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7-PAGE PRINTABLE GUIDE

Sound Design Cheat Sheet

An expanded Producer Hub workbook for sound design, with practical diagrams, process steps,
mistakes to avoid and session checkilists.

1. Design by musical role

This sound design guide is designed as a proper mini-workbook, not a thin download. Read one page,
apply it inside a real session, then move to the next page. The aim is to give you a repeatable process
you can use while making music, not trivia to memorise.

Role - Source - Envelope - Movement -> Mix fit

Name the job first: sub, bass, lead, pad, pluck, FX or texture.

A patch is not finished until it works in the track.

Simple sources with intentional movement beat random complexity.

Save versions when a sound becomes usable.

In-session process

Step What to do Why it matters
Listen Play the section and name the main sound design A named problem stops random plugin moves and
problem before touching a control. keeps the session focused.

Adjust Make one clear change, then gain-match or level-match ~ Most producers overrate a change simply
before judging it. because it got louder.

Check Bypass the change, listen in context, then compare A good solo sound can still damage the record.
against the rest of the arrangement.

Commit Write a note, save a version, bounce/print when useful Finished tracks come from committed decisions,
and move to the next decision. not perfect uncertainty.

Mistakes to avoid
Common mistake Better move
Working in solo for too long Return to the full track as soon as the technical problem is clear.
Adding another processor before level-matching Match loudness first so tone and movement are judged honestly.

Fixing every small flaw immediately Fix the flaw that blocks the song, then keep the arrangement moving.
Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after

bounce, then write one sentence explaining what improved and one sentence naming the next
problem.



2. Oscillators and harmonics

This stage matters because it changes what you do next in the session. Work slowly enough to make a
decision, then move on before the track turns into endless tweaking.

Sine: pure sub
Triangle: soft body
Square: hollow
Saw: bright

Noise: texture

Use sine/triangle for clean lows.

Noise helps attacks, risers and air.

Layer by frequency role, not by preset excitement.

In-session process
Step What to do

Listen Play the section and name the main sound design
problem before touching a control.

Adjust Make one clear change, then gain-match or level-match
before judging it.

Check Bypass the change, listen in context, then compare
against the rest of the arrangement.

Commit Write a note, save a version, bounce/print when useful
and move to the next decision.

Mistakes to avoid

Common mistake Better move

Use saw and square when you need harmonic information.

Why it matters

A named problem stops random plugin moves and
keeps the session focused.

Most producers overrate a change simply
because it got louder.

A good solo sound can still damage the record.

Finished tracks come from committed decisions,
not perfect uncertainty.

Working in solo for too long Return to the full track as soon as the technical problem is clear.

Adding another processor before level-matching  Match loudness first so tone and movement are judged honestly.

Fixing every small flaw immediately Fix the flaw that blocks the song, then keep the arrangement moving.

Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after
bounce, then write one sentence explaining what improved and one sentence naming the next

problem.



3. Envelopes

This stage matters because it changes what you do next in the session. Work slowly enough to make a
decision, then move on before the track turns into endless tweaking.

Attack Decay

Attack controls bite.

Decay and sustain control body.

Release decides how sounds overlap.

In-session process

Step What to do

- Sustain - Release

Shorten releases before EQ when a mix feels crowded.

Why it matters

Listen Play the section and name the main sound design A named problem stops random plugin moves and

problem before touching a control.

keeps the session focused.

Adjust Make one clear change, then gain-match or level-match ~ Most producers overrate a change simply

before judging it.

because it got louder.

Check Bypass the change, listen in context, then compare A good solo sound can still damage the record.

against the rest of the arrangement.

Commit Write a note, save a version, bounce/print when useful Finished tracks come from committed decisions,

and move to the next decision.

Mistakes to avoid
Common mistake
Working in solo for too long
Adding another processor before level-matching

Fixing every small flaw immediately

not perfect uncertainty.

Better move
Return to the full track as soon as the technical problem is clear.
Match loudness first so tone and movement are judged honestly.

Fix the flaw that blocks the song, then keep the arrangement moving.

Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after
bounce, then write one sentence explaining what improved and one sentence naming the next

problem.



4. Filters and tone shaping

This stage matters because it changes what you do next in the session. Work slowly enough to make a
decision, then move on before the track turns into endless tweaking.

10lloc

Kick Bass Vocal/Hook Music FX

Low-pass for warmth or movement.

High-pass support layers to leave low-end space.
Resonance adds character but can become harsh.

Filter automation can create section energy.

In-session process

Step What to do Why it matters
Listen Play the section and name the main sound design A named problem stops random plugin moves and
problem before touching a control. keeps the session focused.

