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FOREWORD

Impatience and blind desire will rarely be the qualities that lead to success. This is
especially true when it comes to the particularly complicated record and music-
making process. If you want to give shape to your creative ideas, you need a steady
hand and knowledge.

We have been working with leading industry professionals for more than a decade and
in this book we've compiled advice from our best partners, experienced, award-
winning sound engineers and producers, thus revealing tried and true methods of
achieving the desired results in the studio.

To become a professional, one has to understand that success in the recording studio
should always translate into success in the business arena. To help you achieve this,
we have dedicated a large part of this book to the ins and outs of building a
functioning and profitable sound recording studio.

We also dive deeper into all stages of record-making — from setting up your
microphone to polishing the final mix as well as the psychology and human aspect of it
all. Those who are just starting out will find this to be the perfect source of
comprehensible advice and inspiration. Seasoned professionals will learn a trick or
two as well.

Here in JZ Microphones we believe that knowledge should be shared as often as
possible. We dedicate this book to everyone who is pursuing their dreams in music
business.

“Please know that money, connections or luck alone does not guarantee
success. There once was a green field where our factory now stands. It
became clear to me a couple of years ago, that back then our most valuable
assets were curiosity, dedication and sense of adventure,”

JZ Microphones founder Juris Zarins (1952 - 2017)




CHAPTER 1

STARTING OUT




1.1

How To Start As A Newbie

So you want to start producing and recording audio but you're unsure of what to buy
and where to start. That's fine, as taking the plunge into the recording world can be
very confusing and expensive.

The internet forums may have you fooled into thinking that you need a specific piece
of gear or a specific DAW to be able to do great work, which is all false, of course.

Here are a couple of pointers to get you set up and recording in no time.
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PICK A DAW AND GO WITH IT

DAW or Digital Audio Workstation is the main way you’ll interface with your
recordings and you’ll spend most of your time looking at it and mixing in it, so
obviously this is a tough choice.

Whatever the discussions on the internet may be, there is no “ultimate” DAW - every
major DAW is just as powerful and feature-rich as the next one. Whichever you choose
will serve you well if you learn to use it effectively. Pro Tools, Cubase, Logic, Studio
One and Reaper are all incredibly feature-rich systems and all will be a good choice.

To find out which DAW you might like the best, just download a trial version and
check it out. Pick whichever looks the best or logical to you (no pun intended) and just
learn it well. DAWs have no sound of their own, no matter what the myths are. Every
DAW will also come loaded with a selection of plugins which will cover all your basic
needs, so you don't have to worry about getting a bunch of expensive plugins from the
get-go.

GET THE BEST AUDIO INTERFACE YOU CAN

A good quality converter will make your life easier, as the recorded audio will be of
higher quality, your drivers will be more stable and you will get much lower latency
which will come in handy when monitoring.

Be realistic when choosing your hardware. If you're not going to record a full drum Kkit,
you generally won't need more than two inputs. In this case it makes sense to buy an
interface that has two really good channels instead of buying a crappy interface with
eight to twenty channels for the same price. Universal Audio, Apogee, RME and
Audient make some excellent 2-channel hardware that you can check out. These will
cover 90% of your needs every day.

GET A GOOD ALL-AROUND MIC

When starting out, you'll probably want a microphone that's suitable for recording a
wide range of sources, from vocals and acoustic instruments, to guitar cabinets and
possibly, even drums.
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Considering your budget you’ll probably
have two good choices - on the lower end
of the budget spectrum you will have a
dynamic mic, something like a Shure
SM57, which can be used on almost
everything with predictable and acceptable
results, but it probably won't sound stellar.

On the other side you’ll have an entry level

large diaphragm condenser mic that will
handle all of these tasks with much more
finesse and polish.

Condensers will generally be a little more
expensive, but it's worth it, especially if

that's the only mic you will have for a
while. A great choice to check out would be
the V11 from JZ Microphones - it's an
excellent all-rounder for a great price. JZ Microphones Vi1

TREAT YOUR ROOM

It may sound a little overwhelming at the beginning, but take a few hours to
investigate the basic principles of room acoustics and either get or make a few
rockwool/fiberglass panels and set them up at your primary reflection points.

These panels come out very cheap if you decide to make them on your own. The
internet is full of DIY guides to make panels for all budgets, so you'll be covered.
Google “DIY acoustic panels” to find tons of plans, ideas and set up instructions as
well.

