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The ability to perceptually modify drum recording parameters in a post-recording process
would be of great benefit to engineers limited by time or equipment. In this work, a datadriven approach to post-recording modification of the dampening and microphone positioning
parameters commonly associated with snare drum capture is proposed. The system consists
of a deep encoder that analyzes audio input and predicts optimal parameters of one or more
third-party audio effects, which are then used to process the audio and produce the desired
transformed output audio. Furthermore, two novel audio effects are specifically developed to
take advantage of the multiple parameter learning abilities of the system. Perceptual quality of
transformations is assessed through a subjective listening test, and an object evaluation is used
to measure system performance. Results demonstrate a capacity to emulate snare dampening;
however, attempts were not successful for emulating microphone position changes.

0 INTRODUCTION
The positioning and recording of a standard acoustic
drum kit—comprising of kick, snare, toms, and an assortment of hi-hats and other cymbals—is a technical and timeconsuming endeavor. Recording drums may account for as
much as 25% of the whole recording project [1]. During
a typical session, an engineer must modify a large number
of recording parameters to achieve a desired result. Key
considerations include the selection of drums, drumheads,
tuning, and dampening and the selection, arrangement, and
positioning of microphones. These decisions impact the
overall timbral quality of a recording, with certain modifications producing greater effects than others [2, 3].
Time permitting, an engineer may test different parameter options to identify an appropriate configuration for a
song before committing to the final recording; however,
with many variables, this can easily become a lengthy
process. As such, the ability to perceptually modify these
recording parameters in a post-recording process would be
of great benefit to engineers limited by time or equipment,
especially during sessions in which compromises may need
to be made. In this work, a system is proposed for postrecording modification of the dampening and microphone
positioning parameters associated with snare drum capture.
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0.1 Background
Several methods for the automatic mixing of drums have
been proposed [4–6]. Although these look at emulating
processes of the digital mixing stage, the proposed system
attempts to emulate techniques that are carried out prior to
the recording stage. Two notable techniques an engineer can
use to modify snare drum timbre include treating the drum
heads directly through dampening or varying the position
of the microphones around the drum in order to emphasize
or subdue certain timbral characteristics.
Snare batter head dampening is a common timbre manipulation practice in drum recording [7, 8], which involves
adding mass to the drumhead to remove unwanted overtones and shorten decay time to produce a perceptually
tighter, more controlled sound [9, 10]. Engineers place various materials (e.g., cloth, duct tape, wallet) directly onto
the drumhead to achieve subtle to extreme dampening effects. Many commercial products such as Big Fat Snare
Drum, Snare Weight, and Moongel allow for the adjustment of dampening amount [11]. The recording engineer
may use several of these techniques to create the intended
drum sound [12]. Once dampening has been applied, those
timbral properties are then committed to the recording, and
one loses the ability to apply additional dampening if later
required or to remove any if too much was used.
J. Audio Eng. Soc., Vol. 70, No. 9, 2022 September
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Microphone selection also impacts the timbre of recordings [13, 14]. The authors of [15] modified the spectral
characteristics of a snare drum recording to mimic those
of another through the use of a 30-band graphic equalizer
(EQ); however, a limitation of this work was that access to
recordings with target characteristics were required.
Audio effects are an integral part of the music production
workflow that can be used to modify sound characteristics,
such as dynamics, frequency, and timbre. Utilizing audio
effects for a predefined audio transformation can be a laborious task that often requires mastery over a large number
of parameters. As a result, there has been an increasing focus on audio effects modeling and intelligent audio effects
within the field of music information retrieval.
In recent years, deep learning has demonstrated excellent performance in tasks such as emulating audio effects
through end-to-end transformation methods [16–18], estimating audio effect parameters [19], mapping semantic
descriptors to the parameter space of audio effects [20],
and generating audio through differentiable digital signal
processing [21]. More recently, Martinez et al. [22] emulated three common audio production tasks (i.e., mastering,
breath/plosive removal, and tube amplification) through the
use of a deep encoder, which performs parameterization of
third-party audio effects within layers of the network.
0.2 Motivation
The system in [22] facilities training of audio plugin parameters or a chain of plugins for any desired transformation, given the appropriate training data. In this paper, the
ability to modify the timbre of an undampened snare recording in order to elicit a perceptual change that corresponds
to that of a dampened snare, referred to as Undampenedto-Dampened (U2D), will be explored through the use of
multiple audio effects by utilizing the tools presented in
[22]. The inverse transformation is also examined, whereby
a dampened snare recording is modified to perceptually
emulate qualities of an undampened snare recording, referred to as Dampened-to-Undampened (D2U). In addition
to these dampening transformations, two positional recording parameter changes are explored: bottom-to-top (B2T)
and top-to-bottom (T2B) microphone position.
The remainder of this paper is structured as follows: SEC.
1 outlines the proposed system. SEC. 2 describes the evaluation methodology for subjective objective comparisons.
SEC. 3 presents the results from the evaluation, and SEC.
4 provides a discussion. Conclusions and suggestions for
future work are presented in SEC. 5.
1 METHODOLOGY
An overview of the system configuration for transforming an undampened snare drum into a dampened snare is
provided in Fig. 1. In order to automatically carry out different perceptual transformations, DeepAFx [22] is utilized
for its powerful parameter learning and audio processing
capabilities. DeepAFx consists of a deep encoder that first
analyzes the input audio and then predicts the optimum paJ. Audio Eng. Soc., Vol. 70, No. 9, 2022 September
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Fig. 1. System overview for snare dampening with DeepAFx with
third-party audio effect. Solid lines depict flow of audio, the longer
dashed line represents the predicted parameter values, and shorter
dashed lines depict gradient flow.

