
1. Audio Signal 
a. Analog audio 

i. Alternating current 
b. Frequency spectrum 

i. Human hearing range 20 - 20k 
ii. Fletcher munson curve 

c. Acoustics 
i. Speakers 
ii. Sound reflection, sound absorption 
iii. Sound absorbers 
iv. How they work 
v. Alternating current moving the membrane 

d. Microphones 
i. How they work 

2. Digital Audio 
a. Digital audio 

i. Sample rate 
ii. Bit depth 
iii. Clock, samples, resolution 
iv. Phase 

3. DAW (Logic, Ableton, Cubase...) 
a. Programs to recording, editing and producing audio 
b. Time signature (4/4), BPM 
c. Sequencer 

i. Horizontal line - play head 
ii. Types of tracks: audio, MIDI, group, return, master 

d. Mixer 
i. Used to combine several tracks into one 
ii. Controls, panning, gain, metering 

e. Editors 
i. Editing audio, cutting, stretching 
ii. Editing MIDI 

f. Effects 
i. Show them the serial nature of processing audio 

4. Synthesizers 
a. Synthesizer Basics 

i. Oscillators 
ii. Filters 
iii. Modulators (Envelopes, LFO) 

b. Oscillators 
i. They produce sound 
ii. Sine, saw, square, triangle, noise 



iii. Wavetable 
iv. Additive 
v. Show those on analyzer as well 

c. Filters 
i. LP, HP, BP, Notch 
ii. 6db/oct, 12db/oct, 18db/oct, 24db/oct 
iii. Resonance 

5. Modulators 
a. Synths and samplers 2 

i. LFO 
ii. Envelope 
iii. Combinations 

b. Insert FX 
i. Synths internal effects and their use in sound design 
ii. Show all different synths and what fx they have built in 

c. Samplers 
6. Music Theory (ze soares) 
7. Making a loop 

a. Different genres 
b. Drums 
c. Bass 
d. Instruments 
e. Fx 
f. Basic levels 

8. Microphones 
a. Dynamic 
b. Condenser 
c. Directivity of mics 
d. Sensitivity of mics 
e. Stereo recording techniques 

9. Recording 
a.   Real recording process 
b. Practical example 
c. Applying stereo recording techniques 
d. Routing and monitoring 

10. Processing Audio 
a. Effects 

i. What we use them for 
b. EQ 

i. What is it (collection of filters) 
ii. Why we use it 



iii. What kind of filters are in an eq 
c. Time-Delay based 

i. Reverb 
ii. Delay 
iii. Chorus 
iv. Flanger 

11. Processing Audio 2 
a. Dynamic 

i. Compressor 
ii. Limiter (compressor with infinite:1 ratio) 
iii. Noise Gate 

b. Special effects 
i. Distortion 
ii. Auto-tune 
iii. Vocoder 

12. Mixing 
a. Tracks 

i. Controls on tracks 
b. Routing 

i. Input & output 
ii. Routing one track into another track 
iii. Groups 

c. Inserts 
i. Insert effects 

d. Sends 
i. Sends & Returns 

13. Arrangement 
a. Automation 
b. Drawing 
c. Recording 
d. Editing audio in ableton 
e. Warping 
f. Syncing 

14. Mastering 
a. Digital mastering 
b. Standards 
c. Digital resolution maximums 
d. Precautions 
e. Purpose 

15. Live performance  
16. Marketing (Hugo Rizo)Everything live and consulting 



17.  
 