Don't just get slabs of foam to minimize reflections - foam will absorb only the high
frequencies and leave you with a weird sounding dead yet resonant room, which will
be even harder to record and mix in, as the reverb times will be very different for
certain frequencies.
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Once you have a few panels set up, you can move them around to hear what sounds
best. Start with the primary reflection points and corners though. Primary reflection
points can be found easily with a mirror. Sit in your mixing position and have a friend
move along the walls with a mirror. Anywhere you can see your speakers in the
mirror, you have a reflection point that should be treated.

DO SOME WORK FOR FREE

Once you've got your basic setup in place, make a few recordings to showcase what
you can offer to people.

If you play music yourself, record a couple of demos and make them sound as good as
you can, so that you can start building a portfolio. The best thing about working on
your own stuff is that you can scratch the song and start another one, if the first one
doesn't sound good.

Once you feel confident enough to work with others, offer to do a few tracks for free or
for very cheap. Choose good musicians though, because the recordings will sound
vastly better if the players are great. Do the best you can and you'll be well on your way
to building your name as a producer.

JOIN ONLINE FORUMS AND EDUCATIONAL ACADEMIES

There are a lot of very good educational resources on the internet where you can learn
from the top producers of the world for not that much money. Most of these services
offer subscriptions that start at 20 to 40 dollars a month, which is nothing compared
to a recording school fee.

Most of these services also offer forums where you can get answers to all of the
questions you may have coming up.

Don't get discouraged if your progress seems slower than you would like, as this really
takes time and dedication. Just keep grinding and you'll definitely succeed. Just like in
the saying - 80 percent of success is just showing up!



Setting Up Your First Studio

It's a well-known cliche that a thousand-mile journey starts with one step, but there’s
no denying the hard truth in that statement. It basically applies to anything in life, as
you can't really take shortcuts to your own future.

Every studio starts in a basement or in a bedroom, every producer starts by making
music that doesn't sound all that great and that's all great - it's never been a better
time to start making music than now. The amount of information is growing by the
day and gear is getting more and more accessible by anyone.

Here are the basic essentials you'll need to take your first steps into working in the
music industry.
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COMPUTER

The core of any modern production workstation is a computer - it replaces the old
tape deck, mixing console and racks and racks of gear.

If you're reading this then you probably own a computer and it's probably powerful
enough to handle at least a light session with a couple of tracks and plugins.

If you're setting out to buy a computer, you'll need to set your priorities straight to
make the best of your resources. The key factors when buying a computer are budget,
portability and power. Everyone has their own specific needs for their situation, so
there isn't a one size fits all answer. Here are a couple of ideas.

If you need maximum power for minimal money and don't need the machine to be
portable, get either a really decked out PC with parts from the previous generation or
simply get a used one.

The same goes for macs - getting a used classic aluminum tower mac is not such a bad
idea - they were monsters when they were new and audio software hasn't gotten that
much more power thirsty since then.

If you want to get a new one, look at the refurbished macs - a nice refurb iMac will give
you ample power in conjunction with an awesome display.

If you need a portable rig that's powerful, be prepared to spend quite a bit. When it
comes to the higher end laptops, price differences between PCs and Macs tend to get
less significant, so pick the one you like and go. The minute differences in the specs
won't be very important once you get up there in the premium segment.

If a cheaper laptop is what you're looking for, go either with an older non-retina
MacBook pro with higher specs or get a more modern PC laptop. MacBook Airs and
12” MacBooks are simply not worth their price, as while being very nice little devices,
they don't have a lot to offer when it comes to crunching numbers.

It has to be said, though, that most mid-level computers from the last 5 years are
generally good enough to work on.

10
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Audio isn’t the heaviest of workloads, especially if you're not using a lot of virtual
instruments that like to chew up RAM. Speaking of which, 8 GB of RAM is probably
the least amount you'll need to be able to run most things smoothly. The more the
better! Getting an SSD drive for your system will also speed up your workflow
dramatically. It's the best thing you can do to make your computer much more
responsive.

DIGITAL AUDIO WORKSTATION

Choosing a DAW and learning it is an inevitable step in this whole journey. It's like a
language - the more you know, the easier your life will be in many different situations.

While all DAWSs sound the same, you need to choose one and go. The trick is to choose
one and learn it inside out so that you are not limited by your knowledge of how to
operate the system.

