenue at a
volume of $1.3 billion a year according to CEO Sam Altman. This
implies the company is generating more than $100 million per
month, up 30% from summer 2023, when the Microsoft-backed
start-up generated revenue at a $1 billion-a-year pace and about
$80 million per month.

The revenue pace, largely from subscriptions to its conversational
chatbot, represents remarkable growth since the company
launched a paid version of ChatGPT in February. In 2022, the
company6s revenue was just $28
revenue for 2023 has risen by a factor of around 50.

mi

Bet ween 2022 and September 2023,

from $20 billion to $80 -90bn.

Dp ¢

GOLDMEDIA Source: Goldmedia analysis based oEfrati (2023) andBay Area Times (2023); *Numbers for 2023 are estimated.
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https://www.theinformation.com/articles/openais-revenue-crossed-1-3-billion-annualized-rate-ceo-tells-staff
https://www.bayareatimes.com/p/openai-revenue-13b-arr-28m-2022
https://www.bayareatimes.com/p/openai-revenue-13b-arr-28m-2022
https://www.bayareatimes.com/p/openai-revenue-13b-arr-28m-2022
https://www.bayareatimes.com/p/openai-revenue-13b-arr-28m-2022
https://www.bayareatimes.com/p/openai-revenue-13b-arr-28m-2022
https://www.bayareatimes.com/p/openai-revenue-13b-arr-28m-2022

MARKET VOLUME
FOR GENERATIVE
Al IN MUSIC

As described above, there are numerous estimates for the volume of the generative Al
market. The following estimates are based on the market volume derived from a
bottom -up analysis of a total of 260 companies providing generative-Al software
products?® and an estimate of the market volume in the media and entertainment 2

as well as the music secto?.

In aggregate, forecasted revenues for generative Al technology offerings are
expected to exceed $3.7bn by 2023.

Meanwhile, the market for generative Al in the media and entertainment sector is
estimated at around $1.5bn which is 40% of the total market, while revenues for
generative Al in music are estimated at approximately $300m which is 20% of
the media and entertainment sector and 8% of the total market.

GLOBAL GENERATIVE Al MARKET VOLUME AND SHARE OF
GENERATIVE Al IN MUSIC, 2023

$3.7bn $1.5bn $300m

Total GenAl Total Media and Music Other GenAl
Entertainment

GOLDMEDIA Source: Goldmedia analysis based ohS&P Global Market Intelligence(2023);? Market Research Futurg® Market.Us& Globe Newswire (2023).
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https://www.spglobal.com/marketintelligence/en/news-insights/research/generative-ai-software-market-to-exceed-36bn-in-aggregate-revenues-by-2028-with-58-cagr-between-2023-and-2028
https://www.marketresearchfuture.com/reports/generative-ai-in-media-and-entertainment-market-12189
https://www.globenewswire.com/en/news-release/2023/4/3/2639706/0/en/Generative-AI-in-Music-Market-to-Reach-Valuation-of-USD-2-6-Bn-at-CAGR-of-28-6-by-2032.html

MARKET FORECAST The market for generative Al in music is set to increase more than tenfold by

FOR AI | N M USIC 2028 to over $3bn. The average annual growth rate from 2023 to 2028 is estimated
at 60%:1
GLOBAL GENERATIVE Al MARKET GLOBAL GENERATIVE Al GLOBAL MARKET VOLUME OF
VOLUME AND SHARE OF COMPOUND ANNUAL GROWTH RATE  GENERATIVE Al IN MUSIC 2023-28
GENERATIVE Al IN MUSIC, 2023 2023-28 BY MARKET SEGMENT
$3'7bn Code Generators 72.9% ~$3'1bn
Image 65.8%
Video 61.2%
] -5%
Music/Audio NN 59.8%
Structured Data 59.0%
Foundation Models 56.8% 300m
Text 49.9%
2023 2028

GOLDMEDIA Source: Goldmedia analysis based ohS&P Global Market Intelligence(2023) 23



https://www.spglobal.com/marketintelligence/en/news-insights/research/generative-ai-software-market-to-exceed-36bn-in-aggregate-revenues-by-2028-with-58-cagr-between-2023-and-2028
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Al IN THE MUSIC-MAKING PROCESS

DESCRIPTIVE Al

GENERATIVE Al

The range of Al tools for use in the music industry is diverse and vast. Al can be
applied to every step of the creative process, from composition to distribution and
marketing of music. The Al used ranges from simple, descriptive tools to generative-
Al applications. Many of the applications do not only serve one purpose but can be
applied in various steps of the process.In this chapter, the use and assessment of
Al among music creators according to the survey conducted for this study will

be shown in three sub -chapters along with use cases and other research results.

_ ‘ RECORDINGEDITING/
CREATIVE ASPECTS: COMPOSITION/TEXTING/ARRANGEMENT MIXING/MASTERING ‘ SUPPORTING ASPECTS
VOICE/SPEECH SYNTHESIS AUTOMATED
SOUND SEARCH SAMPLESEARCH & CLONING RECOMMENDATIONS/
A cvinme \/ VOCALD % WELLSAID PLAYLIST CREATION
IDEATION m $::USICO supertone
o 5 E ﬁ pandora
EDITING/MANIPULATION :
AUDIO TOSHEET  CREATIONOF LYRICS OF SOUND

2 These Lyrics Do Not Exist DYNAMIC EDITING
. -
INSTRUMENTAL/ N e

SOUND SYNTHESIS

MuseNet NN\ Mubert

SECTIONING

&) MusicLm " QQ

Meta MusicGen Al

COMPLETECOMPOSITION

el

M audicshake USER DATA ANALYSIS/
PEER GROUP DISTRIBUTION

SOUND CORRECTION/

CLEANING N
SymphonyAl ’,‘,
MIXING fa'n;f
(BALANCE, EQUALIZATION, y
EFFECTS, DYNAMICS ra
@ iZOTOPE c M)- -
ryo+Mix : |
oii\l Mastering MASTER|NG @ 2
EQUALIZATION,COMPRESSION MUSIC PROMOTION/
= r ’ TREND PREDICITION

ENHANCEMENT,SATURATION)

GOLDMEDIA Source: Goldmedia analysis based oBdwards & McGlynn(2023).
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https://www.waterandmusic.com/data/creative-ai-for-artists/

USE OF A|AMON G The use of Al is already a reality for many music authors and creators. Of the 15k

M USIC AUTHORS guestioned GEMA/SACEM members surveyed for this study, 35% have used Al
technologies in their work with music and creation in general, while the majority of
AN D CREATO RS members (64%) has not. Out of these, 13% are potential Al users, 26% who would
SU RVEYED rather not use Al in the future and 19% who refuse to use Al now or ever. The younger
the members are, the more likely they are to have used Al technologies in their work.
OHave you used Al technologies in your work w
can you I magine using Al i n the fut

Al-Users
35%

Al-Refusers
19%

B No

B Yes

15k

GEMA and

SACEM _
Rather Nots members Potential
surveyed
26% V Al-Users
13%

Total Younger 25-34 35-44 45-54 55years
than 25 vyears years years or older

years
Source:Goldmedia surveyon behalf of GEMA and SACEM 2023, n=14,795; Basis: GEMA and SAQ&hbers Rounding differencespossible.

Differenceto 100% = No answer. ! A study conducted by TuneCorehas shown that 27% of the surveyed1,558 artists from more than 20 countries have used Al previously in
their work, seeTuneCore(2023), p. 7;a study conducted by the Finnish performance right®rganisatoné TEOSTO6 shows that only 21% of o6 717 pa
in their music creation process.

GOLDMEDIA



https://www.tunecore.com/ai

EXP ECTED 63% of the music authors and creators surveyed believe that Al will most likely be

adopted in the area of composition, text writing and the creative process.
ADOPTION OF Al BY

The larger share also believes the adoption of Al to be likely in more technical areas of

AR EAS OF CREAT' ON the creation process, such as recording, editing, mixing and mastering (58%) as well

as the creation of promo content (55%). Only 8% believe that Al in the music business
will generally be limited.

6ln your opinion, in what areas of <creation

Composition, Text writing, Creative process 63%

Recording, Editing, Mixing, Mastering 58%

Creation of promo content 55%

Marketing activities 49%

Engaging fans, Expanding the fanbase 48%

Complete song creation 44%

Distribution 41%

Al in the music business will generally be limited 8%

Other 8%

GOLDMEDIA Source:Goldmedia surveyon behalf of GEMA and SACEM 2023, n=14,769; Basis: GEMA and SAGE#hbers Rounding differencespossible. 27
e



USE OF A| BY Even though its adoption is highly anticipated, Al has so far only been used by 11% of
GEMA and SACEM members surveyed in connection with their creative activity with

AP P LICATION AR EA music. The value here is highest in the 2534 age group at 20%. Across all age groups,
the use of Al is slightly higher in the field of production, editing, mixing, mastering
(15% overall). This figure is highest among those under 25 at 21%. When it comes to
supporting aspects such as marketing, promotion and distribution, 10% have already
used that in total, with the value highest in the 25 -34 age group at 20%.

OHave you used Al technologies in your work \
Yes, in my creative Yes, in production, Yes, in marketing, promotion, art work, .
activity with music ] editing, mixing, mastering ] social media, administration, distribution B Yes, in other aspects

Yes, in at 51% 51% 260
least one wa 0
y 39%
35%
e 25%
0 0, 0,
19% 209% 20% 20% % -
16% 16% 169 0
15% 16% 14% 0 16% 14%
0,
. 120 12% 12% 11% 11%
8% 8%
I . .
Total Younger than 25 years 25-34 years 35-44 years 45-54 years 55 years or older
Source:Goldmedia surveyon behalf of GEMA and SACEM 2023, n=14,795; Basis: GEMA and SACQE#hbers Rounding differencespossible. -

GOLDMEDIA .
Difference to 100% = No answer.
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WHAT IS POSSIBLE
WITH GENERATIVE Al
IN MUSIC CREATION?