rameters of one or more effect, which then processes the
audio, producing the desired transformed output audio. The
system makes use of the LV2 audio plugin open standard
and incorporates third-party audio effects as a black box
layer within a deep neural network. The authors provide
the code used in their experiments.1
1.1 Network Architecture
Following [22], an inception-based encoder network [23]
is implemented to predict the audio effect parameter values
required for a desired snare drum transformation. The input
to the network is a log-scaled Mel-spectrogram represented
as a 4D tensor t ∈ Rb×w×h×c , with batch size b, number
of frames w, number of frequency bins h, and channels c.
The model consists of 64 convolutional filters with a 5 × 5
sized kernel followed by 2 × 2 strided max-pooling. This is
followed by six inception blocks with mixed kernel sizes,
each comprised of a naive module with a stride of 2 and
a dimension reduction module [24]. Rectified linear unit
activations are used for all layers apart from the network’s
last layer, which is a fully connected output layer consisting
of r output nodes and a sigmoid activation function, in
which r is the number of parameters associated with a
particular audio effect. The network outputs estimate audio
effect parameter values for each snare drum transformation
under observation.
1.2 Audio Effects
For this study, two novel LV2 audio effects are specifically developed to take advantage of DeepAFx’s multiple
parameter learning abilities; both effects have high parameter counts that would make it tedious and time-consuming
for a human engineer to fine tune each control. Typically
audio production tools are designed with the audio engineer
in mind, graphic user interfaces (GUIs) are implemented,
and variables such are parameter amount, layout, size, and
color are considered in order to enhance the experience of
the user. Allowing DeepAFx to learn the parameters a GUI
is not required, nor are any considerations to the impracticality to a human user.
Both effects are investigated for their timbretransforming abilities: a 10-band dynamic EQ (DEQ10) and
1

https://github.com/SoMA-group/snarefx.
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30-band dynamic EQ (DEQ30). Typically, dynamic EQs
will consist of four to seven parametric frequency bands
[25, 26], allowing the user to specify center frequency,
Q-factor, and shelf or bell filter types [27, 28]. However,
unlike traditional dynamic EQ, DEQ10 and DEQ30 are implemented as fixed-band graphic equalizers, with fixed center frequencies based on the specification for octave bands
and fractional-octave bands described in [29], allowing for
complete dynamic control over the full spectrum.
Dynamic EQ was specifically chosen in order to provide both spectral and temporal manipulation within one
audio effect [30], often used in mastering applications [31].
The ability to control specified frequency bands over time
lends itself to transformations in which some frequencies
may be similar and others are disparate, such as in the case
of dampening a snare, and in which both high frequencies
are attenuated and their associated envelopes shortened,
whereas the lower frequencies remain mostly unaffected.
This would be difficult to achieve through the use of a standard full spectrum compressor; thus, dynamic EQ has the
potential to perform better than a standard EQ and compressor combined for particular production tasks.
Both DEQ10 and DEQ30 have the same architecture,
the signal path consisting of cascaded bi-quad peaking filters. Each frequency band comprises of two such filters; the
gain of the first is controlled dynamically and that of the
second is controlled through the make-up gain parameter
for the band. Dynamic control of each band is achieved
through a standard feed-forward compressor architecture.
Within the side chain for each band, the signal first passes
through a bi-quad band-pass filter, with center frequency
and bandwidth matching that of the corresponding peaking
filter in the signal path. Level detection and ballistics are
carried out within the gain computer of the compressor’s
side chain. The output of this filter undergoes peak amplitude detection and then feeds a gain computer with the
following parameters: threshold, attack, release, ratio, and
knee. Each effect has an output gain parameter at the end
of the signal path. A graphical representation of this architecture is given in Fig. 2. The principle difference between
DEQ10 and DEQ30 is that the first uses an octave band
layout, whereas the second uses third-octave increments.
With six parameters per band and output gain, this gives 61
trainable parameters for DEQ10 and 181 for DEQ30.
In addition to the two novel effects, two open-source
plugins were used.2 Firstly an eight-band parametric EQ
(PEQ), was chosen for its frequency sculpting ability and
for the ubiquitous nature of parametric EQs in audio engineering. Secondly, because applying dampening to a snare
drum alters its envelope characteristic, a transient designer
(TD) was chosen as a possible candidate for a tool that
might perform well at emulating this feature. A transient
designer provides level-independent processing of the signal’s envelope by using envelope followers to control output
dynamics; this allows transients to be accelerated or slowed
down and sustain to be prolonged or shortened [32].