If you don't really care about paying a lot to get a premium DAW, go with Reaper - it's
free (or very cheap if you want to buy it when you're starting to make money) and as
capable as any other DAW out there. If you want to be able to go to any world-class
studio and work with huge consoles, learn ProTools - it’s still sort of the industry
standard because of its tight integration with large studios that need to manage high
track counts.

If you want something more modern and sleek with an “in the box” approach, check
out Cubase, Logic (Mac only) and Studio One - these are some of the most capable
DAWSs out there with tons of included instruments, loops and sounds to help you start
creating within seconds of opening a project.

AUDIO INTERFACE

This will be the main thing your audio goes through every time you play something
back or record. Aside from recording drums, almost everything you do will not require
more than two channels at once - guitars, bass, vocals, percussion are all things that
fall under this category. In this case it makes sense to buy a good two channel
interface that will have far better preamps and converters than a similarly priced eight
channel unit.

11
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Usually the higher end small interfaces also will have the option to add an additional
converter to expand its input count by at least eight more if you need to track drums.
In this case make sure to plug your overhead mics in the highest quality interface, as
those will make use of the extra clarity the most.

A good money saving tip is to buy the best interface you can afford and expand it with
a cheaper unit via ADAT, if you have to cut corners. Plug your main tracks into the
better preamps and use the cheaper ones for utility tracks - triggers, extra room tracks
and mics you'll replace or supplement with samples anyway.

Getting a modern USB or Thunderbolt interface will serve you well, and most brands
will provide you with a good enough product that will do everything you need. If
you're looking for a higher quality interface that will serve you for years and years to
come, check out RME, Universal Audio and Audient - they all have stellar reputation,
great build quality and bulletproof drivers.

Don't get a very old interface if you're buying it used, as most likely you'll run into
driver support issues at some point which will render the unit virtually useless.

MONITORING

In order to make good
decisions on what you're
doing, you'll need a set of
monitors or headphones.

Of course, it's always best to
get the highest end gear
possible, but not always will
you have the opportunity to do
that - no matter what monitors
you have or buy, setting them
up properly is the key to
success.
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The old equilateral triangle trick is quite useful when setting up speakers. The idea is
to set them up in such a way that the two speakers and your head in the listening
position create an equilateral triangle (all sides are equally long). This will ensure that
you're sitting in the recommended position and that the positioning is somewhat close
to even.

If you have the space to do so, leave a little space between the back of the speakers and
the wall for improved frequency response - a couple of feet will go a long way.

If you don't have the option of using speakers for production and mixing, you can use
headphones. For mixing you'll probably want a good pair of open back headphones
with a relatively flat frequency response. The usual choices are Sennheiser HD600,
Beyerdynamic DT880 and AKG K240 - neither of them are cheap, but they’ll sound
good enough to let you make good decisions.

ROOM TREATMENT

Having a ringy room that's so reflective that your mixes don't translate to the real
world is a real pain. Having at least some acoustic treatment in the first reflection
points will help you clean up the room very much. You can order pre-made rockwool
panels to hang on your walls for the same amount of money you would spend on a
pack of not very effective acoustic foam.

If you're especially handy and have the tools, you can make your own panels by
building a wooden frame to the size of a rockwool piece, throwing the rockwool into
the frame and wrapping it in a breathable fabric - this will have the same efficiency of
the pre-made panels but at a fraction of the cost. There are many tutorials online
detailing every step of the process.

MICROPHONES

Once you have everything ready for sound output, there's only one thing missing - a
microphone. If you're buying your first microphone and you want it to be as versatile
as possible, consider getting a large diaphragm condenser mic, as it’ll provide you with
great detail, clarity and precision.

13
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JZ microphones V11 would be an excellent choice for your first mic, with it sounding
great on acoustic instruments, vocals, amplifiers and just about anywhere else. Don't
forget to use a pop-filter when recording vocals to prevent the bursts of air created by
plosives from distorting the sound when they hit the capsule.

Once you've bought a good all-around mic, it never hurts to get one of the good old
studio classics - Shure SM57 or SM7B. These dynamic mics will sound good on
everything, especially instruments, offering a different tonal flavor that can make your
recordings sound more diverse. They are also extremely reliable and durable - there's
a saying that you can hammer nails with an SM57 without it breaking.

OUTBOARD GEAR

Let's just get this out of the way - plugins have finally evolved to the point that they
can fully replace outboard gear most of the time, but they don't have that sexy vibe
and look that a real unit in a rack has. Outboard gear is a great way to add some
analog warmth to your tracks, not to mention the client appeasement factor.