Adjust Make one clear change, then gain-match or level-match ~ Most producers overrate a change simply
before judging it. because it got louder.

Check Bypass the change, listen in context, then compare A good solo sound can still damage the record.
against the rest of the arrangement.

Commit Write a note, save a version, bounce/print when useful Finished tracks come from committed decisions,
and move to the next decision. not perfect uncertainty.

Mistakes to avoid
Common mistake Better move
Working in solo for too long Return to the full track as soon as the technical problem is clear.
Adding another processor before level-matching  Match loudness first so tone and movement are judged honestly.
Fixing every small flaw immediately Fix the flaw that blocks the song, then keep the arrangement moving.
Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after

bounce, then write one sentence explaining what improved and one sentence naming the next
problem.



5. Modulation and movement

This stage matters because it changes what you do next in the session. Work slowly enough to make a
decision, then move on before the track turns into endless tweaking.

LFO rate

Depth

Target

Shape

Reset/phase

Choose one meaningful modulation target first.

Use unsynced slow movement for pads and texture.

Automate macro depth across sections.

In-session process
Step What to do

Listen Play the section and name the main sound design
problem before touching a control.

Adjust Make one clear change, then gain-match or level-match
before judging it.

Check Bypass the change, listen in context, then compare
against the rest of the arrangement.

Commit Write a note, save a version, bounce/print when useful
and move to the next decision.

Mistakes to avoid

Common mistake Better move

Sync rhythmic movement when the groove needs precision.

Why it matters

A named problem stops random plugin moves and
keeps the session focused.

Most producers overrate a change simply
because it got louder.

A good solo sound can still damage the record.

Finished tracks come from committed decisions,
not perfect uncertainty.

Working in solo for too long Return to the full track as soon as the technical problem is clear.

Adding another processor before level-matching  Match loudness first so tone and movement are judged honestly.

Fixing every small flaw immediately Fix the flaw that blocks the song, then keep the arrangement moving.

Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after
bounce, then write one sentence explaining what improved and one sentence naming the next

problem.



6. Layering and resampling

This stage matters because it changes what you do next in the session. Work slowly enough to make a
decision, then move on before the track turns into endless tweaking.

Layer roles Bus Process

— —

Layer sub, body, attack and width separately.

Bus layers so the sound behaves like one instrument.

Resample complex patches once approved.

Edit printed audio for fills and transitions.

In-session process
Step What to do

Listen Play the section and name the main sound design
problem before touching a control.

Adjust Make one clear change, then gain-match or level-match
before judging it.

Check Bypass the change, listen in context, then compare
against the rest of the arrangement.

Commit Write a note, save a version, bounce/print when useful
and move to the next decision.

Mistakes to avoid

Common mistake Better move

Print Edit

Why it matters

A named problem stops random plugin moves and
keeps the session focused.

Most producers overrate a change simply
because it got louder.

A good solo sound can still damage the record.

Finished tracks come from committed decisions,
not perfect uncertainty.

Working in solo for too long Return to the full track as soon as the technical problem is clear.

Adding another processor before level-matching  Match loudness first so tone and movement are judged honestly.

Fixing every small flaw immediately Fix the flaw that blocks the song, then keep the arrangement moving.

Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after
bounce, then write one sentence explaining what improved and one sentence naming the next

problem.



7. Mix-fit checklist

This stage matters because it changes what you do next in the session. Work slowly enough to make a
decision, then move on before the track turns into endless tweaking.

Problem Sound design fix
Too muddy Shorter release, thinner source, less low-mid layer
Too harsh Filter/resonance control, softer waveform, dynamic EQ

Too weak in mono

Lost in mix

» Design

with the arrangement playing.

In-session process

Step

Listen

Adjust

Check

Commit

What to do

Play the section and name the main sound design
problem before touching a control.

Make one clear change, then gain-match or level-match
before judging it.

Bypass the change, listen in context, then compare
against the rest of the arrangement.

Write a note, save a version, bounce/print when useful
and move to the next decision.

Mistakes to avoid

Common

Working in solo for too long
Adding another processor before level-matching

Fixing every small flaw immediately

mistake Better move

Reduce stereo tricks, center core layer

Add midrange harmonics or simplify competing parts

Why it matters

A named problem stops random plugin moves and
keeps the session focused.

Most producers overrate a change simply
because it got louder.

A good solo sound can still damage the record.

Finished tracks come from committed decisions,
not perfect uncertainty.

Return to the full track as soon as the technical problem is clear.
Match loudness first so tone and movement are judged honestly.

Fix the flaw that blocks the song, then keep the arrangement moving.

Practice drill: Spend ten minutes applying this page to one real project. Export a short before/after
bounce, then write one sentence explaining what improved and one sentence naming the next
problem.
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