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UNITED KINGDOM

ANALOGUE GEAR IS 

wonderful, and the audio 

world would be a duller place 

without its dirty little circuits. 

But analogue audio isn’t always 

easy, convenient or practical, 

which is why it’s even more 

important to pay reverence to 

the digital tools that have made 

a signi= cant impact on an audio 

engineer’s work? ow.

Thanks to software, we now 

have more control over an audio 

= le than ever before. Some 

software has been so singular in 

its effect that it deserves to be 

singled out. While certainly not 

a complete list, below are several 

such products that have changed 

(and continue to change) what 

can be made possible in the 

audio realm.

The time-savers

SONNOX FRAUNHOFER 

PRO-CODEC

Some may grate at the idea of 

listening to compressed audio, 

but with an every growing 

supply of internet radio stations, 

streaming services and the like 

there’s no escaping it. The best 

a mastering engineer can do 

is provide the best sounding 

compressed = le for its = nal 

digital delivery mode, which 

means that “generally people 

have to produce – certainly 

more than one, but maybe up to 

half a dozen different formats of 

a song,” says Sonnox MD Rod 

Densham. 

“Before this product if 

somebody wanted to produce an 

MP3, they would have to = nish 

the mix, then they would have to 

of? ine convert it to MP3, then 

you’d have to run up a player to 

listen to it and, nine times out of 

10, you wouldn’t be happy with 

it and would want to change 

something. So you’d go back, 

of? ine MP3-convert having 

changed the mix a little bit and 

listen to it again. You’d become 

locked into this cycle of change 

the mix until you’re happy with 

it. It was all horribly linear, and 

extremely tedious.”

The Sonnox Fraunhofer 

Pro-Codec has changed all 

that, allowing engineers to 

audition and encode MP3 and 

AAC codecs (including Apple’s 

iTunes Plus codec) in real time. 

Users can also A/B test codecs, 

compare the input signal against 

the codec output and change 

a = le’s bit rate – again, all in 

real time, which saves countless 

hours of mundane work. 

“Really it’s a tool to enable 

you to produce the best quality 

compressed = le that you can,” 

concludes Densham. 

SADiE

SADiE, short for Studio Audio 

Disk Editor, has also won praise 

for its time-saving capabilities, 

especially in the broadcast 

sector. Renderless fades, for 

example, make for quicker work 

editing a radio programme and 

allow the user to quickly and 

easily save alternate via an EDL 

= le. 

“In 1990 you would listen 

back to the audio hundreds 

of times; nowadays people 

expect the faster-than-real-time 

processes to always produce 

identical results, which cuts out 

masses of re-listening. They now 

have the ? exibility to be tweak 

an edit many times to achieve 

artist perfection,” says SADiE 

senior support engineer Steve 

Penn.

“SADiE’s most important 

features are its audio integrity 

and the editing, and many 

of our basic features are key 

to the work? ow – operating 

inside a project, copying 

between multiple EDLs, Slip, 

Trim Window, editing whilst 

recording and so on.” 

Also a favourite amongst 

mastering engineers, the latest 

incarnation has also brought 

new time-saving features such 

as the WAV Master update, 

which is “aimed at mastering 

engineers for whom delivery to 

digital distribution channels is 

becoming more important than 

CD-R or DDP = les,” says

Penn. 

Acclaimed mastering engineer 

Eric Boulanger, based at The 

Mastering Lab in California, 

As the digital audio age matures, Erica Basnicki takes a look at the software that has shaped how audio professionals work, and 

where those applications might take us in the not-so-distant future… 

Better, faster, stronger, softwarier!

(L-R): CEDAR DNS One; Pyramix 3D Panning; SADiE WAV Master
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explains: “These days, artists 

and labels are mainly releasing 

hi-res 3les (for example 

HDTracks); Mastered for 

iTunes and other 16-bit digital 

downloads and (maybe) CDs. 

Thanks to the new mastering 

features in SADiE 6, I can 

generate all of these 3les with 

just a few clicks of the mouse. 

The new software will also 

generate WAV 3le masters that 

are cut gapless and therefore 

maintain any track spacing or 

fancy crossfades between tracks 

(like Pink Floyd’s The Dark 

Side of the Moon, for example, 

or a live concert with applause 

segues). Now all the different 

products will match track 

length, et cetera.”

