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Introduction
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Hi and thanks for getting my second instalment of “How to Make Music”, I hope you found the first one useful if you have checked that one out already!

In this instalment, I will go through another track I have made, hopefully demonstrating new ways for you to advance your own music productions, or even just to help you get the hang of making music too if you’re relatively new to doing it.

As with the first edition, I will be using Ableton® Live Suite™ during the walkthrough, but most (if not all) the functions and features in this DAW/sequencer software may well be found on other DAWs too.

So let’s get straight into it!
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Chapter 1: “Starting the Project”
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With this particular track, I was starting out with a blank project in our DAW, no vocals or anything. In cases like this, I find the best way to get things moving is to load up a synthesiser, sampler or anything that you can write chords or melodies with and see what comes to you.

For example, if you already have an idea for a track in mind before opening a new project file, then you may only need something like a basic synthesiser patch to write some chord progressions down or a melody idea, before shaping the sound to how you want it (or shaping/creating a sound first can also be the first step too before the actual musical content).

So for the project I am about to walk through, I was playing around with about 3 different synth pluck sounds, trying to create a harmonic progression using them.

After a bit of time, I came up with a 4-bar chord progression which I could picture as worth continuing a full track from, which takes us to the next phase of the creation process.
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Chapter 2: “Parts of the Track”
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After I had this 4-bar loop with the different pluck sounds, I then - as often happens if it’s a chord progression - started to build a chorus/main section for the track by adding more elements to the loop.

This usually involves adding a kickdrum, bass sound and a sidechain setup so that you can start to form more of that track as a result.

I will now walk through all the elements that came to form the track.
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Layered Lead Plucks
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For the lead melody in this track, it comprised 3 different layered synth patches all grouped together, playing different melodies too. All layers followed the same rhythm, they just played different notes to enhance musical and tonal depth to the overall lead sound.



Lead Pluck Layer 1

The first layer was a more percussive sounding pluck which added more bite and impact, playing the bass notes of the chord progression of the track. This had a sidechain amount of 85% from the volume LFO plugin I used for this.
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Lead Pluck Layer 2

The second layer was a more euphoric, wider sawtooth sounding lead, playing a more cascading melody, with a slightly less intense sidechain dry/wet amount than the first layer of 65%.
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Lead Pluck Layer 3

The third layer was a similar sawtooth sound to this, but slightly less detuned, which gave the overall tone of the sound more structure tonally. This also played a variation of the other two layers’ notation, for more harmonic depth. This layer had a similar sidechain mix amount to the previous layer of 61%.
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‘Chiptune’ Pluck Sound
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This particular element of the track was a patch I created from a singular square wave oscillator from a synth. 

I used an inbuilt LFO from the synth to control the pitch of the square oscillator, making it quickly transpose from a very low pitch to a much higher pitch, just the once, every time a note was played. This gave a sound similar to an 8-bit ‘chiptune’ sound which added a layer of character to the track on the chorus and progression-build sections.

I also adjusted the amp envelope of the synth patch to have a sustain level of -∞dB (the lowest setting on that particular synth), a short decay time (290ms), fast attack (0.5ms) and a release time of 0ms.

I also used a smallish amount of the synth’s built-in white noise oscillator to give the patch a subtle layer of crispness and depth. This also ran through the same amp envelope as described before.

I also used a moderate amount of delay and reverb from the built-in FX from the synth. After these, I had a compressor (also built into the synth), which was set with a ratio of 4:1. 

The compressor was placed after the delay and reverb to contain the FX with the original sound more.
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Pictured above is the midi pattern for the chiptune sound. I kept the same note constant throughout the pattern as it was a non-melodic tone.

The pattern was also a slightly off-set replication of the main rhythmic progression pattern of the track, which gave a subtle layer of depth rhythmically to the track overall.

The FX rack for the chiptune sound consisted of plugins such as 2 EQs, 2 saturators, an overdrive plugin, an automated reverb, and a compressor.

[image: ]The EQs were cutting most of the lower frequencies out from the sound, as well as shaping the audible parts of the sound too by lowering certain EQ bands higher up the frequency spectrum. Here is one of the EQs pictured above.

Normally only one saturator would be necessary for an individual track element, but this sound was fairly ‘light’ in body, short, and mainly consisting of just higher frequencies. This meant that duplicate plugins could be used without it being too much as there was less overall sound to be effected. Before the saturators was the overdrive plugin, adding some high/mid-high frequency distortion.
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After the overdrive plugin were the 2 saturators, which gave the sound even more grit on the higher frequencies, as shown below.
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Pictured on the previous page is the reverb plugin set with a long decay time (39.9 seconds). I automated the dry/wet mix of the plugin from full dry to full wet just before the track reached the main breakdown section, to give a smooth transition effect, with the wet reverb signal fading slowly out as the breakdown section began.
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