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Preparing tracks for mixing and/or mastering in Dolby Atmos

Dolby Atmos is a technology that offers a more immersive and realistic audio experience. It
combines traditional channels and “object-based” audio, allowing sound to be placed and
moved anywhere in a three-dimensional space. This results in a more lifelike and dynamic
soundstage, with the sound that feels like it is coming from all around you rather than just
from the front or rear of the room.

Immersive or 3D audio formats are consumable through streaming services only.
More info here: https://en.wikipedia.org/wiki/Dolby Atmos

There are 2 ways of creating a Dolby Atmos file.
1. A static Up-mix to a 3D Atmos room + master to the Dolby Atmos format.
2. A mixdown with automated moving objects (OBI) + master to the Dolby Atmos format.

1. Dolby Atmos Stem-Mastering:

This service is based on an existing stereo mix and gets the enhancement with the added
dimension of Dolby Atmos. The Dolby Mastering will be crafted after you send us the
individual stems of your track.

Dolby Atmos Stem Mastering, takes full advantage of the capabilities of Dolby Atmos.

We will place the different mix elements (such as vocals, drums, and instruments) in the
3D sound space. This allows us to create a truly immersive and dynamic experience.

How to
Please deliver your track in 5 - 15 stereo-stems with the following specifications:

+  The stems should be kept in the same resolution as it was mixed in (no up or down
conversions). A song mixed at 24bit 48kHz should be submitted as a 24bit 48kHz
file ((WAV or .AlIFF

+  Samplerate: 44.1khz or higher

. Bitrate: 24bit or higher

+  Please turn off all dynamic plugins on the master-channel before exporting your
stems!

+  No sum-compression or limiting of the mixdown signal.

+  Please keep some free headroom (something around -3db & -5db) No clipping!

. All Stems must have the same start point, file size, resolution, etc.

+  Please keep at least 2 seconds of silence at the beginning & especially at the end
of each track.
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2. Dolby Atmos Mixing & Mastering:

Mixing ,,OBI (Object Based Immersive)“ for Dolby Atmos is a creative process. We can fully
automate the movement of any audio-stem on the X, Y and Z coordinates.

Dolby developed the OBI to avoid an unnecessary increase in channel counts. An object,
in theory, represents an audio channel. Rather than being limited to a single channel, the
object can be created anywhere in 3D space at specific X, Y, and Z coordinates. The
channel and its positional data are encoded as metadata and delivered from the
production environment to the Dolby Atmos decoder in the consumer playback
environment. The decoder handles the information to determine where the audio should
be positioned in space, employing an algorithm to optimally route the audio to the available
output channels that feed the correct speakers in each context.

Object-based audio refers to the practice of applying distinct objects to represent particular
sounds in the mix.

How to
Please deliver your track in 5 - 127 stereo-stems with the following specifications:

+  The stems should be kept in the same resolution as it was mixed in (no up or down
conversions). A song mixed at 24bit 48kHz should be submitted as a 24bit 48kHz
file ((WAV or .AlIFF

+  Samplerate: 44.1khz or higher

. Bitrate: 24bit or higher

+  Please turn off all dynamic plugins on the master-channel before exporting your
stems!

+  No sum-compression or limiting of the mixdown signal.

+  Please keep some free headroom (something around -3db & -5db) No clipping!

. All Stems must have the same start point, file size, resolution, etc.

+  Please keep at least 2 seconds of silence at the beginning & especially at the end
of each track.

We provide a ,ADM/BWF* .wav file (Audio Definition Model / Broadcast Wave Format)
This is a multichannel WAV-file with up to 128 audio channels + metadata in 48Khz.

The ADM/BMF file also includes ,Head-Tracking® integration, which is a must have for the
Apple Music spatial audio streaming service.

The file-size depends on the track-length and the number of audio-channels.
It’s usually something between 400 MB and 2 GB.
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Technical Aspects of Dolby Atmos:

Object-Based describes the primary distinction between Dolby Atmos and Channel-Based
stereo or surround formats. Individual DAW tracks are routed to a stereo output bus, two
channels, or a surround bus (more than two channels). Each track’s panner controls which
channel the signal goes on. For instance, (L)Left, (R)Right, (C)Centre, (Ls)Left Side,
(Rs)Right Side, (Rs)Right Surround (Rear Right), (Ls)Left Surround (Rear Left), (LFE)
Low-Frequency Effects. The mix is committed to a specific channel count, such as stereo,
Quad, 5.1, or 7.1, and we require a device with the same number of speakers to play it
back. Object-based systems remove this limitation. Object-Based technology is
accompanied by metadata in the file and describes an exact position of a sound in the
audio reproduction environment. After inserts and level, each track’s output is routed
straight without pan controls to one of the 128 Dolby Atmos input channels. The pan
control on each track still works; perhaps, instead of routing the audio signal to the output
channels, it now generates metadata like GPS data that describes the X, Y, and Z
coordinates of where the audio signal is in 3D space. This metadata will be provided to the
Dolby Atmos renderer alongside the audio signal. This track’s signal is an object. The first
10 of the Dolby Atmos renderer’s 128 input channels are allocated to a conventional
channel-based routing system. On the daw, we can route a track or multiple tracks to a
multi-channel bus, such as 7.1.4, utilising the surround paneer. Those ten audio channels
are sent to 10 input channels of the Dolby Atmos renderer with pan information contained;
It’s called a bed. Before we begin, we must prepare the Dolby Atmos renderer and assign
the 128 renderer channels or the ones we need to an object or a bed, then map and route
the individual daw tracks to those objects or bed channels. They are definite principles for
routing a sound or instrument to a bed or object, but lately, it has become a matter of
personal preference for the producer. Channels 1 through 10 can only be allocated to a
bed (2.0 up to 10.1.2 ), whereas the remaining 118 channels can be assigned to objects.
We can set any of the remaining 118 channels as extra beds, but then they are no longer
available for use as objects. Signals that are spatially fixed or that have been pre-recorded
in a surround format should be routed to a bed. Sounds we want to locate at exact spatial
locations or move around are mapped to objects more effectively. Only tracks routed to a
bed in our DAW can be delivered to the LFE. Channel tracks assigned to objects cannot
reach the LFE channel without routing methods Dolby Atmos Render Dolby Atmos
Renderer is the crucial element that differentiates Dolby Atmos from other sound formats
with high-speaker channels. Channel-based formats are set and limited in terms of
channel count. Dolby Atmos is playback agnostic. We create only one Dolby Atmos mix,
which can play on systems with any speaker configuration: 7.1.2, 7.1.4, 5.1 stereos,
binaural headphones, or any of the Dolby Atmos-compatible smart speakers or sound
bars.

The idea is simple: up to 128 audio channels and their individual pan information, which
means the specific location of those audio signals, are sent into the renderer, which
processes that data in real-time to produce a channel-based output. The only information
we need to supply the renderer is the channel-based output format we desire, such as
7.1.2, 5.1, binaural headphones, or stereo. Independently of the X, y, or z position a signal
has, the renderer attempts to place it on the available speaker in that arrangement. The
more speaker channels we have, the more precise the spatial reproduction will be. The
fewer channels we have, the less accurate the end result will be. If no height speakers are
available, the signals will be routed to the nearest surround speakers. The signals will be
incorporated into the stereo mix if no surround speakers are available. The mix we hear at
the end may not be immersive or even surround, but we will not lose any signals from the
original Dolby Atmos mix.