Transforming the future of music
creation

Unleash your creativity
Make music with Boomy Al

ven B0 S O

N>
ey
WK

ou feel
feels hoW you i€

(

The promise of Al music generation models, and tools that are based on
these model s, i's nothing | ess than 6tran
creationdé (Gobgle DeepMind)

Platforms like Boomy or text-to-music-generators like MusicGenfrom

Meta promise that people can o6create ori
youdve never made muwsthattsmdl busimessewners Bo o my
can add 6a soundtrack to their | atest I n
(Meta/MusicGen3). Textto-song-generators like Suno even combine text-

too-musi c with text generation and voice cl
anyone can make great music. Whether you
charting artist, we break barriers between you and the song you dream of

making. No instrument needed, just imagination. From your mind to

musi co64.( Suno

One major argument for Al -facilitated music is that it may help people

shrinkwhat can beheabhpd. 66The gap is the dif
il dea thatods in our heads thatoés obviousl"
you can realisticaPly createé6 (Cleo Abra

More and more GenAl models and tools and apps are emerging,
allowing musicians as well as non -musicians to test their ideas and
bring them to life. There are voices that assess this development in
such a way that Al -generated music might lead to a democratization
of content creation. ©

GOLDMEDIA Source:! Google DeepMind(2023);2 Boomy, 3 Meta (2023);4 Suno Al ; > Abrams (2023);5 see e.gMarr (2023). 31



https://deepmind.google/discover/blog/transforming-the-future-of-music-creation/
https://boomy.com/
https://ai.meta.com/blog/audiocraft-musicgen-audiogen-encodec-generative-ai-audio/
https://www.suno.ai/
https://www.youtube.com/watch?v=Ey75Xw_ikqs
https://www.forbes.com/sites/bernardmarr/2023/10/05/generative-ai-is-revolutionizing-music-loudlys-vision-for-democratizing-creation/?sh=765c9c1f775b




N EW FO RMS O F While a major promise of generative-Al tools is that virtually anyone can now create

CREATIVITY music, regardless of their abilities, the question arises as to what these tools and the

associated developments mean for professional music makers. Artists may use
TH ROUG H A|7 generative-Al tools to generate music in an instant by describing the general idea

behind their piece naerhliseinfont ofthaerdyet’d see it 6

A significant proportion of music professionals see creative potential in Al.

When asked if Al can open up new forms of creativity, 43% of questioned

members agree.

OAI can open up new forms |of <cre
29%
Disagree

14%
Fully
disagree

disagree

26%
Neither agree
nor disagree

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,702; Basis: GEMA and SAQE&hbers Rounding differencespossible. -
Difference to 100% = No answer (3%).1 Miquido (2023).


https://www.miquido.com/blog/ai-in-music-industry/

CASETEXT-TO-MUSIC GENERATION  'nAugust 2023, Meta c,)per_l-sourcedAudioCraft (for research
(META MUS|CGEN) prp_OSESOFIlly.)Bthe_lros i m.pl e frame wor k- that den

quality, realistic audio and music from textbased user inputs after
training on raw audio signalls as ppj

DECODERLM AudioCraft consists of three models: one of these isMusicGen,

TEXT
ENCODER

soorock s whi ch was t r aitownedandspecificallplivbased
hw"‘thyldt:i o ||| ™ emvesans. musico. |t gener-basedssemmpdsiothe f r om t ¢ xt
TEXTINGUT Opromptsdé that are used to instru¢gt

ChatGPT to generate a specific text or perform a particular task.

ENCODEC ENCODEC
WAV ENCODER TOKEN DECODER

B

§ E’ EEEEE
] ——— v G EEEEN > o
oo : e I

AUDIO INPUT AUDIO OUTPUT

Users can generate musi c Maisikc@Gem t ex f
by selecting from a range of genre presets and then customising
outputs with various parameters like tempo, instrumentation and
mood; or, alternatively, by conditioning models with their own
music files, which can be auto-completed or used to generate
new compositions in a similar style.

DISCRETE AUDIO TOKENS

With AudioGen, Meta showed that it can train Al models to
perform the task of text -to-audio generation. Given a textual
description of an acoustic scene, the model can generate the
environmental sound corresponding to the description with
realistic recording conditions and complex scene context.

GOLDMEDIA Source:Goldmedia Analysisbasedon 1 Meta (2023); Weil3 (2023). 34
e


https://ai.meta.com/blog/audiocraft-musicgen-audiogen-encodec-generative-ai-audio/
https://www.heise.de/news/Meta-veroeffentlicht-AudioCraft-Eine-Art-ChatGPT-fuer-Musiker-9233473.html

EXPECTED ADOPTION OF 6l n what areas of creation will Al
AI IN MUSIC CREATION Composition, Text writing, Creative process 63%

Recording, Editing, Mixing, Mastering 58%
With the help of text -to-music-generators like Creation of promo content 55%
Me t #MasscGenor Stable Audio by Stability Al,
musicians can turn words, images, and other Marketing activities o
references into music and c h agnghding fand) Epanfing teGafbasd 48%
and genre. Al O0s adoption in compoSsSTtTomnm, T EXI
writing and the creative process in general as well Complete song creation 44%
as, to a lesser extent, in complete song creation Distribution 41%
with music generators is viewed with deep
suspicion by the respondents surveyed. Al in the music business will generally be limited 8%

Other 8%

On the other hand, the technical but also the

musical and emotional abilities of Al in relation

to music are viewed very sceptically . Results of

text-to-speech are treatpwedic-as O6not to be
tonreadydé and their ounderstandingd6 of
musical forms as limited. Generative Al would

al ways deliver something oO0averaged?o.
Furthermore, these models can currently only

generate a comparatively short section (e.g. 30

or 60 seconds). !

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,769; Basis: GEMA and SAQE&hbers Rounding differencespossible. .
Difference to 100% = No answer (3%).! Goldmedia expertinterviews.



0As music or sound creator s,
what we're dealing with in Al! We must not
anthropomorphize Al by attributing human

characteristics like creativity or the ability to learn.

What Al does is identify patterns within a massive
amount of data and then apply them in some form.
The outcomes are stereotypes, clichésessentially,
the lowest common denominator.

This is easily retrieved. That's what generative Al
does best .o

Yevgenio J eHirkhaff

Music & sound designerand Al and music expert

Photo: © Alita Holzhauer



DRIVING INSPIRATION
AND IDEATION

OAlI technol ogy ¢
human creati ve

28%
Disagree
14%

Fully
disagree

14%
Somewhat
disagree

32%
Neither agree
nor disagree

Al can al so help artists overcome creat.
page syndromed and push their boundari es
but rather adds a new angle to the creative process they can engage int!

Musi c generators can help them broaden t
breath of fresh air when the deadlines are approaching and the audience is
waiting for &@nother releasebod.

é$hblape%9ra,tsomghtehat we wrote a chorus f
DeC £uS & 1 Ocoul dndét think of anything for
you could give it the bits youbve writte

the blanks. You might then rewrite it, b
(Neil Tennant, Pet Shop Boys, TheGuardian.com , 16 May 2023)

When asked, whether Al technology can support the human creative process,
the answers of the questioned GEMA and SACEM members are quite balanced.
While 38% agree with this statement, almost as many (31%) neither agree nor
disagree. A further 28% disagree with the statement that Al can support the
human creative process.

THE HUMAN -Al FEEDBACK LOOP

Al IDEATES
The Almodel proposes some
possibilities for what the artist
could do next. The proposals
are built of separable compo-
nents d they are not all-or-
nothing .

Al ITERATES
The human artist picks out
elements they like from
the Al-generated options
and incorporates them
into the artwork, along
with their own ideas.

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,770; Basis: GEMA and SAQEhbers Rounding differencespossible.

GOLDMEDIA =
seelFP1(2023).2 Miguido (2023);3 Brandt (2023).

Difference to 100% = No answer (3%).11 F Rgloldakreport also showsthat 79% of over 43,000 music fans feel that human creativity remains essential to the creation of music,



https://www.theguardian.com/music/2023/may/16/ai-songwriting-is-not-a-sin-says-neil-tennant-of-pet-shop-boys
https://www.ifpi.org/music-fans-worldwide-believe-human-creativity-essential-in-time-of-ai/
https://www.miquido.com/blog/ai-in-music-industry/
https://medium.com/source-and-buggy/tiktok-leonardo-da-vinci-and-the-ai-driven-future-of-creativity-2afc0e8c8213

OYou have to separate: there's f
music'), but certainly also other, more sophisticated music

that in future will be made by machines 8 and whose

marginal costs will in fact be somewhere in the region of zero.

And everything, on top of that, which will constitute some

form of collaboration between person and machine.

But here itods also not a si mpl e
dondt compose at all, but | writ
say, Chat GPT as particularly f as
sparring partner that | can brainstorm with late at night and

which can mentally catapult me in less than a minute in a
direction that maybe | woul dove
later otherwise.

And the absolute creme de la creme of music creators can
al so become better through using
rai sed up as the amateurs bel ow,

Peter Kabel

Prof. at the Department Design at HAW Hamburg and founder ofCogniwerk

Photo: © Peter Kabel




11%
Al-Users

in creative
activities
with music

GOLDMEDIA

Al USE IN CREATIVE

ACTIVITY ISSTILL
RELATIVELY LOW

SEEN CRITICALLY

FREQUENCY OF Al USE IN
CREATIVE ACTIVITY WITH
MUSIC, TOTAL IN %

Always or
almost always

Quite often

Quite rarely

| have only tried it once

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,795; 1,672; 1,671; 1,671; 14,489; Basis: GEMA and SA@iBhbers (Usersof Al technologiesin

Even though its adoption is highly anticipated, Al has so far only been used by 11%

of GEMA and SACEM members surveyed in connection with their creative
Moreover, only about one third of these use Al technologies

activity with music.
often or always and only a fraction say that these contribute significantly to their
creative process. On the other hand, 78% of those who have already used Al, assume

BUT

that they will do so again or continue to do so in the future. However, use in this area
is still relatively low and is also rated very critically overall.Only 10% assess the use
of Al in the creative aspects of the music sector to be positive.

AVERAGE Al CONTRIBUTION
TO WORK WITH MUSIC,
TOTAL IN %

75-100%
50-74%
25-49%

1-24%

40%

Less than 1%

No, definitely not

INTENTION TO CONTINUE
WORKING WITH Al,
TOTAL IN %

Yes, definitely

Yes, maybe

creative activities with music). Rounding differencespossible.Difference to 100% = No answer.

