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x AUDIO TECH

New formats are blazing a trail for 3D and �immersive� 
audio. Phil Ward examines how it may guarantee the 
very future of pro audio . . .

Let’s begin with a leading question: why bother? Line array 
and point source configurations at the end of a stereo master 
output from the console have served us perfectly well for 
decades, and the quality of sound reinforcement systems has 
increased beyond argument almost year-on-year. Well, the truth 
is many professionals are now suggesting that despite these 
advances audio is falling behind video, lighting and special 
effects as productions achieve greater sophistication. And, with 
greater clarity in the mix, windows open on new vistas of sound 
suggested by that very improvement.

“Productions are getting larger, immersive experiences are 
crossing over from video and lighting and now is the time for 
surround - which we’ve had for quite some time, in fact - to 
live up to its potential,” comments Andrew J Horsburgh, a 
professional sound engineer, audio system consultant and 
lecturer at Solent University, who completed his PhD focussing 
on perceptual measurements of soundfield techniques with a 
special interest in Ambisonics. “We’re able to give companies 
new graduates who understand how the technology works so, 
when the industry makes the leap of faith that it should, we’ll be 
ready.”

Horsburgh correctly points out the live industry is now well and 
truly engaged in ‘reinforcement’ rather than mere amplification, 
and concert hall designers are more than ever mindful of the 
multi-purpose and multimedia requirements of their clients. 
“New buildings are dry, acoustically, and surround systems 

are often a form of reverberation - so we are going to find more 
interest in how we can use more speakers in a venue over the 
next five to 10 years,“ he says.

ECHOES
Leading manufacturers are responding with a variety of 
solutions. Meyer Sound’s CueStation software interface 
for the D-Mitri networked digital engine already features a 
panning matrix called Space Map: this offers over 80,000 
cross points across 288 channels. Sennheiser’s AMBEO 
‘3D’ audio format has won plaudits in playback-themed 
attractions and other applications - the most notable recent 
example being the exhibition Pink Floyd - Their Mortal 
Remains at the Victoria & Albert Museum in London (see LSi 
July 2017). This has a concluding display of 360° video with 
AMBEO mixes of four well-known Floyd songs: an installation 
of 18 Neumann KH 420 midfield monitors and seven 
Neumann KH 870 subs delivers the 18.3 mix made at Abbey 
Road studios for the purpose.

It’s a typical example of the emerging technique of 
object-based audio, in which spot sources are used in 
place of separate channels. In playback, this process 
reveals a believable music and effect soundscape in three 
dimensions, and if more loudspeakers are required in the 
budget to make that happen, well . . . hopefully promoters 
and specifiers will take note and seize the opportunity to 
change the paradigm.
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