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Overhead mics

If you use overhead mics to pick up both the drums and the cymbals, be
careful about cutting too much low end because doing so just sucks the life
right out of your drums. Also, if the drums coming through the overhead
mics sound boxy or muddy, work with the 100-200 Hz frequencies for the
muddiness and 400 Hz-1 kHz frequencies for the boxiness. Depending on
your mics, you may also find adding a little between 10kHz and 12kHz can
add some sizzle.

Equalizing percussion

High-pitched percussion instruments (shakers, for example) sound good
when the higher frequencies are boosted a little bit — say, higher than

10 kHz. This adds some brightness and softness to their sound. You can
also roll off many of the lower frequencies, lower than 500 Hz, to eliminate
any boxiness that might be present from miking too closely. (See Book III,
Chapter 2 for more on mic placement.)

Lower-pitched percussion instruments, such as maracas, can also have
the lower frequencies cut a little: Use 250 Hz and lower. Try boosting
frequencies between 2.5 and 5 kHz to add more of the instruments’ attack.
To brighten them up, add a little bit in the 8-10 kHz range.

Equalizing piano

For pianos, you often want to make sure that the instrument has both a nice
attack and a warm-bodied tone. You can add attack in the 2.5-5 kHz range,
and warmth can be added in the 80-150 Hz range. If your piano sounds
boomy or muddy, try cutting a little between 200 and 400 Hz.
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The exact frequencies that you end up cutting or boosting depend on three
factors: the sound you're after, the tonal characteristic of the instrument,
and the relationship between all the instruments in the song. In the following
sections, | list a variety of frequencies to cut or boost for each instrument
(Table 3-2 shows an overview). If you don’t want to follow all the suggestions,
choose only the ones that fit with your goals.

The parametric EQ is the type of EQ you use most when trying to get your
tracks to fit together. This EQ gives you the greatest control over the range
of frequencies you can adjust. The other EQ types (high-shelf, low-shelf,
high-pass, low-pass) can often be used successfully for the top or bottom
frequencies listed in the sections that follow.

Table 3-2 EQ Recommendations per Instrument
Instrument Frequency Adjustment  Purpose
(d8)
Vocals 150 Hz +2-3 Adds fullness
200-250 Hz -2-3 Reduces muddiness
3 kHz +2-4 Adds clarity
5 kHz +1-2 Adds presence
7.5-10 kHz -2-3 Cuts sibilance
10 kHz +2-3 Adds air or brightness
Electric guitar 100 Hz -2-3 Reduces muddiness
150-250 Hz +2 Adds warmth
2.5-4 kHz +2-3 Adds attack or punch
5 kHz +2-3 Adds hite
Acoustic guitar 80 Hz =3 Reduces muddiness
150-250 Hz +2-3 Adds warmth
800-1000 Hz -2-3 Reduces boxiness
3-5 kHz +2-3 Adds attack or punch
7 kHz +2-3 Adds brightness
Bass guitar 100-200 Hz +1-2 Adds fullness
200-300 Hz -3-4 Reduces muddiness
500-1000 Hz +2-3 Adds punch
2.5-5 kHz +2-3 Adds attack