2
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DeepAFx also has the ability to train multiple plugins
in a series; chaining multiple effects together is a common
practice among mixing engineers [33], so for this reason,
this aspect was also investigated. The PEQ and TD were
used in conjunction with one another to determine whether
they were able to perform better together, providing both
spectral and temporal manipulations. The order of PEQ and
TD were tested in both configurations, placing TD before
and after PEQ. This was found to have very little audible
difference on the processed audio; for this reason, only the
PEQ+TD configuration was chosen for investigation.
1.3 Loss Function
The objective of the proposed model is to minimize the
multi-scale spectrogram loss (MSL) between target snare
drums and predicted snare transformations. MSL allows the
network to extract information at multiple spectro-temporal
resolutions and is calculated as the sum of the L2 difference between magnitude and log magnitude spectrograms
computed with different fast Fourier transform resolutions:
r = {2048, 1024, 512, 256, 128, 64}. The spectral loss for
each resolution is defined as

||Sri − Ŝri ||2
MSLstft (S, Ŝ) =
ri


+ || log Sri − log Ŝri ||2 ,

(1)

where magnitude spectrograms S and Ŝ are computed with
a given fast Fourier transform resolution ri from the target
snare drums and predicted snare transformation audio.
1.4 Network Training
The deep encoder takes data x as input and parameters λ.
Audio is pre-processed through resampling and conversion
to a spectrogram representation. Following [22], snare drum
recordings are resampled to 44.1 kHz, and the short-time
Fourier transform (STFT) of each snare is calculated using
a Hanning window with a size of 1,024 samples and a
hop size of 256 samples to facilitate the desired temporal
resolution of the network input. The magnitudes of STFT
are transformed to log-scaled Mel-spectrograms with 128
Mel-frequency bands.
The model is trained using the Adam optimizer [34] with
a learning rate 1e–4, where each iteration takes a mini-batch
of 100 examples. Network weights are initialized using
He’s constant [35] to promote equalized learning. Once
model performance ceases to improve over 25 epochs, early
stopping is applied to complete training, and the epoch that
achieves the best accuracy on the validation set is used for
testing. Training was carried out on a Nvidia TESLA M40.
2 EVALUATION METHODOLOGY
The system presented in SEC. 1 is assessed through two
evaluations to determine 1) perceptual quality of the transformations through a subjective listening test and 2) similarity of the transformed audio compared to the target audio
through an objective evaluation using various comparative
metrics. For each type of transformation under investigaJ. Audio Eng. Soc., Vol. 70, No. 9, 2022 September
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Fig. 2. Architecture of 10-band dynamic equalizer (DEQ10) and a 30-band dynamic equalizer (DEQ30) audio effects.