ASSESSMENT OF Al USE
IN CREATIVE ASPECTS OF
THE MUSIC SECTOR, IN %

Younger
Total than 35
56% >1%
()}
No answer
B Negative
Both positive
and negative
33%
31% B Positive

39
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Al for Music Production: 10 Tools Al IN MUSIC PRODUCTION HAS
to Produce Like a Pro BECOME A STANDARD PRACTICE

oooooooooo

Using Al in music recording and production has become a standard

practice in many cases. However, ithastobe saidthatb i n t hi s cont ext
a lot of things are now known as Al, which have been around for

many years and are act uallArtigtsdaraneved on al g
automate the parts of the recording process that were once manual, like

mixing. As aresult, they gain more time to focus on the actual creative

process instead of finessing the technicalities of their record.

Al tools increase productivity in some cases by substantially automating

repetitive ortime-c onsumi ng tasks. OAs a natural o1
suggests faster project timelines, the need for fewer workers and

downsi zed costs. o

Real Al mastering.
Really impressive results.

GOLDMEDIA Source:Miguido (2023);! Goldmedia expert interview;2 LALAL.AI(2023); ScreenshotsDittomusic.com, landr.com 41



https://www.miquido.com/blog/ai-in-music-industry/
https://www.lalal.ai/blog/best-ai-mixing-mastering-tools/
https://dittomusic.com/en/blog/ai-for-music-production-tools-for-musicians/
https://www.landr.com/de/

VOICE CLONING HAS BECOME ONE OF THE
MOST POPULAR APPLICATIONS OF Al IN MUSIC

YouTube and other platforms are currently

flooded with thousands of Al deepfake cover

songs, in which familiar songs are underlaid

with well-known voices and instrumentations

and suddenly Johnny Cash int
Girl 6 or FGEamksP%ardasti rsa 00

Wegnt hiired walthiig fos Oasts toie- Generators such as Cover.Al create inter

i e pretations with Al generated voices in no time

I. at all.

MAKE YOUR OWN
Al SONG COVERS!

Pick a Voice. Pick a Song: Powered/BjsAl voice generation.

Apart from these fully automated cover gene -

rators, vocal editing tools are also used for new

songs. In May 2023, the bandBreezerreleased

musical instruments recorded by the band with

an Al voice of Oasis frontman Liam Gallagher

under the ARBEmMme WLA$ISI Bapes/ Vol

According to the makers, the Al was only used

to imitate the sound of Gal/l
vocal track was recorded by a singer before

hand, so the modulations also come from a real

person. The voice was created using SeVits-

SVC, an Al tool for vocal processing.

Linkin Park - Somebody That | Used To Know (2003) [Full-Band Al Cover]

@ MrPooby1111 @
40 Aborreten
# 1

GOLDMEDIA Source:Kéltzsch(2023); ScreenshotsCovers.Al YouTube Pelley (2023). 42



https://www.golem.de/news/aisis-ki-gallagher-beschert-oasis-fans-ein-neues-album-2304-173809.html
https://covers.ai/
https://www.youtube.com/watch?v=YB8XR77O0RQ
https://www.theguardian.com/music/2023/apr/18/oasis-aisis-band-fronted-by-an-ai-liam-gallagher

and peaple
went nuts!




THE

BEA. s V4

NOW AND THEN
Vevo MUSIC VIDEO

| I S

»-
e

- WE COULD LIFT JOHN'S VOICE
WITHOUT LIFTING THE PIANO,

I« » » ©

The Beatles - Now And Then - The Last Beatles Song (Short Film)

CASEOLAST BEXAJDNGEGS
BY Al AUDIO SEPARATION

With the help of an Al tool, the voice of John Lennon was separated from a

cassette demo from 1978 and the song
in the traditional way and released in November 2023.

0é when we came to make what wil/l be
that John had [and] we were able to

this Al [ ] We had Johndés voice and
separate them with AI They tell the
Lose the guitardé. [é] Then we can mi
So it gives you some sort of | eeway.o

Paul McCartney, in an interview with BBC Radio 4, on 13 June 2023

The long mythologised John Lennon demo was first worked on in February
1995 by Paul, George and Ringo as part of The Beatles Anthology project
but it remained unfinished, partly because of the then insurmountable
technological challenges involved in working with the vocals John had
recorded on cassette tape in the 1970s. For years it looked like the song
would never be completed. But in 2022 there was a stroke of serendipity. A
software system developed by Peter Jacksonand his team, used throughout
the production of the documentary series Get Back,finally opened the way
for the uncoupling of J o h modasfrom his piano part.t

6INo

o |

t
t alk e
a

h e

p
ac
t h

GOLDMEDIA Source:Savage(2023);! The Beatles(YouTube Channel) (2023); Screenshofhe Beatles(YouTube Channel) (2023).

a4



https://www.bbc.com/news/entertainment-arts-65881813
https://www.youtube.com/watch?v=APJAQoSCwuA&list=PLeoCcq2T10OL0lPHT-k8RNbmBKH3cRhX9
https://www.youtube.com/watch?v=Opxhh9Oh3rg

A| USE | N Even though only 15% of the surveyed GEMA and SACEM members have so far used

Al in connection with the production, editing, mixing and mastering of music, this still
PRODUCTION IS STILL

accounts for the highest Al use compared with its use in the areas of creativity (10%)

RELAT'VELY LOW BUT and in supporting aspects (11%). Overall, the use of Al in this area is also rated
S E E N M O R E positively by at least 29% of surveyed creators.

OPTI M ISTICAL LY Furthermore, recording, editing, mixing and mastering is considered to be one of the
most likely areas where Al will be adopted in the future (58% of respondents).

0] p . . . ASSESSMENT OF Al USE IN
15% 6l n your opinion, in what areas of creatlpﬁ(gDUv&Lr'I‘:IO (EETb) € ;Mo st
Al-Users
In production , Younger
P Total than 35

editing ,

miXi“Q J Recording, Editing, Mixing, Mastering 58%
mastering
28%
32%

No answer

0
34% B Negative

34%

Both positive
and negative

B  Positive

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,795; 14,769; 14,671; Basis: GEMA and SA@EMbers (Usersof Al technologiesin production, editing,
GOLDMEDI A Mixing and mastering). Rounding differencespossible.Difference to 100% = No answer. In a study conducted by Pirate (n= 1,141), 25% of musicians surveyed had already -
experimented with Al tools for music production, sedirate (2023).



https://pirate.com/en/blog/over-half-of-musicians-will-conceal-ai-use/
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6ln your opinion, in what aPRCMOTIONAND MARKETING

Al be most | i kely adopted?5d6
Beyond the use of Al in the field of music creation and in the context of
music production, there are numerous other areas of application in which
Al can in principle provide support.
Creation of promo content 55% Promotion and marketing are areas where Al can streamline processes in
the music sector. AFpowered tools can automate and optimise
Marketing activities 49%

promotional campaigns, allowing artists to reach more potential fans in a
48% more efficient way. With the help of Al, artwork concepts can also be
created quickly and cost-effectively for smaller bands and artists.

About half of the surveyed GEMA and SACEM members believe that
THERE'S AN AI FOR THAT Al will most likely be adopted for the creation of promo content
(55%) and for marketing activities (49%)

Al-driven algorithms can analysedata to identify target audiences, create
tailored content and messaging, and schedule social media posts for
optimal reach. Al-driven music promotion can save time and resources,
Music promotion promising to allow artists to focus more on their creative work.

Engaging fans, Expanding the fanbase

P o Lo oo % A cor ne Al-based tools can alsoanalysesocial media data to identify fans and

: potential fans, make ads and promotions more effective and create
marketing content. This can be useful for artists and record labels, allowing
them to reach more people and engage with audiences more effectively.
48% of the surveyed GEMA and SACEM members believe Al adoption

for the purpose of engaging fans and expanding the fanbase to be

very likely.

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,795; Basis: GEMA and SACQa#hbers
Rolling Stone Culture Council & Dynamic Growth Powerful Networking(2023); ScreenshotT h e r e 6 for theatn A |

a7



https://council.rollingstone.com/blog/the-impacts-and-disruption-of-ai-on-music-industry-stakeholders
https://theresanaiforthat.com/s/music+promotion/




6ln your opinion, in what areas THE MMPRACT OF Al ON MUSIC
Al be most | ikely adopted?éDISTRIBUTION

One of the most significant impacts of Al in music distribution is
the automation of various tasks that were previously time -
consuming and labour-intensive.

For instance, Atpowered algorithms can now analysevast
amounts of data to identify trends and patterns in music
consumption, enabling distributors to make more informed
decisions about which artists and tracks to promote. This not only
saves time and resources but also ensures that the right music
reaches the right audience.

Distribution 41%

LI 7t : Al-powered platforms like Boomy also allow artists to distribute

Enter release details

their music directly to the streaming platforms in an automated
manner. The importance of Al in music distribution is also
highlighted by the fact that 41% of the surveyed GEMA and
SACEM members think that Al will most likely be adopted in
the area of distribution

How To RELEASE a song
g Boomy Corporation (NN 15 P D Telen -

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,795; Basis: GEMA and SACQa#hbers
Fr A c k i(2028); ScreenshotYouTube
e
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https://ts2.space/en/ai-in-music-distribution-revolutionizing-the-business-of-sound/#gsc.tab=0
https://www.youtube.com/watch?v=fh-ck0SZosY

HOW DOES IT WORK? USING Al FOR FORECASTING THE
— HIT POTENTIAL OF SONGS

BIG DATA
SONG & MUSIC PROPRIETARY ANALYSIS MACHINE
CATALOGUES. ALGORITHMS. AGAINST PEER LEARNING.
GROUP,

Al can also be used to draw conclusions about the success prospects of new

songs. The Canadian companyHitatbuses i1 ts 6Music Digital
(DNA) 6 tool to break down music tracks i
Mary J. Blige - 'm Going Down (92.46%) compares these with the sound patterns o
Sonss:Pop wired in a certain way, to appreciate certain sound patterns classified as

Artist Title Week Peak Year Proximity Rank 1 1 1

koo e S eI P e musical attributes. Each genre of music has songs that have succeeded and

Leona Lewis Better In Time 88 4 2008 0.801 92458 4 f ai | e d | n t ]:) e p a St é ( H| t | a b

The Pussycat Dolls |Hate This Part 124 2008 0.756 89 4 ’

A Rocket To The Moon Like We Used To 81 2010 0.73 16986 15 . . . . Lo .