Kick drum 80-100 Hz +1-2 Adds body or depth
400-600 Hz -3-4 Reduces boxiness

(continued)
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Table 3-2 (continued)
Instrument Frequency Adjustment  Purpose
(dB)
2.5-5 kHz +1-2 Adds attack
Snare drum 100-150 Hz +1-2 Adds warmth
250 Hz +1-2 Adds depth or body
8001000 Hz -2-3 Reduces boxiness
3-5kHz +1-3 Adds attack
8-10 kHz +1-3 Adds crispness
Tom-toms 200-250 Hz +1-2 Adds depth
600-1000 Hz -2-3 Reduces boxiness
3-5 kHz +1-2 Adds attack
5-8 kHz +1-2 Adds presence
Large tom-toms 40-125 Hz +1-2 Adds richness
400-800 Hz -2-3 Reduces boxiness
2.5-5 kHz +2-3 Adds punch or attack
Hi-hats 10+ kHz +3-4 Adds brightness or sheen
Cymbals 150—-200 Hz -1-2 Reduces rumbling
1-2 kHz -314 Reduces trashiness
10+ kHz +3-4 Adds brightness or sheen
Drum overheads 100-200 Hz -2-3 Reduces muddiness
400-1000 Hz -2-3 Reduces boxiness
High percussion 500 Hz —6-12 Cuts boxiness
10+ kHz +3-4 Adds brightness or sheen
Low percussion 250 Hz and -3-4 Reduces muddiness
below
2.5-5 kHz +2-3 Adds attack
8-10 kHz +2-3 Adds brightness
Piano 80-150 Hz +2-3 Adds warmth
200400 Hz -2-3 Reduces muddiness
2.5-5 kHz +2-3 Adds punch or attack
Horns 100—-200 Hz +1-2 Adds warmth
200-800 Hz -2-3 Reduces muddiness
2.5-5 kHz +2-3 Adds punch or attack

7-9 kHz +1-2 Adds breath
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Equalizing vocals

For the majority of popular music, the vocals are the most important
instrument in the song. You need to hear them clearly, and they should
contain the character of the singer’s voice and style. One of the most
common mistakes in mixing vocals is to make them too loud. The next most
common mistake is to make them too quiet. (The second mistake most often
occurs when a shy or self-conscious vocalist is doing the mixing.) You want
the lead vocals to shine through, but you don’t want them to overpower the
other instruments. The best way to do this is to EQ the vocal tracks so they
can sit nicely in the mix and still be heard clearly. The following guidelines
can help you do this.

Lead

The lead vocal can go a lot of ways, depending on the singer and the style

of music. For the most part, I tend to cut a little around 200 Hz and add a

couple dBs at 3 kHz and again at 10 kHz. In general, follow these guidelines:
4+ To add fullness, add a few dBs at 150 Hz.

To get rid of muddiness, cut a few dBs at 200-250 Hz.

To add clarity, boost a little at 3 kHz.

For more presence, add at 5 kHz.

To add air or to brighten, boost at 10 kHz.

+ 4+ 4

To get rid of sibilance, cut a little between 7.5 and 10 kHz.

Backup

To keep backup vocals from competing with lead vocals, cut the backup
vocals a little in the low end (below 250 Hz) and at the 2.5-3.5 kHz range. To
add clarity, boost a little around 10 kHz without letting it get in the way of
the lead vocal.

Equalizing guitar
For the most part, you want to avoid getting a muddy guitar sound and make
sure that the guitar attack comes through in the mix.

Electric

Electric guitars often need a little cutting below 100 Hz to get rid of muddiness.
A boost between 120 and 250 Hz adds warmth. A boost in the 2.5-4 kHz
range brings out the attack of the guitar, and a boost at 5 kHz can add some
bite.

Book VI
Chapter 3
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Acoustic

Acoustic guitars often do well with a little cut below 80 Hz and again around
800 Hz-1 kHz. If you want a warmer tone and more body, try boosting a little
around 150-250 Hz. Also, try adding a few dBs around 3-5 kHz if you want
more attack or punch. A few dBs added at 7 kHz can add a little more
brightness to the instrument.

Equalizing bass

Bass instruments can get muddy pretty fast. The mud generally happens
in the 200-300 Hz range, so | either leave that alone or cut just a little if the
bass lacks definition. I rarely add any frequencies below 100 Hz. If the
instrument sounds flat or thin, I boost some between 100-200 Hz. Adding a
little between 500 Hz-1 kHz can increase the punch, and a boost between
2.5-5 kHz accentuates the attack, adding a little brightness to the bass.

sMBER One of the most important things to keep in mind with a bass guitar is to
make sure that it and a kick drum can both be heard. You need to adjust the
frequencies of these two instruments to make room for both. If you add a
frequency to a kick drum, try cutting the same frequency from the bass.