tion, the unprocessed snare drums from the test dataset of
input-target pairs are transformed using the proposed audio effect configurations, where parameter values for each
audio effect are inferred from the trained encoder network.
2.1 Dataset
In order to train DeepAFx to learn the most suitable parameters for any given audio processing task it requires
input-target paired audio as supervision. The training data
for each of the four transformation tasks is comprised of
specific subsets from the Snare Drum Data Set (SDDS)
[36].3 From the four subsets, 3,000 input-target pairs were
randomly selected to create the test set. SDDS is a comprehensive acoustic snare drum dataset, featuring multivelocity recordings of ten different snare drums, each captured with 53 studio microphones, using various commercial dampening techniques.
One of the dampening methods used in SDDS was a
BigFatSnareDrum (BFSD), a specialized device designed
to dampen a snare or tom, placed directly on top of the batter
head. This allows for exact repeatability because it covers
the entirety of the drumhead and could only be placed in
one position unlike other products. Although SDDS included other dampening methods such as MoonGel, BSFD
was chosen to be used for the dampening transformations
because it produces a distinct timbral change. The BFSD is
also used for the D2U transformation. For each U2D and
D2U input-target pair, the snare drum, microphone, and mic
position were all identical, with the only variable being the
dampening, either undampened or dampened with a BFSD.
Individual strikes from each pair were matched based
on closest peak amplitude levels and time-aligned using
cross correlation. For the positional transformation of T2B
and B2T, only eight of the same microphones were used
in both top and bottom positions. These pairs were used
on all 10 snare drums and for all dampening methods; the
paired strikes were identical performances because the top
3

http://dmtlab.bcu.ac.uk/matthewcheshire/audio/sdds.
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and bottom microphones were recorded simultaneously. For
each subset, 80% was used for training, 10% for validation,
and the remaining 10% for test data for later evaluation.
Once processed by the trained models, the evaluation data
was used for the comparative metrics and provided stimuli
for the subjective listening tests.

2.2 Subjective Evaluation
A subjective listening test was carried out using a multiple stimulus approach in order to determine whether participants would perceive the transformed audio as comparable
to the real-world recording parameter adjustments it was
emulating. The test was implemented using the Web Audio
Evaluation Tool [37] and was carried out by 25 participants
between the ages of 20–42 (mean: 27), and their experience
in audio-related fields ranged from 1 to 25 years (mean: 9).
Participants were instructed to use the highest-quality playback system available to them. They were required to provide the specification of equipment used, and all systems
reported were deemed to be suitably professional.
The four transformations were evaluated on separated
pages of the listening test. On each page, participants were
presented with seven sliders, each corresponding to a different audio sample. The page and slider order were randomized, and slider starting position was as well. The seven
audio stimuli were comprised of the unprocessed input used
as a baseline for similarity, with the target acting as a hidden reference, and the five samples of the input processed
by the five different plugin chains. Participants were instructed to arrange stimuli based on their similarity to the
reference and use the full range of the scale, placing the
most similar at the top and least similar at the bottom. The
hidden reference was used to ensure participants could accurately identify the identical sample to the reference. No
low anchor was used, in order to allow participants to rate
the perceptually least similar stimuli lowest on the rating
scale. Stimuli were loudness normalized to –23 LUFs.
745
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Fig. 3. Mel-scaled log frequency spectrograms for (a) Undampened-to-Dampened with 10-band dynamic equalizer (DEQ10) and (b)
Dampened-to-Undampened with a transient designer (TD). Input snare drums (left), target (center), output transformations (right).

Listening test stimuli are available for audition.4 The
input-target pairs for each transformation were randomly
selected from the test data subset (SEC. 2.1). Participants
could not move on to the next page until all stimuli were
played at least once and all sliders were moved. Fig. 3
presents an example of (a) U2D snare transformation using
DEQ10 and (b) D2U snare transformation using TD.
2.3 Reconstruction Metrics
In order to evaluate the ability of the model to produce
desired transformations of snare recordings, how accurately
the transformed examples Ŝ match the target examples S
Recording pairs in the test set introduced in SEC. 2.1 are
evaluated using reconstruction metrics in two experiments
comparing timbre and pitch characteristics of the transformed snare drums. Each transformation type is grouped
into two tasks: 1) dampening (i.e., U2D and D2U) and 2)
positional (i.e., T2B and B2T) and is evaluated with a range
of spectral representations and metrics focused on timbral
(see SEC. 2.3.1) and pitch (see SEC. 2.3.2) reconstruction
capabilities of the model.
To extract the selected comparative metrics, a magnitude
spectrogram Sstft is computed using the STFT for each audio
file using an n-length Hann window (n = 2,048) with a hop
size of n4 . Sstft is additionally mapped onto the Mel-scale or
converted to Mel-frequency cepstral coefficients, resulting
in SMel and Smfcc , respectively.

4
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2.3.1 Timbral Reconstruction
Timbral reconstruction metrics in the first experiment
include MSL (see SEC. 1.3) and spectral cosine distance
(SCD) metrics as used in [22], along with log-spectral distance (LSD) [38] and Pearson correlation (PC) coefficients,
which were previously employed in evaluations of deep
generative models for music signals as an objective measure of audio quality [39, 40]. Additionally, the cosine similarity (CS) metric based on spectral difference functions
(SDFs) used in research on automatic event detection [41]
and automatic music remixing [42] are used. The implementation by [22] is followed for the computation of MSL
and SCD metrics, in which the former uses STFT magnitudes and latter uses 13 Mel-frequency cepstral coefficients
(excluding the first coefficient). The LSD is calculated using Mel-spectrograms as follows:

L S D Mel (S, Ŝ) =


[10 log10 (|S|/| Ŝ|)]2 .

