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Talk #1

	10 Music Production Tips For Beginners

	 

	Panning

	 

	Panning is the spread of a monophonic signal in a stereo sound system. This is crucial for making up correct stereo imaging. Panning adds space in a mix through placing the sounds a bit at the left or a bit at the right.

	 

	The most common mistake newbies make is to have all instruments playing in the very center. Only the kick and the bass should be positioned in the very center. All other sounds should be folding a bit at the right or a bit at the left. Especially drum-sets should never be in the middle. Imagine how a drum-set looks like; some hats are located to the right side and some to the left. You have to imprint the natural drum-set feeling on your mix by placing some hats a bit at the left and some a bit at the right. In that way you trick the human brain into thinking that the instrument is organic and not computer-generated.

	 

	Voluming

	 

	Balancing the volume of your sounds is a fundamental procedure for every mix. You need to keep all channels of your mix at a balanced level. EQ and compression, although extremely important, don’t help at all if your balance is out of whack.

	 

	A typical mistake young producers make is to have all sounds playing on the same volume level. You simply can’t have all your instruments at the same volume. You need to do what I call “scaled voluming”. Pushing up and down the faders and getting a balanced mix is essential. To put it very simply; some of your sounds must be playing less loudly while the loudness of others should be increased.

	 

	EQ-ing

	 

	Equalizing is the ability to boost or reduce the amplitude in specified frequency ranges. There are many different types of EQs in use today in many widely varying applications, but they basically all do the same thing.

	 

	Nobody can teach you how to EQ your sounds, it is a matter of experience. However if I can teach you 2 things, those are:

	 

	#1 If you have 2 sounds playing on the same frequencies, reduce the shared frequencies in one of the 2 instruments. If it doesn't sound good, reduce the shared frequencies of the other instrument.

	 

	#2 Add a spectrum analyzer on your master bus. If you have a gap somewhere, create a sound that plays in this gap or else on those frequencies. Your goal is to spread frequencies to the whole range that is detectable by human ears. Fill in the gaps with the missing frequencies and then your composition will sound FULL. But remember NOT to have many instruments playing on the same frequencies. If that happens, cut some of them out.

	 

	Environment

	 

	Listen to your mix in different sound sets. Try it with speakers, in cars, in clubs if possible, in home studios. This will grant you great expertise on how we absorb and listen to music and you can adjust your sound accordingly. It will be hugely important in training your hearing and will eventually add quality to your outputs. Remember that a good painter is one who can see well; who can notice the small details and recreate them on his paintings. The same applies to music production; the good producer is the one with good ears. He who can detect with his ears what others cannot and incorporate those details into his music. So train your ears in different sound systems.

	 

	Use Your New Self

	 

	Use your new ears by leaving gaps between studio sessions. The other big mistake new producers make is to rush, since they are in a hurry to show off their abilities. That is probably the biggest mistake you could make. Don’t rush. Take your time. Surprise everyone. There are literally a billion guys out there with a laptop making music. You are competing not only with them but with all the previous producers before them. Because, let’s say that you have created something good that has been created in the past by others, could it succeed today? It couldn't. The world always needs new music, new trends. You can adopt some influences from previous decades but still you need to adjust them according to the present trends.

	 

	The Factor Of Fortuity

	 

	Leave something to chance. Add random sounds. Be spontaneous. Don't plan everything. Music is alive. It is essential to include the factor of fortuity. Use random automations. Let your mouse cursor leaf through options. Adding random sounds and notes is something that will help you proceed when you don't know what else to do. You would be surprised if I told you that all the melodies that I have made, were made by chance, by accident. I pushed a few random notes that I liked and then continued to finalize it into a melody.

	 

	Less Is More

	 

	That which is less complicated is often more easily accepted and more appreciated. Simplicity is preferable to complexity. Brevity is more effective than verbosity. Simplicity and clarity lead to good sound design and development. By reducing your sounds you are actually making your sound more clear and thus more easy to listen to. Be careful here not to decrease your channels, I am talking about reducing the sounds playing together. Don't have multiple sounds playing simultaneously but have many sounds playing at different times!

	 

	Infinite Development

	 

	Nothing is ever over or finished. Probably the most important mistake that newbies make is this: They are in a hurry to release their new output and show to the world how good they are. The problem is that only the newbies are impressed. In order to impress the world you need to create something really extraordinary. Your output needs to be very special. So always try to improve it. You can always work more on it. Let it mature. Leave it for weeks, months. Forget about it and then work on it with new ears. It will then be like your alter ego hears your mix and tells you what he thinks of it. By using your own suggestions, from your new self, you can take your mix to the next level.