When buying outboard gear, first try to get something that can be used on a large
variety of tracks, to maximize the bang for the buck ratio - something like a good pair
of preamps would be a nice addition to your choice of tonal options, as you can track
literally everything through them.

A good bus compressor can also add a dimension of movement to your mixes, even
though it may have an arguably lesser effect on the overall tone.

500-series lunchbox racks are probably the most cost-effective way to get a nice set of
outboard units. These racks are compact, they provide a unified power supply for all of
the units and they are way cheaper than their full sized alternatives.

Sure, there are people that say that this format does not sound as good, but there is no
evidence that any of their claims are true. These units are cheaper because they’ve no
power supply and therefore many regulations don't apply to them, which makes them
cheaper to manufacture.

14
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PLUGINS

Plugins are a very tricky thing - they try to convince you that they can solve problems
you didn't even know existed. Since there are so many plugin developers nowadays,
their products are mostly different interpretations of the same basic concepts. Do your
research and make a list of what you really need, so you don't end up buying basically
the same thing twice.

Check for deals online - usually plugin manufacturers have sales going on every few
months, with prices dropping as low as to a third of the original price. There are
websites for checking these deals, so keep your eyes peeled. Usually it's wise to wait
for deals to come up, unless it's something super important that you just have to get
immediately.

Plugin subscriptions are also a great way to get a huge amount of software without
spending a fortune. More and more manufacturers are offering subscription plans
with prices starting from 10 dollars a month, which also includes instant access to
every new plugin that comes out. The other great thing about subscriptions is the
ability to cancel and re-subscribe anytime you like. This way you can really take the
guesswork out of what a certain plugin will do or sound like before buying it.

BUYING USED GEAR

Buying used gear is an excellent way to acquire nice stuff for a fraction of the sticker
price at a music store. First of all, you have to know what you're looking for to get the
best deals on it. Do the homework and find out everything you need to know about the
piece of gear that you want to buy.

For example, know what to look for to spot a cheap knock-off - this will save you a lot
of grief. Popular microphones are often getting “cloned” in China and sold for very
cheap. A Shure SM57 is one of the most popular mics in this regard.

Still, there are things that will give away the fake gear, so be sure to know as much as
you can. Find out what the weak points of the gear are, so that you can check those
first when you meet up with the person selling it. Once again - the more you know, the
better.

15
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Even when buying gear, your social skills are very important. Sure, you need to have
your technical knowledge down, but when you're trying to get the best price in town,
you have to earn it.

When negotiating a deal, be very, very respectful and reasonable. Don't low-ball the
seller, just make a fair offer based on the condition of the gear, how “hot” it is and how
long it has been listed for - the longer the seller has been trying to sell it, the more
likely he will give you a better deal.

There will be times when the seller will not accept your offer and you should respect
that as well. You have better chances of negotiating a deal if you are a nice, open
person.

CUT THE CRAP

It might sound a little harsh, but such is reality - we spend way too much money on
basically useless crap that we could easily live without and, arguably, even have a
better life without. Chocolate bars, pizza slices, drinks and smokes are just the tip of
the iceberg.

Try an experiment - put together how much money you spend on non-essential things
during a one month period - you'll be surprised how much these small, seemingly
cheap things add up. It will probably be well into the three figures a month. Don't
multiply that by a year if you don't want to cry.

Those things that you feel you can't afford are actually being stolen from you by your
everyday habits of living a comfortable life. This is a win-win situation, as you'll live a
healthier life and will be able to buy more stuff that makes your mixes sound
slamming!

16
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The Recording Studio Toolbox

As recording engineers, we need to make sure that our sessions run smoothly, which

means taking care of a lot of tiny technical issues, many of which you won't see coming
sometimes.

Here are a couple of things that are nice to have around in the studio to save yourself
from losing time and creative flow.
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PAINTER’S TAPE

This is one of the most important things to have, as it has so many uses in the studio.
Painter's tape is cheap, easy to apply, easy to remove and it leaves virtually no residue
so there's no risk of damaging whatever you stick it on.

First of all, it's useful for marking channels on a console, settings on a processor or an
amp that you need to write on. Even though consoles have a special strip for writing
down notes, they generally are hard to clean and wear down over time. This is where
tape comes in - stick a strip on the unit and write on that - this will make your life way
easier. Tape strips can be easily removed and even reapplied, if necessary.

