DGME240/DIGITAL AUDIO PRODUCTION


GLOSSARY

Audio – electrical signals involved in the reproduction, or transmission, of sound

Bit – binary digit
DAW – Digital Audio Workstation – a computer on which audio can be mixed

Digital Recording – converts sound into data by using samples of sound to produce a recording that is stored in computer language (the on-or-off binary code consisting of ones and zeroes).  Samples are taken with great rapidity (two times higher than humans can hear).  A typical sampling frequency is 44.1 kHz (kilohertz), or 44,100 cycles per second.

Distortion – a change or alteration in the quality of sound that impairs the listener’s ability to comprehend it

Echo – a distinct repetition of a sound, due to the sound reflecting off a surface 

Editing – the process of rearranging, correcting & assembling audio into a desired form.  Destructive editing is when a permanent change is made to a sound file by removing a piece that can’t be restored.  Nondestructive editing is when all original audio components are retained and can be reused.

Effect – the overall mood, impact and appeal of an audio production

Latency – an audible delay between what you’re hearing compared to the input

Podcasting – distributing content in MP3 or other audio format via the web.  Takes its name from Apple’s iPod (though you don’t need an iPod to hear the content).  Podcasting has become a popular & reliable delivery method for news and information. 

Producer – a person who manipulates sound to create an effect or deliver a message.  Producers use sound to communicate and create clear messages in the listener’s mind. 

· radio stations

· studio recording

· audio for websites/podcasts

· multimedia producers

· audio for TV

· specialized production for ad agencies, production houses & commercial clients

Production – the assembly of various sources of sound to achieve a purpose related to programming

Quantization – the conversion of audio into binary numbers; the greater amount that occurs, the greater the sonic resolution or fidelity (see Sampling)

Reverb – the persistence of a sound after its source has stopped emitting it…many discrete echoes arrive at the ear so closely spaced in time that the ear can’t separate them

Sampling – the process of converting analog signals into numerical representations by taking a snapshot of an audio wave then breaking it into tiny segments that can be expressed in binary numbers (ones and zeroes).  One second of audio will be sampled 41,000 times. 

Sound – a vibration of air molecules through air or another medium

Sound Effect (SFX) – one of the most effective tools for evoking emotions via audio

Sound of a Station – created by using various sources of sound to create a specific result…a targeted product that appeals to specific listeners.  How these sources blend together makes one radio station different from another and compete for a listener’s attention.

Streaming – putting a digital audio stream onto the Internet; the primary advantage over radio broadcasting is that streaming signals are not susceptible to geographic impediments like mountains or tall buildings, or distance.

VU Meter – Volume Unit Meter – a visual representation of loudness; zero on the VU Meter is the reference point for proper volume.  Anything above that means the audio level is “in the red” because it is close to the red-colored portion of the meter.
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“Pinning the meter” is when the level is so loud that the VU meter stays in the red causing the LED’s to light up; this results is severe distortion.  If the audio level is too low that is referred to as “running in the mud.”

Waveform – a visual representation of  sound…sound consists of combinations of wave patterns or waveforms; most sounds are a combination of many waves of different shapes and frequencies called complex waveforms
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