The noise-suppressors

CEDAR DNS ONE

Available as a software plug-

in, DNS One is one of a range 

of hardware and software 

dialogue noise suppression 

products manufactured by 

CEDAR Audio. On its website, 

the company also claims 

it’s “the world standard for 

background noise suppression”. 

Given the number of awards 

various DNS products have 

won, including a Technical 

Oscar, it’s hard to argue against 

CEDAR’s case. Gordon Reid, 

managing director of CEDAR 

Audio, explains the company’s 

approach to DNS:

“In the ’90s, we were 

approached by a number of 

post-production studios that 

were moving from analogue 

to digital processing. The 

question that they asked us 

was, ‘Could we build a digital 

implementation of an existing 

analogue noise reduction 

process?’ Our answer was that, 

while in principle we could, 

there was a better solution. We 

would analyse the requirement 

and produce the digital process 

that best satis3ed the need, 

rather than try to emulate an 

analogue box from 30 years 

earlier.

“The DNS process brought 

that kind of hands-on, tactile, 

noise reduction into the digital 

domain for the 3rst time. 

It isn’t a veneer of controls 

placed over a conventional 

spectral subtractive de-hisser. 

Even if you overlooked the 

unacceptable latency, if 

you tried to use the types of 

de-hissers developed for CD 

remastering for dialogue noise 

suppression, you would obtain 

artefacts. So it wasn’t just a 

question of putting a set of 

new controls onto an existing 

process, the DNS algorithm was 

developed speci3cally for the 

job.”

As well as being widely used 

in post-production studios, the 

DNS process has suppressed 

background noise on location, 

in newsrooms, on sporting 

events as well as in the 3elds of 

surveillance and forensics.

At IBC this year, console 

manufacturer Lawo 

demonstrated the DNS 

One running on its mc2 

consoles, though no further 

announcements were made. 

That’s not to say further 

incarnations of DNS aren’t 

possible, says Reid: “No doubt 

other DNS products will be 

developed because the need 

for dialogue noise suppression 

is so wide-ranging – from a 

dialogue recording that’s 50 

years old through to something 

that’s going to air tomorrow, 

or a movie soundtrack being 

3nished, or even something 

that’s going live-to-air right 

now.”

IZOTOPE RX4

A newer kid on the audio repair 

block, and more affordable than 

the CEDAR Cambridge suite, 

iZotope’s RX bundle is staking 

its claim as a verb – “RX it out!” 

– much like Hoover has with its 

own brand of cleaning up. 

The latest version makes 

audio enhancement and repair 

even faster for engineers with 

the addition of RX Connect, 

which allows users to send audio 

to RX and back again without 

having to leave the DAW. 

As the product management 

director and product manager 

for RX4, Rob D’Amico, 

explains, “Right out of the 

gate, the whole concept of RX 

Connect and being able to take 

audio from your DAW into 

RX in a real simpli3ed manner 

was really the bubble-up effect 

of talking to a lot of customers 

that were having [work\ow] 

issues [in RX3].”

D’Amico points out that 

getting customer feedback early 

in the product development 

phase has always been 

important to the company, both 

to solve problems for existing 

customers and to make its 

products intuitive for new ones. 

“We actually get our 

customers involved to the point 

where we’re sending them 

early wireframes of what (the 

software) can look like and 

how it could function, to get 

that early feedback. We spend 

a lot of time and focus when 

we decide on the requirements 

and the functionality that we’re 

going to develop.

“We really want RX to 

be that tool to remove the 

mundane, manual tasks from 

your work\ow, so the end-

user can have more time for 

creativity and experimental 

work. We really want to inspire 

and enable creativity… so giving 

users the tools to shorten the 

manual labour of those tasks 

that computers can take care of 

is de3nitely at the forefront of 

solving those types of problems 

for all of our customers.”

The forward-thinker

MERGING TECHNOLOGIES 

PYRAMIX

Merging Technologies’ Pyramix 

has always had a reputation 

for rock-solid recording and 

playback of audio, and is a 3rm 

favourite amongst classical 

music producers. Now, says 

software products manager 

Johan Wadsten, it’s reinventing 

itself as the “DAW for the 

networking age”.

