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Sound Mixing
Links for navigation within this document.
This module is split into 6 chapters and will cover the following topics:
· Introduction
· Chapter One: From sound editorial to the mix
· Chapter Two: The pre-mix stage
· Chapter Three: The final mix
· Chapter Four: The printmaster
· Chapter Five: Delivery and delivery mixing
· Chapter Six: Conclusions
Introduction
This module is part of a series on sound within film and TV post-production. In this module, we will delve into sound mixing. 
[bookmark: _Chapter_One:_An]Chapter One: From sound editorial to the mix
The soundtrack is made up of many elements, and the mix unifies them into a cohesive whole. We recommend you refer to the Sound Pipeline module to learn about the sound workflow and personnel within TV and film. Followed by the Sound Editorial module to find out about these various elements within sound editorial before we move onto the mix. 
After the editorial process has finished, we arrive at the mix stage where sound work splits into three: dialogue, effects, and music. Each is crucial to building the rich and immersive soundtrack of a film or TV show. 
Let’s start with dialogue. Sound Editors meticulously select the clearest dialogue from the production recordings. Their goal is to remove any unwanted background noise and create smooth layers of dialogue and production sound. Sometimes, when there are issues with production sound, new dialogue is recorded. This process is known as ADR—Automated Dialogue Replacement. ADR can also be used for creative reasons, such as adding in new lines of dialogue. In fiction projects, Actors recreate their performances to match the visuals. For non-fiction, additional narration or voiceover may be recorded to complement the content.
Next is effects, which encompasses all the sound effects and ambiences that bring the world of the production to life. Sound Editors ensure that every on-screen action has an appropriate effect. These sounds may come from on-set recordings, sound libraries, or Foley, where new sounds are recorded specifically for the project. This also includes atmospheric ambiences which enrich the world we see on screen such as the subtle hum of passing traffic in a cityscape.
Finally, there’s music, where the emotional core of the soundscape is built. This includes pre-existing tracks, often called source music, as well as original compositions or scores created specifically for the project. Music is integral to guiding the audience’s emotions and enhancing the narrative. 
Once each department has completed their part of the sound work, we move onto the mixing stage. Firstly, the dialogue, music, and effects are organised into stems. Stems are visualised as groups of layers within the sound editing software.  
Dialogue, often referred to as DIA, D, or Dx;  
music, known as Mx or M; 
and effects, called Fx or E,  
are combined to create the final sound mix that breathes life into the story. 
This split into stems, known as DME, is done for reasons that will become clear when we talk about delivery specifications, but also to make it easy for a team of Sound Editors to work in parallel on different parts of the work. 
Now that we have all subgroups together on one timeline, we can start the mixing process. This essentially becomes a matter of balancing the three stems with each other and deciding scene by scene which pre-edited sound should be most present.  
[bookmark: _Managing_conflict][bookmark: _Chapter_Two:_][bookmark: _Chapter_Two:_Development]Chapter Two: The pre-mix stage
The mix is made up of two stages, the pre-mix and the final mix. 
The pre-mix prepares the tracks for the final mix, where all the elements are brought together to create the final soundtrack. The final mix is a pressured environment so having the chance to go through all tracks before presenting them to the key decision makers is a good use of time and money. 
During the pre-mix, the sound editorial team deliver their dialogue and effects tracks, all carefully edited, synced to the picture, and organised into their respective stems. The music track will be delivered at the final mix stage.  
These dialogue and effects tracks are handed over to the Re-Recording Mixer who is also sometimes referred to as the Dubbing Mixer. 
In the pre-mix stage, sound work is divided into two main types: 
The sound effects pre-mix focuses on sound design, FX, and Foley. This includes everything from creative sound work for elements that perhaps don’t exist to Foley sounds that match the on-screen actions. Each element is adjusted and balanced to fit the visuals. 
The dialogue pre-mix handles production sound, and the additional post-production sound recordings of ADR, voice-over and crowd. The aim is to ensure the dialogue is clear and that newly recorded lines and crowd sounds are both balanced to suit the scene and blended so that you cannot tell the different elements apart. 
The Re-Recording Mixer will begin the preliminary balancing of sound levels. This ensures that no sound overpowers another to create a clear and cohesive soundscape. 
They also begin the process of panning, which determines which speakers specific sounds will come from. For instance, if a car moves across the frame, the sound might pan from the left speaker to the right, matching its movement. 
Additionally, the mixer applies processing techniques to help the sounds feel natural. This includes tools like reverb—a type of delay effect used to simulate environments. For example, dialogue in a large, empty hall might have a slight echo to convey the space. These adjustments ensure that all sounds not only fit the picture but also enhance the sense of place and atmosphere. 

