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                                     Production Team

      Audio Engineer

                          Position Handbook


What is an Audio Engineer?

The audio engineer is the chef that takes all the ingredients that the band and singers are providing and portions them out to create a nice dish for the attendees. You are responsible for the measuring cups, mixing bowl, and oven temperature. 
The Audio Engineer is:

A Servant – the team on the stage is tasked with communicating a message and musically/verbally/visually taking the congregation on a journey into God’s presence. The job of the Audio Engineer is to help them communicate this effectively. 

Reliable – While an Audio Engineer serves in the background, they are critically important to the delivery and maintenance of the presentation. They generally serve as the anchor point / crossroads of all the complex signals and sounds coming from the stage, so he/she needs to be consistent and trustworthy in order to help mitigate anxiousness that band members might be experiencing.

A Musician – while the Audio Engineer is not playing an instrument per se, he/she is crafting the creative art that is the culmination of all the complex pieces provided by the band and singers. As a drummer carefully uses the whole drum kit, so too does the Audio Engineer use all complex musical and vocal offerings to create a sound that is pleasing to God, the Pastors, and the congregation.


Workflow

Mid-week Practices
1. Before arriving, familiarize yourself with the service order and the team members that are scheduled to serve (see PC Services app). Make note of any media being played throughout the service as well (ie. videos, audio tracks)
1. Before arriving, familiarize yourself with the music that is being played this week
1. Arrival (at least 10 minutes before practice starts)


NOTE: Experience teaches us that band members don’t sing or play as passionately during practice as they do during the worship service, so be prepared to lower gain levels Sunday morning, keeping in mind that changes to channel gains also directly changes both IEM monitor levels and online audio input signals.


Cleaning Up / Troubleshooting Signals
In order to make a mix sound great, each channel needs to be uniquely adjusted to optimize the sound. This most often includes applying EQ, compression, gates, etc. While EQ is a simpler process, applying compression, gates, etc. can be much more complicated and can potentially lead to unintended consequences for those with less experience with them. 

If the sound seems “empty” or “tinny”, increase the low/mid frequencies, and/or decrease the higher frequencies. On a speaking mic, if you are hearing a high pitch ringing after a person finishes a word, decrease the high and high/mid frequencies.

If an instrument or voice is sending erratic or inconsistent signal strength, apply compression to lower the peaks and increase the quieter sounds. To eliminate low level noise signals, apply a gate.


General
1. For the first service the decibel running volume should range from 77-87db. In the (C Slow) setting. 
2. For the second service the decibel running volume should range from 77-92db. In the (C Slow) setting. 


Vocals
1. Unless two vocalists are co-leading a song, all background vocals should be mixed in such a way that they cannot be easily differentiated from each other. They provide background tones and notes below the main singer. 
2. When two vocalists are co-leading a song, the mix can allow them both to be at the forefront.
3. Make notes on your printed service order for who is doing what and other points of interest throughout the set.
Terminology

1. Channel – Similar to a bus, a pathway through an audio device. For example, sound mixers have multiple input channels and output channels.
2. Clipping (or Peaking) – Another word for distorting. “Clipping” is usually used when a channel on a DAW or mixing board has too much volume being sent into it. In general, you want to give a channel enough headroom so that clipping doesn’t occur.
3. Decibel (or dB) – the main unit of volume measurement. A dB is relative, as there are several different “scales” of dB’s that are used in audio (dB-FS being the most common, along with dB-VU, dB-RMS, and dB-LUFS). Each dB scale has a certain function in audio.
4. Equalization (EQ) – sound processor that boosts or cuts particular frequencies in a sound.
5. Feedback – When a signal is sent through an amplifier and into a microphone, which picks up the sound and sends it back through the amplifier, and so on. The loop of sound creates high pitched whines. Also refers to the parameter on a delay that adds more repetitions of the sound.
6. Filter – a feature of an EQ that cuts the sound of the low end or the high end of the frequency spectrum. These are known as a High Pass Filter (HPF) and a Low Pass Filter (LPF), respectively.
FOH – Front of House – the in-house mixing console position
7. Headroom – The amount of volume a channel can take before distorting. The louder the sound, the less headroom it has. For example, if a sound is peaking at -5dB, it has 5dB’s of headroom. If it’s peaking at -1dB, it has 1 dB of headroom.
8. IEM – In-Ear Monitors – the earphone monitors that band members use to control how they hear each other. 
9. Meter – A piece of software or hardware that analyzes certain data and visually shows you the results. For example, anything that shows the volume of a sound is a volume meter.
10. Plosives – Sounds made from the mouth that blow quick bursts of air. Common examples are words with p’s, b’s, t’s, k’s, and ds. They can be fixed with pop filters and de-essers.
11. Preamp – an amplifier that boosts the incoming signal from a microphone. Without a preamp, the sound from a microphone would be too quiet to use.
12. Reverb – The sound of a room after a sound has been produced inside it. If more reverb is desired, it can be added to a recording digitally via a reverb plugin.
13. Talkback – A mic in the at the sound board that allows the engineer to talk to the band directly without being heard through the mains.
14. Threshold – A parameter of a sound processor that tells the processor to not kick in until the volume of an incoming sound exceeds the set volume limit. For example, a compressor does not start to turn down audio until the instrument gets louder than the threshold set by the user.
15. Unity / Unity Gain – Using the gain control for a channel, the input signal is adjusted so that the input level reaches 0db in order that the output level can also be set to 0db (strong in makes for strong out). Unity can sometimes refer to the consistently adjusted gain levels across the board so that all channels are near 0db on the sliders.

16.     PAFL – (Solo) – You can press the (PAFL) button and listen to what you select, in your headphones. This is good when you need to dial a particular instrument or vocal in.
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