[ Unappreciated 65 2006 0722 31856 2 A historical database of all music genres with millions of songs isanalysed

Demi Lovato Don't Forget 2009 0.721 21839 2 . . . . -

Danity Kane Ride For You 55 2006 072 19857 15 for this purpose in order to identify those common characteristics.

Leona Lewis =T 90 2010 0.715 5931

Sl coe sl o e . The main goal of the tool is to support A&R professionals. 6 Wi t h our Al ,

Jason Mraz Geek In The Pink 4 80 2006 0.676 6.768

instead of having to listen to 1,000 songs or more a year, | can pnalysd
100,000, which will be [cut] down to maybe 100 d making sure | get the
cream of 2the crop. o6

There is also Atbased software for bookers to predict attendance for
concerts and events.

Predict what will happen.
Then change it.

OPER
LEIPZIG

GOLDMEDIA Source:Deloitte (2021);! Hitlab; 2 Stassen(2020); ScreenshotsHitlab; Future Demand 50



https://www2.deloitte.com/content/dam/Deloitte/de/Documents/about-deloitte/Sector-Briefing-KI-in-der-Musikindustrie.pdf
https://hitlab.com/our-products/
https://www.musicbusinessworldwide.com/can-ai-driven-ar-transform-the-music-business/
https://hitlab.com/our-products/
https://de.future-demand.com/

A| USE | N Despite a still low usage rate of only 10%, the music creators surveyed are

SU P PO RTI NG AS P ECTS comparatively open to the use of Al in supporting aspects of the music sector

(like marketing, promotion, artwork, social media and distribution) with a total of

|S STl LL RELAT'VE LY 35% assessing it positively , while only 25% rate it negatively.  More than half of
LOW BUT SEE N MO R E the users work with Al technologies in supporting aspects often or always (54%).

Furthermore, most of those who have already used Al in supporting aspects assume

OPTI M I STICAI— I—Y that they will do so again or continue to do so in the future (84%).

FREQUENCY OF Al USE IN INTENTION TO CONTINUE ASSESSMENT OF Al USE
10% SUPPORTING ASPECTS, WORKING WITH Al, IN SUPPORTING
0, V) * 0,
Al-Users TOTAL IN % TOTAL IN % ASPECTS*, IN %
in supporting Total Younger
aspects* Always or ota than 35

No, definitely not

almost always Yes, definitely

No, probably not

20%
Quite often

31%

No answer
33% B Negative
Both positive
and negative
Quite rarely Yes, maybe
46% B Positive

35%

| have only tried it once

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,795; 1,525; 1,552; 14,653; Basis: GEMA and SA@&ihbers (Usersof Al technologiesin supporting
actvities). Rounding differencespossible.Difference to 100% = No answer. *marketing/promotion/art work/social media/administration/distribution.

GOLDMEDIA
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PART 2: Al IN THE MUSIC
CREATION PROCESS

Overview
Al and the Creative Aspects of Music

Al in Recording, Editing, Mixing, Mastering
Al in the Supporting Aspects of Music

Al in Dubbing and Subtitling




Al IN DUBBING AND
SUBTITLING

Dubbing and subtitling play an important role in ensuring that
language is no barrier to understanding and enjoying diverse
forms of entertainment and information. Whether this relates
- L4 ". 5% U U U ¥ movies, documentaries or YouTube videos, dubbing and

"""" subtitling bridge linguistic gaps and allow people from all over
FEASTGMPANY the world to connect with content.

& Blog [ 10minuteread O 11Sep 2023

Can Al Replace Human Translators for Precise Subtitling?

Interesting topics In the vast) CODESIGN TECH WORKLIFE NEWS IMPACT PODCASTS VIDEO INNOVATION

il T . . With advances in technology, Al is becoming increasingly
P - wrs - How Al for llp dubhmg could important in the dubbing and subtitling process and can act as

YouTube Vi

. o mewonad change the film mdustry a useful tool but also as a challenge for professionals in this

Streaming & Video Platforms ¥

technolog Newtoolslik_eLipDubAIfromVI_:XstudioMonstersAIiensRobotsZombieswillexpondthe . . o
IOualitAative Research & . subtitling? reach of foreign and domestic films. Sector_ Al in dubblng and Subtltllng Can, on the one hand’
nterview B
support the work of authors and help with lengthy, tedious work
as for e.g. the translation process,

authors work anyways. This allows faster working processes and

more time for creative work. On the other hand, there is the

danger of mistakes in Al &s dubbing e
as their lack of emotionally and contextually accurate work. This

could be counteracted by supervisiol
through dubbing and subtitling authors, to help with fine tuning

and the emotional dimensions.

[Source animation: simonkr/Getty Images]

The following section will provide an overview of Al in the

@ IS NNEERS creation process and also include insights from the survey of
@ IBolyvoxd bigmoneyif getting lastin ranslation dubbing and subtitling authors represented by SACEM (n=255).
-

GOLDMEDIA Source:Goldmedia basedon expert interview; ScreenshotdEast Company(2023); Amberscript (2023). 53



https://www.fastcompany.com/90981017/ai-dubbing-film-television-marz
https://www.amberscript.com/en/blog/can-ai-replace-human-translators-for-precise-subtitling/#ai-in-subtitling-current-state

6Which types of produltYRESOEPRODUGTION
you say you are (mai nlAND QIHERIACHIVIdHEDS-6

82% Films and TV movies as well as TV series are the types of
production which most of the dubbing and subtitling authors

Films, TV movies

TV series 82% ] _

_ are mainly working on (82% each). At 42%, close to half of the
Documentaries guestioned authors are mainly working on documentaries.
Anime With 58% the majority of authors do not carry out other
TV shows activities besides dubbing and subtitling, making it their main
Other source of income. About a quarter of the authors carry out work

Video games in translation alongside their activities in dubbing and subtitling.

Advertisements

7

0Do you carry out any other activities
out side of dubbing and subtitling?o

No other activities 58%

Translator 25%

Other artistic or technical activities

Other professional activity(ies)
related to audiovisual production

Performer, voice actor/actress

Screenwriter

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=255; 252; Bastkibbing/ subtitling authors in France.Rounding differencespossible. 54
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Ol n your opinion,

creation will Al be most likely
adopted?59d

In automated subtitles generation

In the translation process

In lip syncing

In voice recognition

In the adaptation process

The adoption of Al in dubbing and

0
subtitling will generally be limited 11%

Other 4%

58%

41%

80%

76%

73%

n Al AROPTdON ENsDUBBING

AND SUBTITLING

There are already multiple Al tools that supplement or replace
the work of dubbing and subtitling authors.

In the field of subtitling, Al is already common practice for the
studios. 80% of questioned SACEM dubbing and subtitling
authors would also evaluate Al to be most likely adopted for
automated subtitle generation and the translation process
(76%).

In dubbing, the application of Al technology is more complex.
However, there are companies like the leading Atbased
audiovisual dubbing and language localisation company

Deepdub, t hat <c¢claims to revolutioni

that stays true to the human-c r e at ed 1.dnr2028,i nal 06

Deepdub achieved certification from the Motion Picture

Associationbés Trusted Partner
6certified t-releagsechedricalvdoritent, ppving the

way for the widespread adoption of Al -powered audiovisual

dubbing in moviés and televisi

Majority of SACEM dubbing and subtitling authors (73%) also
believe that Al is most likely to be adopted in lip syncing and in
voice recognition (58%). Only 11% believe that the adoption of
Al in dubbing and subtitling will generally be limited.

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=255; Basis: SACBMbbing/ Subtitling Authors. Rounding differencespossible.

1 Deepduby 2 PRNewswire (2023); Heumann (2023).

ze |
Net wor
on. o6
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https://deepdub.ai/
https://www.prnewswire.com/il/news-releases/deepdub-becomes-the-first-ai-dubbing-solution-to-receive-content-security-accreditation-from-the-mpas-trusted-partner-network-301821975.html
https://www.handelsblatt.com/technik/it-internet/deepdub-wie-eine-ki-die-arbeit-von-synchronsprechern-uebernimmt/29252038.html

ASS ESSM ENT()F Only 18% of the questioned SACEM dubbing and subtitling authors have used Al in

their work and creation in general previously.
Al USEIN DUBBING

In dubbing and subtitling, Al use is assessed entirely negative, while in support

AN D SU BTlTL| N G activities it is evaluated more positively. The clear rejection of Al in their core business
is rooted in the fear that authors will lose their status and will be seen as simple
proofreaders or supervisors of Al without creative input.

18% OHow would you assess the use of Al i n the tr

Al-Users

édubbing and sulgtviotclaingecognition addulpipprsymacitmngi ties

In dubbing

and subtitling 5% 14%
11% Positive* Positive

Both positive
nd negative

14%
Somewhat
positive

25%
Both positive

and negative 24%
Both positive

and negative

Somewhat
Somewhat

negative

37%

87%
Negative Negative Negative

65%

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=253; 253; 251; 251; Basis: SAQBNIbing/ Subtitling Authors. Rounding differencespossible.

GOLDMEDIA . . . - .
Difference to 100% = No answer. *commercial prospecting, administrative or legal management and other support activities.
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oln the area of subtitling, Artific
immense harm, because many labs are using subtitles generated by
Artificial Intelligence which the author then reads and corrects.

Things are evolving more slowly in the field ofsynchronisation, as the
technology i s notably more compl ex.
sense correctlyd the dialogue has to be flowing and in sync.

Nonetheless, severaprogrammes are already being synchronisedwith

Alrgener ated texts. At the moment 11t20
programmesf or whi ch the producers donot
and the necessary time for classisynchronisation, but it does
there and the solution will probably continue to evolve.

What 6s certain, h o we v e rrgenerated sultithng s o
or synchronisation coming out without the intervention of an author in
postedi ting the generated text,; It al
i ndi vi dual signature to give it a nh
VanessaBertran

Dubbing artist

Photo: © Mareine Herro
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OPPORTUNITIES
AND RISKS OF Al

Despite the various fields of applications and potentials of Al in music, about

two -thirds (64%) of the music authors think that the risks of Al use outweigh its
possible opportunities. Only 11% believe that the opportunities outweigh the risks,
while about a quarter of the surveyed members (25%) think risks and opportunities of
Al are roughly in balance. Among the age groups, the older the questioned members
were, the more they assessed the risks of Al as outweighing the opportunities.