Painter's tape is also very useful for muting any loose strings on a guitar to eliminate
any unnecessary ringing that can occur when playing hard staccato parts. Tape off the
headstock strings (behind the nut) and the tailpiece if you have a tune-o-matic style
bridge, and you will immediately hear the difference. The guitar will sound way
cleaner and there will be no annoying atonal ringing poking through your takes.

If you need to mark off microphone positions on cabinets or microphone stand
placements on the floor, tape is your friend once again. Marking mic positions is a
very easy way to ensure that everything stays in place even if someone bumps into the
mic stands.

ALLEN KEY SETS

Often times there will be musicians that have not taken their instruments into the
shop for a professional setup before recording. This is where everything can go south,
as guitars with buzzing frets and unhealthy neck angles can really ruin a recording
session.

In order to save the day, get two sets of allen keys - metric and imperial - and learn at
least the basics of setting up guitars. The two sets of keys will help you tackle every
situation with ease and you won't damage any truss rods or strip out anything. Before
you start the adjustments, find out which type of keys the instrument was designed
for.

18
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Usually, USA-made guitars and basses will use imperial keys, while European and
Asian-made guitars will use metric keys. Using the wrong key can strip out the
adjustment screws, so be careful.

Allen keys will also come in handy for adjusting guitars with a floating tremolo bridge,
and they are also very useful for drums. Musicians will often forget to take these
things to the studio, so be prepared.

SPARE GUITAR STRINGS AND DRUM HEADS

Nothing kills the recording vibe more than having to stop mid-take and run out to the
music store for spare strings and drum heads if they break (and they will).

Always try to have musicians bring a few extra packs of strings and drum heads with
them, but keep in mind that they also may not. Buy a couple of guitar string packs in
the most popular gauges, and also get a pack of bass strings. If they manage to break
some strings, you'll at least have a few packs in stock to sell them and save a lot of
time.

Drum heads are a little more tricky, as there can be many different sizes of drums. If
you don't want to buy a head of each size, at least get a 13 and 14-inch head for the
snare drum, as the snare gets hit the most. It never hurts to keep a few extra kick
drum heads as well, as they can go out pretty fast with a powerful drummer, especially
if they use hard beaters on their pedals.

MOON GEL

Moon gel is a very cheap and vastly useful drum muffling tool that comes in a pack of
five to six little pieces of clear, sticky material. Moon gels are a way more efficient
muffling devices than anything else, as they are way more flexible than, say, a muffling
ring or duct tape. Muffling rings are simply an on/off solution without anything in
between - you either have the full effect or you have none.

The same goes for duct tape - yes, you can apply varying amounts of it, but it is hard to
remove and it often leaves sticky residue that can have a negative impact on the way
the drum head resonates.

19
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With moon gel, you can apply any amount of muffling you need. If the gel is too
effective, just move it to the side of the head. If you need to muffle the drum more
evenly, have a few pieces spread across the rim or the drum. You can cut the gel up in
smaller pieces and get even more precise control over the amount of muffling.

These little gels are also effective for muffling ride cymbals, if you find that you get one
that's a little too prominent.

Keep in mind that muffling is not a substitute for a badly tuned drum or a new head.
Tune the drum to the best of your ability and only then apply muffling.

CABLE TIES AND DUCT TAPE

Sometimes you just need to fix or reinforce something. Everyone knows that duct tape
is the ultimate solution for most cases, and what can't be fixed with duct tape, can be
fixed with cable ties.

These wonderful things are cheap and widely available, so there is no excuse not to get
a roll of tape and a few different sizes of cable ties.

From fixing up mic stands that are on their way out to hanging up acoustic panels
around the studio, you will find countless cases where these things will literally save
your life and not let a few technical difficulties to ruin your recording session.

The recording studio toolbox can be put together for less than 50 bucks or euros, if
you don't count the guitar strings and drum heads. This is an excellent investment
that will definitely save your back on more than a few occasions. There's no better
feeling than saying “I've got this” when things go sour.

20
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1.4

Common Myths In Modern

Audio Production

The world of modern audio production is a magical place - there are endless resources
of audio related information, but this also means that a part of that information may
not actually be valid advice or may not be true at all.

Here are a couple of popular misconceptions that seem to be floating around as
general knowledge.