[bookmark: _Chapter_Three:_Production][bookmark: _Chapter_Three:_The]Chapter Three: The final mix
As outlined in the Sound Pipeline module, the final mix is a pivotal stage in the post-production process. The time taken and scope of the final mix is influenced by the scale and budget of the project. Approaches can vary significantly depending on whether the production is a scripted TV show, a film, or a factual programme. Regardless of the type of project, the final mix brings together all the sound elements to create a cohesive and polished soundtrack that aligns with the creative vision. 
In the final mix, the dialogue and effects pre-mixes are combined with the music mix. 
The Re-Recording Mixer mixes these elements together to form the core deliverables for the project. This dialogue, music and effects mix, referred to as the DME, is essential not only for the initial release but also for archive and future repurposing, such as dubbing or localisation. 
The mixing environment is designed to replicate the intended audience's viewing experience. For non-theatrical productions, this is often a smaller, calibrated mixing room that mimics a home entertainment setup. For theatrical releases, the mixing takes place on a larger theatrical mix stage, replicating the acoustics of a cinema. If the project is mixed in Dolby Atmos, the mixing stage must meet Dolby’s specific size and technical requirements for TV or film. For film, this needs to be in a Dolby Certified Theatrical Atmos room, which ensures that the immersive audio format is properly executed.
The final mix does more than blend sound elements; it refines every sound detail. This includes balancing sound levels, ensuring clarity in dialogue, creating immersive atmospheres, and enhancing emotional impact through music.  
It is the last opportunity to perfect the sound before printmastering, which is when the final deliverable is created for distribution. The final mix is also the final part of filmmaking where creative input is possible. Ensuring you have an experienced mixing team can be integral to getting the best outcome for every project. 
During the mix, the Director, Lead Producer, or Showrunner collaborates with the Re-Recording Mixers and the Supervising Sound Editor, although there is often support from the sound editorial team as well as the offline editorial team. On the mix stage itself, there is also technical support from the Post Facility in the form of Mix Tech support. 
[bookmark: _Giving_constructive_feedback][bookmark: _Chapter_Four:_Post-production:]Chapter Four: The printmaster
Printmaster day represents the culmination of the mix process, where the final audio deliverable is created and serves as the foundation for all subsequent versions, including those for theatrical release, streaming, or broadcast. This process is called a "printmaster" because it originates from the days of physical film production when the final mixed audio was printed directly onto the film master. 
For films, the process often includes the presence of a Dolby engineer. They will ensure that the audio meets Dolby’s technical standards, particularly for formats like Dolby Atmos or Dolby Surround. 
It is important to emphasise that final sound cannot be achieved without a completed final picture. A dubbing guide - a picture file that includes the final cut along with all final VFX - is essential for synchronising audio with the visuals. This guide acts as a single source of truth, ensuring consistency and allowing the mix to align perfectly with the on-screen action. If this guide is not available at the start of the final mix, it must be provided in time for the printmaster.  
[bookmark: _Chapter_Five:_Post]Chapter Five: Delivery and delivery mixing
When the main mix is made to the highest standard required, it is a fairly straightforward process for the mixer to create the alternate mixes. These won’t require extensive creative input, just a fair translation to the smaller amount of channels or lower dynamic range. This process might sometimes be referred to as folddowns or downmixing and is done after the main printmaster. 
[bookmark: _Conclusion]One more thing you might come across in your delivery documents, especially when you are distributing your production internationally, is the requirement to deliver separate stems and a music and effects mix, known as an M&E. The M​&E is a mix that contains only the music and the effects stem, without any dialogue. 
For international sales, it is important to have these stems as separate deliverables. For instance, when the rights to a piece of music aren’t cleared for the entire world, it will need to be replaced for a release of the production in certain regions.  
The mix may also need to be separated to edit trailers and marketing material. 
The M&E mix is required for international release, as this is merged with dubbed dialogues in different languages for different regions.  
Most delivery requirements nowadays will specify that an M&E mix needs to be ‘fully filled’, which means that all sounds are included, except for the dialogue, ensuring that when the dialogue stem is removed, the dubbed versions provide the same experience to the viewers. 
When the sound editorial team know from the outset of a project that an M&E mix is required, they can record appropriate Foley and prepare sound effects to be able to fully-fill the mix. 
[bookmark: _Chapter_Six:_Conclusions]Chapter Six: Conclusions
This concludes our session on sound mixing. Our takeaways from this session should be: 
· Dialogue, effects and music are brought together in the mixing stage to create the final sound mix 
· These are organised into groups of tracks, called stems 
· During the pre-mix, the Re-Recording Mixer will ensure all elements are prepared and balanced to ensure that no sound overpowers another 
· In the final mix, the completed dialogue and effects pre-mixes are combined with the final music 
· The printmaster is the final audio deliverable that serves as the foundation for all subsequent versions 
· Deliverables such as a DME mix and an M&E mix may be required. 
[bookmark: _TITLE:_BASIC_ONBOARDING][bookmark: _BASIC_ONBOARDING_CHECKLIST]This is the end of the content.
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