OAIl I i n all, do you think the opportunitie
Il n music and creation I n general or do th
The opportunities
outweigh the risks
59%
63% 68%
. The risks outweigh the
opportunities
25% About the same
30% 28% The opportunities outweigh
° goe 25% . the risks
23%
About the same
. . 15% 15% 14% 12% 9%
The risks outweigh
the opportunities Younger  25-34 35-44 45-54 55 years
than 25 years years years or older
years

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=13,151; Basis: GEMA and SACEdNhbers Rounding differencespossible.

59
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olt'"s actually not complicat
human authors are being useden masse by Al

providers to generate new content, which then

enters into competition with the original works.

There should be no question that copyright

regulations must apply here to ensure that the rights

of creators are respected.

Otherwise, there will simply no longer be any non
binary-based creativity that can innovatively feed

the system i n the near futur
Dr. Ralf Weigand

Composer and producer, Chairman of the GEMA Supervisory Board

Photo: © Florian Jaenicke
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CO PYR|G HT |N TH E Generative AI has ;hre.e I.eveI;: inpu]:[, rlJlrE.cedssi.n%.and oILIJtputaThedinput Zonsiits o:]two
steps: scraping and training. Data of all kinds is first collected and stored so that the
CONTEXT OF GEN Al

Al can be trained with it in the next step. This process is called scraping, whereby

HAS AN | N PUT AN D collected works and performances are stored in a database in order to be made
AN O UTP UT Dl M E N S | O N available for training. In training, models are learned from the previously stored

content, based on machine learning/deep learning. The output of generative - Al
systems is based on the training that has taken place.

GENERATIVE Al: SCHEMATIC PROCESS

INPUT PROCESSING OUTPUT

1. SCRAPING A The training results in a calculated Al A The processing results in the output,
model in which the scraping data is which describes the products

not available as copies. produced by generative Al. These
products can take the form of texts,
(moving) images and audio material.

A Selection and acquisition of the data

with which the Al learns and works. )
A During processing, the parameters

A Storage of the data in a database to (weights) derived from the scraping

make it accessible for training.

database are used instead. A In many cases, the output product is
; . not identical to the original. In the
2. TRAINING A New content is generated based on ) -
) the parameters and patterns learnt. C(_)pyrlght dlcloilis, s theref_ore o
A Using scraped data and algorithms, i _ _ disputed whether reproductions within
the Al learns to identify patterns and A The exact way in which the parameters the meaning of copyright law still exist
relationships in a dataset of human- are categorised in the model cannot after the training has been completed.

currently be clearly described from a

generated content. _ /
technical perspective.

A With current models it is very likely

A Based on this, the Al can predict that an Al model will also directly
probabilities (of character, pixel, word reproduce training material in
or sound sequences). excerpts.
GOLDMEDIA Source: Goldmediabasedon Initiative Urheberrecht (2023). 63



https://urheber.info/media/pages/diskurs/current-iu-position-paper-on-generative-ai/3c6ba578f8-1697140215/230919_iu_position_ai-act_september2023_en.pdf

ARE GENERATIVEAI MODELS ALLOWED TO USE
COPYRIGHTED INPUT?

Copyright usually serves to protect against the copying of
artistic works like music. From an economic point of view, C R E D I T

copyright law should strike a balance between the benefits

(creating an incentive to create a work) and the costs of C O N S E N T &

copyright protection. 1 For this reason, European copyright law
defines specific exceptions to copyright protection. 2 T R A N S PA R E N C Y

There is currently much debate as to whether the generative-Al

systems offered by private tech companies for commercial pur- R E M U N E RAT I O N
poses may use copyrighted input based on these exceptions in

Europe and under which conditions the use of copy-protected

input is permitted.

The attitude of copyright holders in this context is clear.
The use of copyrighted input must follow clear rules
regarding transparency, consent and remuneration.

GOLDMEDIA Source:! Scheufen(2023);2 In German these exceptions are described as permissibility fagxt and data mining ( 6 Sc hr an k e 6448 WhGh g e n 0,
The law systems in the Englistspeaking world tend to apply the more flexible fair use doctrine to the benefits and costs of prection on a casehby-case basis.

64


https://www.iwkoeln.de/studien/marc-scheufen-generative-ki-und-autorenrechte.html

OThe wuse

of A |

ral S €
power: who Is serving whom, and under

what conditions?
JARES

)

creat or s

O f

cul tu
allow others to make decisions affecting
us on our
Dr. Charlotte Seither

Composer

behal f.o

Photo: © Marko Bussmann 2023



Al ACT: EU COUNCIL AND PARLIAMENT STRIKE
A DEAL ON THE FIRST RULES FOR Al IN THE WORLD

EU AI Act: first regulation on artificial
intelligence

Society Updated: 14-06-2023- 14:06
Created: 08-06-2023 - 11:40

The use of artificial intelligence in the EU will be regulated by the Al Act, the world’s first comprehensive Al
law. Find out how it will protect you.

This illustration of artificial intelligence has in fact been generated by Al

GOLDMEDIA Source:EuropeanParliament (2023).

As part of its digital strategy, the EU wants to regulate Al to ensure better conditions for the
development and use of the technology.

In April 2021, the European Commission proposed the first EU regulatory framework for Al in its EU
Artificial Intelligence Act. In December 2022,the Council of the EU adopted its common position
and, in June 2023, theEuropean Parliament approved its version of a draft EU Al act and made the
way clear for the trilogue.

After talks with EU countries in the Council on the final form of the law, the EU Parliament
reached a provisional agreement with the Council on the Al act on 9 December 2023. The
agreed text will now have to be formally adopted by both Parliament and Council to become
EU law.

Parl i amentds priority is to make sure that Al
non-discriminatory and environmentally friendly. Al systems should be overseen by people, rather
than by automation, to prevent harmful outcomes. Parliament also wants to establish a technology -
neutral, uniform definition for Al that could be applied to future Al systems.

The new rules establish obligations for providers and users depending on the level of risk from
artificial intelligence. They also include specific rules for generative Al that have not been addressed
explicitly in the previous drafts.

Generative - Al would have to comply with transparency requirements:
A Disclosing that the content was generated by Al
A Designing the model to prevent it from generating illegal content

A Publishing summaries of copyrighted data used for training

66
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https://www.europarl.europa.eu/news/en/headlines/society/20230601STO93804/eu-ai-act-first-regulation-on-artificial-intelligence

OArti ficial i ntelligences coul d, t h
projects in which creatives also participate, open pathways to a

greater cultural diversity and to ethically supportable and

creative types of use (transparency as an inputd as opposed to

an Al thatodos being developtimsidg onl y f
;E production costs and which leads to an impoverishing of content.

The guarantees of data transparency that have acquired legal

force in the Al Act are a real step forward. Now there remains the
guestion of remuneration. | 6m a bel
legal experts, scientists and creatives, to come up with new

conceptions that do justice to artificial intelligences, rather than

being based on the idea of the uniqueness of a piece of art, which

Is the case today.

From this viewpoint, the key concern lies in building up really
wel-r ef erenced databases.o

Benoit Carré
Composer and producer (label 'Bruit Rose")

Photo: © Elodie Daguin
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CONSENT FOR THE USE OF
COPYRIGHTED CONTENT

0OCopyright hol ders
permission when their works are used

SYyS

as I nput for Al
5%
Disagree* 4%
/Neither agree

nor disagree

90%
Agree

At the heart of the issue of whether generative Al may use
copyrighted content as input for training is the question of the
consent of the copyright holder.

A clear majority (90%) of the questioned music authors and

MU Srdators &gr@ thata)|®rid{|t a)lc(érs mifst e #sked for

permission before their works are used as input for Al
sy?tems. Onlg about 5% disagree to some extent.
ems. O

In principle, there are different measures for deciding against
use and implementing this. Authors who do not wish their
works to be used for Al training purposes can opt out. In such a
case, the rights holder explicitly decides to exclude the use of
their works for Al training purposes.

The organising of an opt-out regulation could be implemented
and controlled via the collecting societies, e.g. through a
collective opt-out.t

There are also opinions that prefer an opt-into an opt-o u t
the spirit of copyright | awd
personal right to decide.?

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,774; Basis: GEMA and SAQEé#hbers Rounding differencespossible. *Fullydisagree= 2%;
Somewhatdisagree= 3%. Difference to 100% = No answer (2%);! Scheufen(2023);2 Initiative Urheberrecht (2023).
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https://www.iwkoeln.de/studien/marc-scheufen-generative-ki-und-autorenrechte.html
https://urheber.info/media/pages/diskurs/current-iu-position-paper-on-generative-ai/3c6ba578f8-1697140215/230919_iu_position_ai-act_september2023_en.pdf

OWe need to be abl e t
components of an artistic work better.

One should start off in a completely

radical way with the principle o without
gualification 6t hat 1 f you don
consent, then no agreement exists,

whereas generally the opposite is the

caseo that consent is, as it were,
assumed a priori . Tha

Frank Madlener
Managing Director of Ircam-Centre Pompidou

Photo: © Philippe Barbosa



TRAN S PAR EN CY O F TRA| N | N G Consent for the r.ight.s holder presupposes the need for
DATA TAKEN FOR AI I N P UT transparency obligations for Al developers.

After all, a rights holder would first have to be informed that
their work is being used as the training data for a generative Al
in order to opt out.

0Al providers shoul d dyeefthegiyehaidsgf rusg authprsg therefore to ensure

diSC'OSG When they use Copyrighted transparency about the type and scope of training data that
wor ks as Otraining hai ﬁeggeusedby Al providers as input  for the development

ngatQ/e Al Rodels.

204 95% of the questioned GEMA/SACEM members agree that
Disagree* Neith 2% Al providers should be obliged to disclose when they use
/eI eragree copyrighted works as O6training dat afc¢

nor disagree

95%
Agree

GOLDMEDIA Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,710; Basis: GEMA and SAGE#hbers Rounding differencespossible. 0
*Fully disagree= 1%; Somewhatdisagree= 1%. Differenceto 100% = No answer (1%).