21
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YOU NEED EXPENSIVE GEAR TO MAKE GREAT SOUNDING RECORDS

This is one area where many people get confused - it seems that all those shiny pieces
of expensive gear do have a magical sound to them and they are exactly what's missing
in your setup to get that polished sound.

More often than not, this is actually not true at all - you'd be surprised how many
modern mixers work in the box without any outboard gear at all. Sure, you need to get
your basic equipment straight, such as your computer and your monitors, but you can
definitely do without that fancy 1176 or Distressor unit.

Would that gear be nice and exciting to use in your mixes? Definitely. Would it make a
mediocre mix sound perfect? Definitely not. The most invaluable piece of gear you
need is the one you already have - your ears. If your mixes are not sounding
professional enough, it's probably you, as much as it sucks to acknowledge it.

SOME DAWS SOUND BETTER THAN OTHERS

The internet is full of arguments about some DAWSs being better than others and even
that they don't sound the same. While not all DAWs are created equal, they generally
have no “sound” of their own, so it does not matter if you're using Reaper, Mixcratft,
Pro Tools or something else.

Sure, each system might have a different workflow that may eventually lead to
different different sounding mixes, but that can not be defined as the DAW itself
sounding better or worse.

The most important thing is to pick a DAW of your choice and just learn it inside and
out. Knowing all necessary functions and using it to it's full potential is what will get
you the best sound.

A well mixed song in Reaper will beat a poor Pro Tools mix any day. Don't get

discouraged if you are using anything other than one of the major workstations - think
of it as just a host for your audio files.

22
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YOU CAN FIX IN THE MIX

With technology getting more powerful, it's increasingly easy and tempting to take a
mediocre or weak performance and edit it to achieve an acceptable take. Sometimes
it's a useful way of getting that extra 5% out of the performance, but usually it just
makes us lazy and more ignorant.

Yes, you can edit drums to be perfectly on time, you can edit vocals to be perfectly in
tune, but you can't edit power and emotion into the performance. A part of what
makes people react more to the older recordings is the actual human element -
masterfully played and greatly recorded takes with small human “flaws” in them.

Keep in mind that every bit of processing you do to an audio file is going to affect the
tone. Pitch correction software has a certain sonic character that can be identifiable
with trained ears.

Even though the older recordings do have flaws, they still tried to record the takes as
cleanly as possible - today we should still try to do the same. The tools that we use to
fix things should really be viewed as the last solution to get that extra few percent and
make the artist sound still like him, just on his best day ever. The software gives you
great powers, don't abuse them!

YOU CAN ONLY MIX ON HEADPHONES

With so many of us doing work form our laptops, it's inevitable that we will mix on
headphones from time to time. While this is an excellent way of monitoring fine
details and the super low frequencies that are out of a normal speaker's range,
headphones do have their limitations - they lack the natural cross-talk that a speaker
system has and the stereo image becomes very separated.

While there successful engineers that do a lot of their work on headphones, they also
use speakers. The more sources you can reference the mix on, the better.

Most of the time amateur mixes that are done on headphones don't translate very well
in the real world and it's quite easy to spot which mix has been done this way.
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1.4 Common Myths In Modern Audio Production

PARALLEL PROCESSING IS THE KEY TO SUCCESS

This is one of the most
talked about topics today
in the online recording
community. Parallel
compression seems to be
the go-to answer for all
the mixing problems we
seem to face every day.

Do your drums not
sound good? Probably
need some parallel

compression, bro.. Does

your vocal track sound weak? It's because you don't have parallel compression, man..
This happens every day online, without even knowing what kind of problems the
mixer is having.

While parallel processing might get you that extra punch and sustain for your drums,
it should not be viewed as a magical solution that fixes bad mixes, because it really
doesn't.

Think of it this way - if your drums sound bad, parallel compression will only smear
the bad tones and make them more apparent when crushed and mixed back with the
original drums.

By no means is parallel compression a bad tool. It's an excellent tool for the right job,
but it's still just a tool, like EQ, volume and regular compression. You should have a
clear vision in mind why you need to use the tool to get the best results, not just use
them because they sound cool and are trending at the moment.



CHAPTER 2

RECORDING




2.1

Good Recording Session Habits

Recording music is a creative process that needs to flow dynamically and naturally for
the musicians to feel and perform well. Nothing kills the recording vibe more than
having to stop the session and fix or check something that does not work just because
you didn't check it ahead of time.

