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Audio: Spec Timeline

11/2024

Release Candidate

Stable Draft incorporating feedback from 
primary stakeholders with >1 
implementations. Call for final Public Review.

12/2024

Ratified

Ratified PDF and HTML specs posted on 
Registry.

08/2024

Proposal

Draft with emphasis on motivation and 
‘philosophy’.

09/2024

Review Draft

Well-formed specification JSON schema 
Detailed design.
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Audio: Framework

● Audio Graph

○ Audio processing pipeline is modeled as DAG comprised of nodes which operate 

on buffers of audio data

○ Graph based audio routing allows arbitrary connections between different audio 

node objects

● Audio Nodes

○ Building blocks of an audio graph for rendering audio to the audio hardware

○ Three basic node types are used to describe audio graphs 

○ Source: no inputs / one output (e.g., file, stream) 

○ Destination/Sink: one input / no outputs (e.g., spatial emitter)

○ Processor: one or more inputs / one or more outputs (e.g., filter, mixer, splitter)
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Audio: Key Functionalities

● Audio routing for simple or complex mixing and processing architectures

● Input sources (memory buffer, file) 

● Metadata (encoding properties)

● Playback controls (e.g., play, stop, loop)

● Spatial audio

● Signal processing 

○ Basic (e.g., gain, delay, pitch)  

○ Advanced (e.g., reverb, filtering)

● Flexible channel handling (e.g., splitting, merging)

● Animation control and dynamic update of node properties
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Audio: Call for Action

Review and share feedback To participate in early implementation 

email: 

chintans@meta.com / amedvedev@meta.com

mailto:chintans@meta.com
mailto:amedvedev@meta.com
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Thank you!
We are excited to introduce GPU-accelerated, cross platform HDR images to you all!

• Feel free to check out our SDR project here: 

https://github.com/binomialLLC/basis_universal

• Reach out to us directly: https://binomial.info/contact

• Contribute to the new HDR standard at 3DFormats Khronos meetings

• Public repo coming soon!

https://github.com/binomialLLC/basis_universal
https://binomial.info/contact
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