	 

	The Illusion of Modern Sound

	 

	In reality, there is no “advanced” or “old-school sound”. How we absorb Music is only subjective and based on trends and experience. Modern sound has nothing to do with the software or the hardware. All synths are built on the same principles. We can produce a track that sounds “modern” with the software that we had 15 years ago. So when you hear a song and you say "oh this sounds fresh", what you actually mean is, that it complies with the contemporary trends and production techniques.

	 

	For many years I used to think "Oh if I had those samples from Ace Ventura, I would create something similar.". “If I had the samples of Astrix, I would be on the same level.” That is totally not true. No matter if I gave you all the projects of Astrix in open DAW format, you would only be able to ruin them and not create something on his level. Because you lack experience. You lack all the steps that will get you from level zero to the level of Astrix. On the contrary, if you had the experience you would be able to create something spectacular without any ready-made sample or special software. In music production.. the studio, the samples, the acoustics, none of these matter. Only one thing matters; the expertise of the producer.

	 

	Respect Established Artists

	 

	My last tip for beginners: Everyone respects artists that he likes, but try to respect successful artists that you don't like too. It's a step to self-completion and higher awareness. Try to respect popular music that you don't personally like by realizing its value. I’ve been struggling to understand why some artists are so popular when they create such bad music. Their music literally sucks. It's bad from every technical or theoretical point of view. But those artists are famous for a reason. People like their music for a reason. You must understand that in the music industry your opinion or my opinion does not matter. What matters is the opinion of the masses. The opinion of the crowd. How much the big audience likes a track is important, not how much individuals like a track. So pay some respect to established artists that you don't like. It will help you experience music from a new perspective.

	 

	 

	 


Talk #2

	A Brief History Of Psytrance

	 

	Psychedelic Trance or Psytrance derives from the Greek word "psyche" which means soul and from the word “trance” which means ecstasy.

	 

	One of the very first terms used to describe the genre was “Goa trance”, because this music was first played in Goa India where the Hippies went on vacation during the 60’s and the 70’s. The hippie way of living postulated natural environment, virgin beaches, low cost of living, religious beliefs, spirituality and drugs. All of above were available, and still are, in Goa, India. The gathering of the Hippies and the parties that took place in Goa drew there the most popular Psychedelic Rock bands of the world including the Pink Floyd, The Doors and others.

	 

	In the late 70’s and early 80’s we had the industrial revolution of the electronics and Goa was affected by the electronic dance music just like every other place on earth. Instead of live bands, we had DJs spinning records. People applaud the medium (the DJs) instead of the musicians, for the first time. Lyrics were chopped, beats got harsher, melodies were looped, speedy bass-lines and filtered effects were added. Those new tracks were presented to the public as Trance music. New horizons opened for people who took part in the new mutant hippie movement. It was the Era of the disc jockeys. And through them, the trance scene picked up a pulse of its own. 

	 

	Seeking a following, more artists were constantly showing up, sharing their passion for Trance music. Like-minded individuals were gathered to share their interests, cultural beliefs, all in the famous Goa. Even celebrity DJs joined the movement and propelled Goa Trance further mainstream.

	 

	In the mid 90’s the genre changed so much from its Goa roots that the term Goa Trance could no longer describe the variety of tracks being produced. A new term was coined, “Psychedelic Trance” or “Psytrance” for short, to refer to this new style of music. Now, it is common knowledge that the genre was mastered in Israel, by Israeli producers. Young kids with their home computers built on the idea, and they managed to take it to a whole different level. 

	 

	Psytrance was initially made with synthesizers, that were all samplers for the most part. By the early 90’s, samplers had become reasonably affordable for any artist along with inexpensive analog gear. Some of the most famous synths used for making Psytrance in the early 90’s were:

	 

	- The Korg M1 synthesizer and music workstation manufactured by Korg from 1988 to 1995. It became the world's top-selling digital synthesizer of its time.

	 

	- The Nord Lead series of virtual analog subtractive synthesizers, manufactured by Clavia, released in 1994.

	 

	- The Yamaha SY99 synthesizer, combining frequency modulation synthesis and sample-based synthesis, was the direct successor to Yamaha's SY77, which was used for making electronic music the previous decades such as House, Disco, Synthwave and so on.

	 

	- The Roland JP-8000 is an analog modeling synthesizer released by the Roland Corporation in 1996.

	 

	- The Roland TB-303 and SH-101 although discontinued in 1984 and 1986 respectively were both widely used in making Psytrance during the 90’s.

	 

	At the same time we had the trackers. The term tracker derives from “Ultimate Soundtracker”, the first tracker software ever written, by Karsten Obarski, released in 1987 for the Amiga Commodore. Trackers were nothing else but a basic type of music sequencer for creating music. 

	 

	During the 90’s, tracker musicians gravitated to the PC as software production in general switched from the Amiga platform to the PC. Although the IBM and compatibles initially lacked the hardware sound processing capabilities of the Amiga, with the advent of the SoundBlaster series by Creative, PC audio caught up and eventually prevailed.
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