“Networked audio is starting 

to take hold and people are 

understanding what audio 

over IP is,” says Wadsten. “I 

think I can say with a degree 

of con3dence that we are the 

only workstation with native 

connectivity in audio over 

IP (AoIP). We’re not talking 

about using an option card. 

Our DSP runs on RAVENNA 

and AES67. [That technology] 

is creating a huge change in 

how people use workstations in 

general.”

With its sights still set on the 

future, Merging announced in 

October 2014 that its future 

3D panning and mixing engine 

(to be incorporated in the next 

version) will work with Auro-

3D tools. It is not an exclusive 

partnership, explains Wadsten, 

but part of the company’s over-

arching goal “to futureproof us 

against ever increasing speaker 

con3gurations. Rather than 

make [Pyramix] something 

where we create a limit, and 

then we have to work hard 

to create a new limit, we just 

decided to make something that 

doesn’t have a limit.”

Pyramix’s 3nal big step 

forward owes much to the 

past, as the company embraces 

Direct Stream Digital (DSD) 

recording, allowing users to 

encode an audio signal at up

to 11.2MHz and capturing

a true analogue of a sound

while still working in the

digital domain.

Wadsten explains: “People 

used to use two-inch tape for 

their gigs when they wanted 

to do something special with 

analogue gear, and now they’ve 

got a replacement for that when 

that special group comes in – 

but not at a two-inch tape price 

point [laughs].” 

www.cedar-audio.com

www.izotope.com

www.themasteringlab.com

www.merging.com

www.sadie.com

It would be hard to talk about 

software and not mention Avid’s Pro 

Tools, long the industry standard 

DAW in post-production and 
recording studios around the world. 

Whether it remains so may 
depend on how well the new ‘Avid 
Everywhere’ platform is received. 
Announced at IBC2013, the new 
platform promises users will be able 
to “connect with audiences in a more 
powerful, efficient, collaborative and 
profitable way”, but so far no dates 
have been set for a launch. 

“We’re hard at work bringing the 
technology preview – with the cloud 
collaboration, marketplace, metadata 
tracking, and all the other connectivity 
and collaboration workflows to 
market,” says Avid marketing 
director Tony Cariddi (pictured). 
“Believe me, I want to get my hands 
on it as much as you do [laughs].”

Similarly to Adobe, Avid is also 
rolling out a subscription-based 
payment policy that will keep users 
up-to-date and the Avid Everywhere 

platform running smoothly. Currently 
the majority of Pro Tools users have 
until 31 December, 2015 to upgrade 
to Pro Tools 11 for US$199 (approx. 
£127 or €159).

Until then, Pro Tools users have 
a few new tools to get their hands 
on. At AES 137 in Los Angeles last 
month, the company introduced two 
more options in the Avid Artist Suite: 
the new Pro Multiband Dynamics and 
Pro Subharmonic audio plug-ins.
www.avid.com

THE NEW STANDARD?

Loudness legislation has had a drastic 
effect on delivery requirements 
across Europe. In this case, software 
developers have been the ones to do 
the adjusting, creating the tools that 
enable engineers to conform to new 
standards.

“The big change that comes with 
loudness normalisation is the need 
to measure the loudness across 
the entire programme,” explains 
Jon Schorah, founder and director 
of Nugen Audio (pictured). “With 
real-time hardware tools this can 
destroy established workflows – for 
example, a five-minute edit within a 
30-minute program would require a 
30-minute measurement to obtain 
the new loudness levels. As a result, 
we have specialised in a number of 
real-time and off-line tools capable 
of measuring and adjusting loudness 
much faster than real time, which, 
when used together, allow the 
engineer to maintain a highly efficient 
workflow which also incorporates 
loudness normalisation.

“As understanding about loudness 
issues deepens, engineers and 

producers are now looking beyond 
simple compliance and are beginning 
to utilise loudness tools to ensure 
other aspects of audio quality, 
such as dialogue clarity, upmix/
downmix loudness consistency and 
platform-specific loudness range. We 
are already able to provide tools to 
meet these emerging requirements, 
and are continuing to develop new 
products and options to facilitate the 
production of better quality audio 
within the constraints of today’s 
highly demanding commercial 
environments.”
www.nugenaudio.com

LOUDNESS – BEYOND COMPLIANCE