FOUNDATION MODELS SHOW LACK OF TRANSPARENCY

Foundation Model Transparency Total Scores of Open vs. Closed Developers, 2023 In OCtOber 2023; the Center for ResearCh on Foundation
Models at Stanford University released the Foundation
Model Transparency Index

oomata Llama 2
(# = BLOOMZ

BHopennl GPT-4

It was designed around 100 transparency indicators, which
codify transparency for foundation models, the resources
required to build them, and their use in the Al supply chain.

stabdityal Stable Diffusion 2
Google PaLM 2

anmwrore Claude 2
®=conere Command

AlMlabs  Jurassic-2

Ten leading developers were scored against these indicators.

Inflection  Inflection-1 B Closed
A ek The main finding of this scoring was that no major
0 10 20 30 a0 50 60 70 80 90 100 . i L
st foundation model developer is close to providing
Open models (Meta's Llama-2, Hugging Face's BLOOMZ, and Stability Al's Stable Diffusion .
2) lead the way, adequate transparency, revealing a fundamental lack of
transparency in the Al industry.
;‘; _z;m;mMo::Il: parency Index Scores by Major Dimensions of Transparency, 2023 The top -Sconng model scores Only 54 Out Of 100 The
CoMeta @8 @oreot sabitei Google mmmone ®oohers  ARflcbs ifiecion AMAZON mean score is just 37%. Yet 82 of the indicators are

Liama 2 BLOOMZ GPT-4__ Stable Diffusion2 PaLM2 Claude2  Command  Jurassic-2__Inflection1 _ Titan Text  Average

" satisfied by at least one developer, meaning that
” developers can significantly improve transparency by
adopting best practices from their competitors.

Major Dimensions of Transparency

- Two of the three open foundation model developers ! receive
- the two highest scores. Both allow their model weights to be
poe downloaded. Stability Al, the third open foundation model

Average 57% 52% a7% ar% 1% 39% 31% 20% 20% 3%

developer, is a close fourth, behind OpenAl.

Scores for the 10 foundation model providers broken down by 13 subdomains, each of which have three or more indicators. Analysis at the level of major
subdomains reveals actionable insight into what types of transparency or opacity lead to the above findings.

Source:CRFEM(2023);1 While the release strategies of Al are not binary (either open or closed), for the analysis models were labelled open whosights are broadly

GOLDMEDIA
downloadable as open.



https://crfm.stanford.edu/fmti/
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|DENT| F|CAT|ON OF Identification of Al -generated music is another important demand of music creators

in the context of transparency when it comes to the output of generative Al.

Al OUTPUT

tracks and other types of works should be identified as such.

Out of all questioned GEMA/SACEM members89% agree that Al -generated music

OAgenerated music tracks and ot her

types

4%
Disagree* 5%
/Neither agree
nor disagree

89%
Agree

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,740; Basis: GEMA and SAGE#hbers Rounding differencespossible.
*Fully disagree= 2%; Somewhat disagree= 3%. Differenceto 100% = No answer (2%).
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LABELING OF AFGENERATED MUSIC

Transparency at the output level of music generated by or with the aid of Al
primarily means clear and comprehensible labelling to prevent
disinformation and to protect the interests of copyright holders as well as to
give them due credit.

AMAYSPOFEBLTHGBX EANSSIFOFHIXTHD] GAASGIWOSHYYRTED IAASOPFEOCCRTLIV

Metadata Content Data Data
SIMIEANCY  Simiarty } - Simiarity | - integrity The ISCC standard developed with EU funding could be helpful for this
purpose, especially as it isdecentralised and non-proprietary. This would be
linked to the prohibition of deleting such a label; similarly, the separation of
a metadata record potentially linked to the file (or its content) from the file
(or its content) should also be prohibited & similar to the prohibition of

circumventing copy protection measures.

BELIEVE HAS DEVELOPED SOFTWARE THAT
DETECTS AI-MADE MUSIC WITH 98%
ACCURACY. WHAT MIGHT THIS MEAN FOR
THE FUTURE?

I NOVEMBER 13, 2023 BY DANIEL TENCER

Various companies work on solutions to detect whether a track had been
entirely or partially made by Al.

4 , For example, Believe has confirmed the |
| . algorithmé, with its tool O6AlI Radar 6. Ac

5 _ Al-made master recordings with a 98% success rate, and deepfakes with
E’X‘PLAINS _"" ¥ about 93% accuracydbwh at t he company describes as

det ect i?According to ®aezer, the company has systems that leave

sonic traces (O6audio fingerprintingd) an
: alterations like speeding up, slowing down, pitch changes and so on. In

JKBX il addition Deezer is in the process of setting up new tools specifically to

recognise the use of voice cloning and generative Al 3

Believe CEO Denis Ladegaillerie

GOLDMEDIA Source:lnitiative Urheberrecht (2023), 1 1ISSC(2023);2 Tencer(2023);3 Goldmedia expert interview;Screenshots|SCC MBW. 74



https://urheber.info/media/pages/diskurs/current-iu-position-paper-on-generative-ai/3c6ba578f8-1697140215/230919_iu_position_ai-act_september2023_en.pdf
https://iscc.codes/
https://www.musicbusinessworldwide.com/believe-has-developed-its-own-ai-made-music-detector-with-98-accuracy-what-might-this-mean-for-the-future1/
https://iscc.codes/
https://www.musicbusinessworldwide.com/believe-has-developed-its-own-ai-made-music-detector-with-98-accuracy-what-might-this-mean-for-the-future1/

OThereds no doubt that Al w
and more for creative processesComposers in

the audiovisual sectord be it film, television,

radio, advertising or online formatsd are

particularly worried that their livelihoods will

come under massive pressure from Al

So itdos therefore vital, fo
livelihoods, that we find a solution that identifies,
retrospectively as well, original rights holders in

an Al production.

Together with GEMA we should be creating a
kind off i agam@ri nti ngd that

N\

possi bl e.o

Helmut Zerlett
Film composer, producer and musician

Photo: © Helmut Zerlett
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W”_L HUMAN _MADE Artilsts V(;/obrldxidf a'L\:Ie in;:(r)ezzsinr?lylclogggrned tEat thefirhwo\;\lj Fs beicn;g.IOI f
replaced by Al. In May , the 11, members of the Writers Guild o
MUSIC BE REPLACED?

America went on strike for five months. Among other topics, writers were

increasingly concerned that producers will use artificial intelligence to write

scripts or at least fill in the blanks on unfinished screenplays. The guild

characterisedthe issues behindthelabourdi sput e as O6an! exi st el

, . Of the surveyed.music authors and creators for this report, 26% agree
OMusi c made b y hu rmﬂmras@madé by%umans is increasingly being replaced by Al
increasingly being replaced by music, while a majority of 38% do not think that. The younger the
Al musi c. 0 members are, the less likely they are to think that Al music will replace
human-made music.

Although this is already a significant proportion, other professional groups
in the music sector are apparently even more concerned. A poll on the

26% G 38% Bedroom Producers Blog asked 1,533 producers how they feel about Al
Agree dig;é'ﬁ’ee Disagree and its expanding influence in the creative arts. While overall, 87% of those

surveyed believe the technology will replace the existing tools of music
6% production, 73% of surveyed producers think that Al music generators
Somewhat could replace human music producers in the future, at least to some

disagree
Somewhat extent.2

agree
A study conducted by TuneCore® shows similar figures, where 77% of the

surveyed artists are afraid of being replaced by Algenerated music.

23%
Neither agree
nor disagree

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,760; Basis: GEMA and SAGE#hbers Rounding differencespossible.

Differenceto 100% = No answer (13%).! The Associated Presf023);2 Zlatic (2023);3 TuneCore(2023). "

GOLDMEDIA



https://apnews.com/article/wga-writers-strike-demands-d403f5b4666f20e2ce3e379bcaef5f2a
https://bedroomproducersblog.com/2023/05/30/ai-music-survey/
https://www.tunecore.com/ai

THERE ARE VARIOUS VULNERABLE SECTORS IN THE MUSIC BUSINESS

Sync, Lo-Fi and other rather generic music

Companies or businesses looking for more generic music to soundtrack their
assets or commercials may already be satisfied with Algenerated music in the
future. Generic Lo-Fi music, which is listed in DSP (digital streaming platform)
playlists for concentration or meditation, for example, could also be a genre
that can be replaced comparatively easily by Algenerated tracks.

Amateur texting

Lyrics generators such as ChatGPT can already be used to generate ideas for
music or song lyrics based on previous data. However, it is unlikely that these
forms of Al can match the experience and value of professional songwritersd
at least in the short term.

Video production

Video production is expensive, especially for independent artists. We may see
more and more artists turning to Al -powered videos to reduce the cost of
creating music videos and marketing materials.

While it is hard to say how and to what extent
artificial intelligence will impact the music industry as
a whole, there are some sectors that are expected

also by experts interviewed for this report to be more Session players

vulnerable than others.6 Gener al | y s p e a k i Digyal rectedtiens oha wide variety of instruments are becoming more
generic a subset of the music industry is, the more advanced, which could lead to fewer jobs for session players.

likely it is to be assisted or partially replaced by Al Automated technology in mixing/mastering

generdtion.o Al-assisted mixing and mastering is already standard in many places and can

replace manual work in this area. Specialists in this area will have to expand
their skillset accordingly.

GOLDMEDIA Source:! Brunotts (2023). 78



https://blog.bpmmusic.io/news/will-ai-replace-musicians/4196007/

GENERICMUSIC
CATEGORIESARE
PRIMARILY
AFFECTED

Live-Events Fir dich erstelit Nm-nd\-nmg Merch

w4 N A ‘!} 4

Scye

D‘\ce/ﬂecﬁm Podcast-Charts Neue Podcasts Video-Podcasts Nur auf Spotify Charts

GOLDMEDIA ScreenshotsSpotify, Artlist.io

When it comes to the question of which music categories and genres are
primarily supported by Al, a clear picture emerged from the expert
interviews conducted., that the more generic the music, the more likely it is
to be replaced by Al.

For this reason, categories such as production music will increasingly no
longer be created by hand, but with the aid of Al. The market for
background music, e.g. for TV or social media, is also likely already in the
process of being supplied by Al-generated music on a larger scale,
meaning that a substitution of human -made music is already taking place
here.

Relatively generic Lo Fi music also plays a significant, albeit not clearly
gquantifiable, role on streaming platforms, in playlists for concentration,
wellness or falling asleep, for example. In a further development, other
music styles that have a comparatively high proportion of automation and
artificiality are likely to be more strongly influenced by Al, e.g. elements of
electronic music or hip hop, where voices that have been distorted by
autotune have already played a role for some time.