Equalizing drums

The guidelines for EQing drums depend on whether you use live acoustic
drums or a drum machine. (A drum machine probably requires less EQ
because the sounds were already EQed when they were created.) The type
and placement of your mic or mics also affect how you EQ the drums. (You
can find out more about mic placement in Book IIl, Chapter 2.)

Kick

You want a kick drum to blend with the bass guitar. To do this, reduce the
frequencies that a bass guitar takes up. For example, if | boost a few dB
between 100 and 200 Hz for a bass guitar, I generally cut them in the kick
drum (and maybe go as high as 250 Hz). To bring out the bottom end of a
kick drum, | sometimes add a couple of dBs between 80 and 100 Hz. A kick
drum can get boxy sounding (you know, like a cardboard box), so I often
cut a little between 400 and 600 Hz to get rid of the boxiness. To bring out the
click from the beater hitting the head, try adding a little between 2.5 and 5 kHz.
This increases the attack of the drum and gives it more presence.

Snave

A snare drum drives the music, making it the most important drum in
popular music. As such, it needs to really cut through the rest of the
instruments. Although the adjustments that you make depend on the pitch
and size of the drum and whether you use one mic or two during recording,
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you can usually boost a little at 100-150 Hz for added warmth. You can also
try boosting at 250 Hz to add some depth. If the drum sounds too boxy, try
cutting at 800 Hz-1 kHz. A little boost at around 3-5 kHz increases the attack,
and an increase in the 8-10 kHz range can add crispness to the drum.

If you use two mics during recording, you might consider dropping a few dBs
on the top mic in both the 800 Hz—1 kHz range and the 8-10 kHz range. Allow
the bottom mic to create the crispness. generally use a shelf EQ to roll

off the bottom end of the bottom mic below, say, 250-300 Hz. Depending on
the music (R&B and pop, for instance), I might use a shelf EQ to add a little
sizzle to the bottom mic by boosting frequencies higher than 10 kHz.

For many recording engineers and producers, their snare drum sound is c?'::"(e‘:'s
almost a signature. If you listen to different artists’ songs from the same
producer, you'll likely hear similarities in the snare drum. Don’t be afraid -
to take your time getting the snare drum to sound just right. After all, if you 2.
become a famous producer, you'll want people to recognize your distinct ‘:1
sound. And you want it to sound good anyway. -E
E
Tom-toms g

Tom-toms come in a large range of sizes and pitches. For mounted toms,
you can boost a little around 200-250 Hz to add depth to the drum. A boost
in the 3-5 kHz range can add more of the sticks’ attack. For some additional
presence, try adding a little in the 5-8 kHz range. If the drums sound too
boxy, try cutting a little in the 600 Hz—1 kHz range.

For floor toms, you can try boosting the frequency range of 40-125 Hz if you
want to add some richness and fullness. You might also find that cutting in
the 400-800 Hz range can get rid of any boxy sound that the drum may have.
To add more attack, boost the 2.5-5 kHz range.

Hi-hats

Most of the time, hi-hats are pretty well represented in the rest of the mics
in the drum set. Depending on which mics are picking up the hi-hats, though,
you can use a hi-hat mic to bring out their sheen or brightness. To do this,
try boosting the frequencies higher than 10 kHz with a shelf EQ. You might
also find that cutting frequencies lower than 200 Hz eliminates any rumble
created by other drums that a hi-hat mic picks up.

Cymbals

With cymbals, I usually cut anything below 150-200 Hz with a shelf EQ to get
rid of any rumbling that these mics pick up. I also drop a few dBs at 1-2 kHz
if the cymbals sound kind of trashy or clanky. Adding a shelf EQ higher than
10 kHz can add a nice sheen to the mix.





