Secret Mixing Notes

07/02/11

Converting from ProTools 8 = 6.9 so Tony could use his setup

Took 30 mins at least to sort!

Phase alignment of the drums

Renaming and colour coding for ease of navigation

Started with Kick EQ - group kicks

Kick mics were set in, out and sub to get best overall rounded
sound (total representation of the drum)

Use of transient design which expands and sustains to suit the
track

26Hz down was removed and a bit of middle from overall
group kick and added compression

Overheads and room mics were done next. Panning when
recording was done to audience perspective so we decided to
keep the mix the same. EQ to remove sub and some mid after
putting onto stereo channels because the gains were perfectly
set

When recording the drums Kris gave plenty of options for
editing and mixing

Snares next along with hi hat. Top and bottom were aligned
earlier. Hi pass again at 125Hz to combat proximity effect.
When EQing Tony kept checking with the ambient mic and
also had to align the overheads to match the snare. To fattens
the overall sound and adds definition

The talkback and S10 mono overhead mic was not used
because it didn't really add to the mix. They were options
worth having the choice of but best to have and not need than
need and not have

Ride with high pass (125Hz)

Drums are the hardest part to mix and is worth spending time
‘colouring’ each part and finding their space together finding
the most natural sound you can

Toms - Bleed will be left in for added benefit since they have
been aligned. High pass again and mid removal at about
500Hz. Low pass as well at 6KHz (0.75Q)

All sent to a stereo group and overall EQ was done apart from
the ambient mics which were left direct coz they are to be
treated separately to the others. Very slight mid removal from
group drums. Small amount of compression to ‘round’ the
sound.

Rim shots may need to be automated to make them stand out
more in the song mix...

Tony is impressed with the standard of the recording,, I am
happy about this too ©



Smash track = parallel compression on pre-fade. Gives body
and balls (purple audio compression)

Bass guitar — amp sounds a bit ‘nasaly’. DI was recorded too
so they will be aligned and EQ'd. Summed together and
compressed together to then duck to the kick drum. Low pass
to get rid of flappyness (27Hz)

Guitar - panned both mics 10 - 2 to give width. DI wasn't
used. Phase alignment was checked and was perfect! EQ is
not required at this moment as it was recorded great through
great amp and the pickups used were nice too. Summed and
compressed slightly. Automation will be required too.

Violin - deleted silences between. Picked the best takes and
copied them to replace any minor bad takes. Reverb was
taken from the ambient recording

Bouncing a version with mixing done so far (no vocals or
acoustic) Will continue on Weds. Work on comping the vocals
and mixing the acoustic



