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A HARE ODRINVE FULE OF Al MO ST

IF you're reading this, there's a good chance you have a
folder sitting in a quiet corner of your computer. Inside

it sits an endless sea of half-finished tracks. Some are
sketches, some are experiments, and some of them

are actually really good. But they all have one thing in
common... they'll keep sitting there, unvisited for weeks and
months, until you eventually forget about them.

| know this because | was one of those producers.

After nearly 30 years of making music, I've been through
every version of this. The half-finished sessions that never
went anywhere. The tracks you keep reopening and changing
nothing. The ones you abandoned because you couldn’t stop
second-guessing what to do next.

Most producers | know share the same quiet graveyard of
half-finished tracks. And the reasons behind it go much
deeper than procrastination or lack of talent.

| put this guide together for two reasons. To help producers
understand why it happens, and how to get through it.



THE BIRS T BREAL S TER

Creativity isn't the problem. It's actually part of what gets in
the way. Too many ideas pulling in too many directions, and
suddenly you have hundreds of unfinished projects and no
clear sense of where to start.

What broke that loop for me was simple... and a little
tedious. | stopped starting new projects and went through
everything | already had. Every single one. | made a decision
about each and organized them by potential. The ones waorth
finishing, the ones worth shelving, and the ones worth
deleting.

It didn't fix everything, but it was the first real step forward.
And the moment | stopped treating every unfinished idea as
an obligation, something clicked.



THE LINGEOMEORTABLE ERLITH

Finding focus helps. But there's something underneath all of
that which is harder to name and harder to Fix.

Producing is a very personal process, and there's something
incredibly vulnerable about releasing music that comes from
it. Up until the moment you share it, it exists only in your
world. You can keep adjusting it, rethinking it, protecting it.
The second someone else hears it, that changes.

If you're not used to that feeling, it can be enough to stop
you from ever taking the final step.

Part of moving through it is recognizing when it's
happening. Not eliminating it... that's not possible. You still
go through the same phases, the same moments of doubt.
The difference is how you respond. Instead of treating it as
a signal that something’'s wrong, you start to see it as part
of the process. The doubt never really goes away, it just
stops being in charge.



THE MISSING IINGRELIEIN T

Beyond focus and momentum, there’'s something that not
only helps you finish music, but helps you finish music
you're actually proud of. And it's the thing that rarely gets
talked about.

Feel.

Feel is difficult to quantify, let alone teach, but it's the
difference between a track that's technically fine and a
track that resonates. We've all spent years listening and
developing a sense of what sounds right. But translating
that into something of your own is a completely different
process. That's exactly where feel comes in.

| spent years treating music like a math problem. It took

a long time to unlearn that. But the moment | stopped
treating a track like a problem to solve and started letting
feel guide it, something changed. It stopped being an
equation and started being a conversation. Between me
and the music first... and eventually between the music and
whoever hears it.



WHAT IT ACTUALLY TAKES

The producers who finish consistently aren’t always the
most technically skilled. They're the ones who've learned
to trust themselves enough to make a decision and keep
moving forward.

That trust builds over time. Every track you finish makes the
next one easier. Not because you know more, but because
you've proved to yourself that you can get there.

The goal isn't perfection. It's progress. And every track you
finish is a step toward making the next one better.



My name is Joel. I've been making music under the name
Aymat for nearly 30 years. For a good portion of that time
| struggled to finish and release music consistently... but
eventually | found a way of working that helped me follow
through. These days | help other producers do the same.

IF any of this hit close to home, | do one-on-one coaching

sessions where we work through exactly this. No generic

advice... just an honest look at where you're getting stuck
and how to move past it.

The full breakdown is at aymat.org/coaching

Joel aka Aymat


http://aymat.org/coaching
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Sounds built the same way this guide was written... aver time, without urgency.
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