Get royalty free music
for your videos

«= -

BB Microsoft VOLVO stripe Google T.Y Adobe 3 X
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https://open.spotify.com/intl-de
https://artlist.io/?utm_source=google&utm_medium=cpc&utm_campaign=19553303508&utm_content=143788253743&utm_term=artlist.io&keyword=artlist.io&ad=655355295283&matchtype=e&device=c&gad_source=1&gclid=CjwKCAiA5L2tBhBTEiwAdSxJX0XwyGjznz-uB53eBVe53_RO2ORZv6YsYSGkcwDIif4gPphXG_1wuxoCd7MQAvD_BwE

GOLDMEDIA

A| U S E BY The proportion of Al use among the music creators surveyed for this study differs significantly

M US I C G EN R ES depending on the genres or categories in which they create music. 55% of respondents who
make electronic music have used Al, followed by urban/rap with 53%, advertising music with

52%, music library (background and stock music) with 48% and music for the audiovisual
industry with 47%. The genres/categories in which professional musicians already frequently
use Al are also the music genres that are most at risk. Al lowers the barriers for non -
professionals to market entry and greatly increases the number of available tracks.

OHave you used Al technologies iIin you
genre(s)/categories would you say the works in your repertoire (mainly) belong to?

mYes mNo

Electronic music 54% 45%
Urban/Rap 53% 46%
Advertising 52% 47%
Music library 47% 52%
Audiovisual industry 46% 53%

Pop 40% 59%

Rock/Metal 38% 61%
Symphonic/Contemporary/ _ 36% 63%
Electroacoustic
Jazz/Blues/improv. music 33% 66%
Other 32% 66%
Traditional/world music 30% 69%
Chanson* 23% 75%

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,309; *SACEMmbersonly (n=8,873); Basis: GEMA and SACEMembers
Rounding differencespossible.Difference to 100% = No answer.
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CAS E : STOC K M US | C Musicians who produce their music mainly for the stock music market (music libraries) are

highly challenged by Al. The barriers to market entry for new human composers are greatly
MARKET REVENUES | owered by Al, O0fl oodingo est ateheraedmeudicand oc k mujfs i
AT R | SK hence reducing the share of revenues. Al tools or Al platforms, which generate and offer

automated stock music, could jeopardize the business models of established companies.

The increasing popularity of audio and video streaming is driving the global stock music
market growth: it was valued at US$1.3 billion in 2022 and expected to reach US$2.0 billion
by 2028.1 While Al will not slow down that growth, it can however be expected that
revenues are going to be redistributed o6t o t he detri ment of O6traditfio
COMposers.

GLOBAL FORECAST: STOCK MUSIC MARKETAND Al MUSIC MARKET?,
2023-28, IN US$

STOCK MUSIC MARKET =——AIl MUSIC MARKET

3.1bn
2.0bn
1.3bn
0.3bn
2022 2023 2024 2025 2026 2027 2028
GOLDMEDIA Source:Goldmedia analysis based ot Research andViarkets (2023);2 S&P Global Market Intelligence(2023). 81



https://www.researchandmarkets.com/reports/5750171/stock-music-market-global-outlook-and-forecast.
https://www.spglobal.com/marketintelligence/en/news-insights/research/generative-ai-software-market-to-exceed-36bn-in-aggregate-revenues-by-2028-with-58-cagr-between-2023-and-2028




R EVE N U ES O F M U S | C Based on the surveyed GEMA/SACEM members and the statements from the interviews
conducted, as well as data about the earnings distribution of GEMA/SACEM, it is possible
CREATORS AT RISK

to estimate the share of revenues that are most at risk for creators in Germany and France.
These relate primarily to areas in which generic music plays a major role, such as
production music in TV or social media and background music in commercial venues. Other
income areas are also affected, but to a lesser extent.

It can be assumed that by 2028, up to 27% of music creators 6revenues are at risk of

being impacted by generative Al. This corresponds to an estimated potential damage

of 0950m in 2028 alone and a cumul at-202ef t ot al d
around 02.7bn for music creators in Germany and

ESTIMATED DAMAGE CAUSED BYGENERATIVEAI AND REVENUES OF
MUSIC CREATORS INGERMANY AND FRANCE! 2022-2028

Music creators' revenues in DE/FR (no gen Al scenario)
# Potential damage caused by generative Al

G4bn i ' i
B Music creators' revenues in DE/FR Damage caused
by generative

e Al in 2028:
27% of
revenues

G2bn

G1lbn

G0bn

2023 2024 2025 2026 2027 2028

GOLDMEDIA Source:Goldmedia analysis 83




METHODOLOGY OF
DAMAGE CALCULATION

A Eachcategory of music copyright revenues (e.g.for streaming,
social media, radio, TV, livemusic, background music in commercial
venues) was assessed for the potential risk of being replaced by
generative Al.

A To achieve this, it was estimated which share of revenue of each
category of rights is likely to be substituted by generative Al during
the period until 2028, based on expert interviews, research results
and GEMA/SACEMlata for 2022.

A A forecast for music crmmgandlrsd revenue in DE/FR in a
scenariowas calculated. The forecast assumes a yeaon-year
growth that corresponds to the average growth in DE/FR from 2017
to 2022.

A The sum of the shares that are assumed to get replaced by
generative Al corresponds to a total share of 27% of total revenues
of music authors in Germany and France in 2028.

A  Remaining music creatorsd revenues were then calculated by
substracting the potential revenues lost to generative Al from the
revenues forecasted in theno gen Al scenario

GOLDMEDIA Source:Goldmedia analysis 84
e



oFor now we should different
who work with AI and t hose \
or donot want to, work with
will be able more quickly to deliver end products and

t hat 6s rel evant for many f i e
comes to music for TV.

The next phase will presumably see financial costs

coming down more and more and eventually the music
supervisor or the director themselves supply their

musi c cues. | t 0s sti |l | of cCoc
to provide prompts really well to get good results, but

| t0s going to become @&thaer mc
I s, Al |l s getting better at

Michael Haves
Theater and film composer

Photo: © Michael Haves




D E S P | T E A | 6 S \@ileF\bf Ee BQUQTIY 15,000 music creators who were questioned for this study, at
least 42% agree thatin principle, Al technology in the music industry has great

ECONOM IC POTENTIAL’ economic potential, only a few seem to be optimistic about participating.

M USIC CREATORS HAVE On the contrary, a remarkably high proportion have existential financial fears,

Fl NANCIAL FEARS with 71% feeling afraid that the use of Al in music could lead to music creators

no longer being able to make a living from their work A
6ln principle, Al [tec 6The use of Al i n music
music industry has great economic music creators no longer being able to
potential .o make a | i ving from the
22% 11%

Disagree Disagree*

15%
Neither agree
nor disagree

Somewhat

disagree
42%
Agree 25%
—Neither agree
nor disagree 30%
Somewhat Somewhat
agree 7 1% agree

Agree

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,738/14,730; Basis: GEMA and SAGanbers Rounding differencespossible.
GOLDMEDIA Difference to 100% = No answer (12%, 3%); *Fullydisagree= 3%; Somewhatdisagree= 8%. 1 A survey conductedby TEOSTO (20233imilarly found widespreadfear

o . . - ) 86
among the 717 participating music artists of decreasedincome from music due to Al, seeTEOSTOp. 12.



https://www.teosto.fi/en/a-third-of-music-authors-are-already-using-ai/
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Agree

GOLDMEDIA

REMUNERATION OF
COPYRIGHT HOLDERS

0Copyright hol ders
financially when their works are used as

S t

i nput for Al sy
4%
Disagree* 4%

Neither agree
nor disagree

-

11%
Somewhat
agree

90%

mu s t

em

Giventhe fact that generative-Al systemsare only capable of mimicking
human creativity becausehuman works have been used astraining
materiall, the next obvious question is, in what form human authors are
remunerated for their services which ultimately comprise the fuel for these
Al applications.

How and to what extent authors and creators, whose works form the basis
for generative AI]jn music, can be fairly remunerated is one of the most
pressing %ure]st?ons *or music creators, and it is clear that a large majority
§9C.)%3 of GEMA and SACEM members surveyed in this study call for

commercial involvement when their works are used as input for Al systems.

This question generally covers two dimensions:
1. Compensation for financial losses already caused
2. A fair remuneration for future use

Today

Compensation for

financial losses caused by A fair remuneration for
copyright infringement future use of works
by taking and created by humans for
reproducing materials training of generative
without permission for Al Al.
training.

Source: Goldmediasurveyon behalf of GEMA and SACEM 2023, n=14,654; Basis: GEMA and SAGE#hbers Rounding differencespossible.
*Fully disagree= 1%; Somewhat disagree= 2%. Differenceto 100% = No answer (2%).;! Senftleben(2023).
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https://link.springer.com/article/10.1007/s40319-023-01399-4

COMPENSATION FOR COPYRIGHT INFRINGEMENTS ALREADY MADE

A significant proportion of the scraping that has taken place to
date has already been done without there being any legal
certainty or claims for compensation. Solutions must be found
for past uses and fair compensation should be provided.

For determining the extent of the damage that Al has already
caused to music creators, the following facts must be taken into
account:

1. The existence of humarrmade music is absolutely crucial for
generative Al in the context of music and their business models
are based on this. Al cannot produce results resembling human
works unless it has had the opportunity to analysehuman

creations.

2. The damage caused is irreversi
what has been learned is not possible according to the current
state of technology and statement

In the US, there is talk indicating that if one of the pending
lawsuits against generative Al providers is successful, their entire
MODEL would have to be deleted and the training process
would have td be restarted. 6

GOLDMEDIA Source:l?3|nitiative Urheberrecht (2023)

3. Due to the lack of transparency regarding the type and scope
of training data, it is often only possible to prove whether
certain specific works were used for machine learning or to
create the foundation models via the output, i.e. the products of
the generative-Al model s: OFor example, if a
style of a particular artist, and the output is very close to that

style ("proximity"), then it can be concluded that the works of
that artist wer? used for trai

nNi ng.