Mic placement and traditional recording skills are the fundamentals that you need to
have down to be able to record audio well, but it pays to have good social skills, safe
backup systems and DAW proficiency in check. Most of these tips are very basic pieces
of advice that you can start using right away - the rest will come with experience.



2.1 Good Recording Session Habits

ARRIVE EARLY

This is super important - you should arrive at the studio before the musicians get there
for a couple of reasons.

First of all, you have to make sure that everything works and is set up as needed. This
includes getting all necessary gear out, running cables and setting up the session by
creating and routing all the necessary tracks. This will help avoid situations where
musicians are sitting and waiting on you while you click around in your DAW. The
band should not be paying to watch you do most of the prep work that could be done
ahead of time.

Arriving a little early also helps you to get into the mindset of recording. Playing a
couple of reference track to tune your ears to the style of sounds you’ll be recording
while you set up is a nice way to prepare for a session. If something has already been
recorded in a previous session, play it back and get familiar with the tracks for a
minute or two.

SET UP TRACKING TEMPLATES

Just think about it - how much time do you usually spend routing inputs to tracks,
tracks to buses, setting up which tracks are muted and which are linked together? It’s
a safe bet that it takes 5 to 15 minutes each time you start a session.

Now add that up over a course of a number of songs - for each four songs you record,
you lose an hour. An hour of plain dumb clicking in the DAW that could be spent any
other way. You could edit a few songs worth of audio during that time.

Tracking template is an easy solution to this problem - simply create an empty
session, route everything the way you like it, record a test pass to see that all is
working just fine and save the template.

It's also useful to set up the basic panning and polarity, like flipping the polarity of the
bottom snare mics and so on. You can also set up a basic gain structure to make sure
that everything you play back sounds already roughly balanced - the clients love it
when their stuff sounds nice from the get go.
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2.1 Good Recording Session Habits

You can also set up different tracking templates, such as drums, guitars, vocals and so
on, so that you can bring in only the tracks you need at the moment.

CONNECT WITH YOUR CLIENTS

Once you have booked studio time, have the client come over to the studio a couple
days earlier to check things out, talk over some details and just hang out - this way
you’ll get a feel for who they are and what you’ll have to do to become a part of the
team for the duration of the record.

If the artist or the band is very serious and calm, you’ll also need to be like them and
blend in to achieve the best connection. If they’re childish and joke around all the
time, you’ll also have to do that, as it’ll help you bond and become more of a unit.

When working on less intensive tasks, talk to your clients and get to know what they
like and don't like in music - this is an excellent way to get a sneak-peek into their own
music, as it’ll probably be influenced by what they like. For example, if the artist hates
auto-tuned vocals, he’ll probably not want to have his vocals auto-tuned and so on.

It's also good to know the group dynamic if you're working with a band. Get to know if
there’s a leader and also, if there’s a guy whose ideas get shot down. Keep all these
things in mind to be able to manage the session effectively and keep everybody happy.

Musicians are very dependent on the vibe of the room and the situation - make sure
that you provide the best possible circumstances for them. If you feel that a musician
is feeling hot, cold, tired or anything else, do what you can to fix it.

Take breaks when the musician needs them and don't push them too hard when
they’re not hitting the mark. No good can come from bullying a musician to perform
better - it won't help.

Try to find the best ways to communicate with them and encourage them to do better.
If a musician feels empowered, the performance will show it. This is especially
important if you find yourselves “stuck” - working on a part that just does not seem to
work or maybe the musicians can't play their parts for some strange reason.
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2.1 Good Recording Session Habits

Don't keep beating your head against a wall - just take a break, chill out and when you
come back, you'll probably work out the issue in no time.

Also consider taking a day off every so often. A single day off between six days of work
would be a minimum, so that everybody has a chance to cool off and catch up on their
life. No taking a day off will actually slow down the process, as everybody will get tired
and bog down.

EDIT AS YOU GO

This really takes time to practice, but try to make sure that your editing skills are up to
scratch for tracking as well. You’ll win if you'll be able to do blazing fast edits on the
recorded takes, as the musicians won't have to worry about you editing the session
later. Quick editing on the fly also looks really impressive from the client's perspective.

Editing on the fly is very effective for avoiding dodgy performances later down the
line. For example, recording a bass track on top of perfectly edited drums will
ultimately result in a better bass performance - now you’ll need to edit the bass less, as
it'll probably sound better than it would if it were played on top of drums that aren'