4. Article 4(1) of the CDSM Directive contains a general
exemption of text and dat a
rule, anyone, including commercial Al system developers and
trainers, may make copies of works or databases for the
purposes of TDM and retain them as long as necessary for the
et QPR 9gr piroelkkaragiti ng py
reproductions made during scraping for use in massive machine

Sear®ng aldofitfrd AnB e cfedtionSoffdufdibn modef are [ €1

covered by the | egal permi®ssion f

mining (¢

no m e

or
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VARIOUS COPYRIGHT INFRINGEMENT LAWSUITS
ARE ALREADY TAKING PLACE

AlLawsui

Music Publishers Sue Amazon-backed

Rights holders outside and inside the music business have already taken Al

A1 il for Copyoit Iengoment companies to court: several bestselling authors (with George R. R. Martin

UMPG, Concord, and Abkeo allege that AT company Anthropic has infringed on
yrics from the publishers' songs

and John Grisham among them) have been suing OpenAl for copyright

ey ™

'~ VERSAL MUS|c .
Y __‘)".wl‘

infringement since August 2023.1 In December 2023, The New York Times
sued OpenAl and Microsoft, accusing the companies of infringing on its
copyrights by using millions of its articles to train Al technologies like the
ChatGPT chatbot?

The Times Sues OpenAl and Microsoft
Over A.I. Use of Copyrighted Work

Millions of articles from The New York Times were used to train
chatbots that now compete with it, the lawsuit said.

Bowetmde S [ Qum

One of the first lawsuits in the music sector, filed in October 2023, is

Universal Music Publishing Group, Concord, andAbkco against Anthropic,

an Amazon-backed Al company, and its Alassistant service Claude. The

t hree publishersé claims for relief incl
contributory infringement, vicarious infringement, and removal or

alteration of copyright management information. The plaintiffs are seeking

as much as $150,000 per work infringed?

VARIEL Y

Tech Global

wnlOME > DIGITAL > NEWS
je | 17 Top Author
Jper Alleging ChatGPT Steals Their Wo
‘We Are Here to Fight’

By Todd Spangler VvV

GOLDMEDIA Source!Statementofclamé Chabon et &023);2@rynbapre andMagd (2023);3 Millman (2023). 91



https://dockets.justia.com/docket/california/candce/3:2023cv04625/417988
https://www.nytimes.com/2023/12/27/business/media/new-york-times-open-ai-microsoft-lawsuit.html
https://www.rollingstone.com/music/music-news/umg-concord-abkco-sue-anthropic-ai-company-copyright-infringement-1234856761/

TOWARDS A FAIR
REMUNERATION
MECHANISM

GOLDMEDIA Source! Senftleben(2023).

With regard to the practical implementation of remuneration mechanisms,
there are two different reference points.

On the one hand, it is conceivable to impose an obligation to pay

remuneration at the stage of Al training (input dimension) . 6 Ar guabl vy,
human authors should be compensated for the use of their works in Al

training procedures, since the machine cannot produce results resembling

human literary and artistic works unless it has had the opportunity to analyse
human cr¥eations. ¢

On the other hand, remuneration could focus on the offer of generative -Al
products and services in the marketplace (output dimension) . Various
licensing systems are conceivable for implementing the remuneration claims
on the output level. While the obvious solution would be a licensing model in
the form of having to distribute a share of their net revenues to the rights
holders, it could also be considered to set up a (statutory) remuneration
schemeinstead of (or in combination with) a licensing model.
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https://link.springer.com/article/10.1007/s40319-023-01399-4

0OTo train their model s;Aldysteensaep er at
dependent on the use of enormous quantities of copyright

protected works and services: on the one hand, because the

1° % cultural knowledge they represent is indispensable for them and,

on the other hand, because the systems suffer damage if they are

not trained with human -generated content, but with Ak

generated content.

The operators will have to make us offers as to how they intend

to involve us in the value creation that takes place, which they

would not be able to achieve without utilising our works and

services. As long as they pay for electricity, water, processors and
management salaries, this should b

Matthias Hornschuh
Film composer

Photo: © Mario Giordano
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DEEPFAKESAND VOICE CLONING HAVE BECOME A TOP

PRIORITY CONCERN IN THE MUSIC INDUSTRY

IFPI GLOBAL NUSIC REPORT 2023 - STATE OF THE INDUSTAY | 37

36 IFPIGLOBAL MUSIC REPORT 2023 - STATE OF THE INDUSTRY

ARTIFIGIAL INTELLIGENGE:
DEFINING ITS PLAGE IN MUSIG

One area of opportunity that is still
being defined is artificial intelligence
(Al). Itis a subject that currentlysits at
the top of the mait da, in

“Ultimately, we are on the side of
artistsand their music. Our focusison

works are used totrainAl, thenyou're
going to see the world’s creative

building their ind supporting

the authenti

culture and technology.

Dennis Kooker weighs things up:
“We're supportive of uses of Al
where it can help us to work smarter.
for example. in helping us to support
artists in analysingand understanding
fan engagement trends. This is where
Al is already a key component to the

business and

‘to make with their fans.”

Michael Nash continues in a similar
wvein, "Al brings significant innovation
potential for ourartists. It can be used
to help us identify new audiences
for our artists in different markets
around the world. enhance the
quality of music experiences interms

I
play yp

role.

“But there are other applications of
Althat increasingly seem oppositional
to the essential human factor at the
core of artistry and originality that
makes music so incredibly unique and
beautiful.

Ultimately, we are on the
side of artists and their
music. Our focus is on
building their careers

and supporting the
authentic connections
they want to make with
their fans.”

DENNIS KOOKER

President, Global Digital Business,
Sony Husic Entertainment

“In particular we have serious
concerns about the potential for
Al-synthesized voice technology
to be used at scale to cover songs
and attempt to replace artists. This
is something that we need to watch
very closely.

of ive sound and it can help
really optimise technical aspects of
audio production too.

“However, when you're talking about
generativeAl, there’s areal significant
risk for the entire creative community.
We're talking about upholding the
rights and interest of artists here.
and about a threat to the community
across categories.

“Most of these Al systems acquire
the essential base of knowledge from
which they develop their ‘own’ IP by
essentially training on vast quantities
of copyrighted content. And they're
not providing any compensation
to the people who produce that
indispensable source material.

“The bottom line is, a lot of Al
developers are just ignoring the
ethics of ingesting the creative work
of others, or they're simply justifying
it with what we view as a dangerous
distortion of the idea of fair use. that
is absolutely not going to hold up.

“We're really excited about all the
innovative ways that Al developers
who respect artistry are moving
culture and the industry forward.
There’s an incredible opportunity
there. But unless creators
are respected and properly
compensated when and if their

p ially suffering a
lot of damage in the evolution of
generative Al.

We're really excited
about all the innovative
ways that Al developers

who respect artistry are
moving culture and the
industry forward.”

MICHAEL NASH
EVP, Chief Digital Officer,
Universal Music Group

"l would put that at the top of a list
of industry issues because we need
people to understand what's going
on right now. We need to work very
hard to define new models so that
we can enable generative Al without
looking away from what is essentially
going to be wholesale hijacking of
the intellectual property of the
entire creative community.” ¢

GOLDMEDIA SourcelEPI Global Music Reporf2023), p. 36.

Generative Al is also a top priority for music labels:

0l woul d

we need
need to work very hard to define new models so that we can
enable generative Al without looking away from what will

essentially be a wholesale theft of intellectual property from the
reative

ent i

r e C

put this at the top

peopl e

to under stand

community,o

Digital Officer, Universal Music Group.

On the one hand, the potential of Al in connection with
marketing and target group identification as well as technical
production is emphasised. On the other hand, the music
industry sees serious dangers, including in the area of voice

cloning:

6 We

and

have

atte

serious
synthesisedvoice technology to be used at scale to cover songs

mpt to

Sony Music Entertainment.

concer ns

of t he
what 06¢

says Mi

about t h e

r e p | &aoker, Rresitlentoft s , 0 s &

95


https://www.ifpi.org/wp-content/uploads/2020/03/Global_Music_Report_2023_State_of_the_Industry.pdf

CASEAHEART ON MY SLEEVEDOG

Ehe New Pork Times On 4 April 2023, O6Heart on My Sleevebo

TikTok user ghostwriter977, with deepfake Algenerated vocals made to
sound like Canadian musicians Drake and TheNeeknd, was selfreleased
on TikTok, YouTube and various streaming platforms. It reached 15 million
Ao T Tt of Biibe Drabie? aivd The views on TikTok alone and 600,000 streams on Spotify.

@]
Q

The A.l. Race > How ItBegan  Key Figuresin the Field  One Year of ChatGPT  Regulating A.l.  Inside OpenAl’s Crisis

Weeknd’ Rattles the Music World On 17 April it was taken down for 6inffri

A track like “Heart on My Sleeve,” which went viral before being

taken down by streaming services this week, may be a novelty for generative Alo by Universal Music Groufp.
now. But the legal and creative questions it raises are here to stay. UMG t ol d Bill boar d magaz ine t hat t he vl ¢
rym—N N e platforms have a fundamental legal and ethical responsibility to prevent
the use of their services in ways that] h
This viral case sparked public awarenejfss
the perils of deepfakes and voice cloning. Debates around
responsibilities, copyright and artist]so

major concern for the music industry.

Labels hope that fans will continue to prize the work of artists, including the real
Drake, above that of A.L-generated imitations. Adam Riding for The New York Times
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https://www.nytimes.com/2023/04/19/arts/music/ai-drake-the-weeknd-fake.html
https://www.theguardian.com/music/2023/apr/18/ai-song-featuring-fake-drake-and-weeknd-vocals-pulled-from-streaming-services

CASE'GRIMES Electronic Pop star Grimes encourages her fans to create Al songs with
her voice and announces that she would split the revenue for such a song

50/50. This is more or less the same deal as a collaboration with another
6real 6 artist. She also wrote that evejry
voice without being penalised, as she has no label and no legal
obligations to anyone. According to her, she likes the idea of merging
with a machine, treating art like open source and deliberately eliminating
copyrights.

With her tool Elf.Tech users have the option of either uploading audio or
recording directly through the app. They will then receive the output of
the file with the pop star és voice ins|te
secondary or featured artist in any music made using the software in
exchange for 50% of royalty splits on the master recording.

Elf. Techoffers distribution through its platform, but artists can also self -
distribute or release through a label.
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