(2)

Following [41], spectral difference envelopes E are computed as
E S (t) =

K
−1





H (|Sk (t + 1)| − |Sk (t)|) ,

(3)

k=0

where S represents a Mel-spectrogram with K bins. The
H (x) = (x + |x|)/2 is a half-wave rectifier, which returns
zero for negative arguments. The calculations of the E S
envelopes is the same for E Ŝ . Following [43], envelope
reconstruction of the transformations is evaluated with coJ. Audio Eng. Soc., Vol. 70, No. 9, 2022 September
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sine similarity calculated between envelopes extracted from
target and transformed recordings as follows:
C Ssd f (S, Ŝ) =

E S · E Ŝ
,
E S E Ŝ 

(4)

where · represents a dot product between E. C Ssdf will be
close to unity for very similar drum envelopes and nearer
to zero for dissimilar ones. Spectral difference functions
are then calculated as the sum of the first-order difference
between each spectrogram (e.g., [44]). The resulting envelopes are then normalized between [0, 1].
All reported timbral reconstruction experiments are presented as means calculated over the test set (see SEC. 2.1)
except the M S L stft metric, which is represented as the sum
of L2 differences [see Eq. (1)]. Although the computation of
PCs is described in the following section, here they are reported as mean PC coefficients averaged over the frequency
axis.
2.3.2 Pitch Reconstruction
In the second experiment, a pitch-based reconstruction
metric, which was previously used to evaluate the audio
quality of pitched instruments generated with an adversarial
autoencoder [39], was implemented. This approach is modified to suit snare drum frequency ranges. The use of Melspectrograms is opted for, as opposed to constant-Q transform spectrograms used in [39], because a logarithmicallyspaced frequency range provides a more even representation over the fundamental frequencies of snare signals
than frequency representations spaced over musical octaves
(e.g., constant-Q transforms).
3 RESULTS
3.1 Subjective Results
3.1.1 Dampening
Fig. 4 presents normalized violin plots showing the
dampening transformation results for the subjective listening test (means are depicted by asterisks, and medians are
denoted by black horizontal lines). A one-way analysis of
variance (ANOVA) was used to determine whether distributions of the responses have a common mean—that is,
whether the plugin chains under evaluation had a different effect on the subjective scores of similarity. U2D (p =
3.12e–14) and D2U (p = 4.81e–14) both had p < 0.05. The
small p values allow for rejection of the hypothesis that all
group means are equal and indicate that the different ratings
are not the same as each other.
A post-hoc multiple pairwise comparison was used to
establish which of the ratings were significant based on the
results from the ANOVA test. As per the recommendations
in [45], Tukey’s Honestly Significant Difference (HSD) test
was used for this comparison. The U2D subjective listening
test showed promising results. It can be seen in Fig. 4 that
DEQ10 (mean: 0.66) and DEQ30 (mean: 0.58) are rated
more similarly to the hidden reference (mean: 1) than the
input (mean: 0.3). All participants correctly identified the
hidden reference, placing it at the top of the rating scale.
J. Audio Eng. Soc., Vol. 70, No. 9, 2022 September

Fig. 4. Dampening results from listening test. DEQ10 = 10-band
dynamic equalizer; DEQ30 = 30-band dynamic equalizer; PEQ
= parametric equalizer; TD = transient designer.

The ratings for DEQ10 and DEQ30 were both statistically
higher than the input (p = 2.07e–08 and p = 9.84e–06,
respectively) using HSD. This suggests that both of these
effects moved the processed input perceptually closer in
similarity to the reference, which in this instance was a
snare drum recording dampened with a BFSD.
Although not able to completely emulate the real dampening effect, these results indicate that the transformation
is indeed creating a more dampened sound compared with
the undampened recording. It should be noted that all participants were able to correctly identify the hidden reference and placed it at the top of the scale for all four test
pages. Although TD (mean: 0.42) was rated higher than the
input overall, the ratings were not significantly higher (p
= 0.054). Likewise, although PEQ and PEQ+TD do have
lower overall ratings than the input, they are not statistically
different. For D2U, the only effect that had a significantly
higher rating (p = 0.0012) than the input (mean: 0.4) was
TD (mean: 0.63) based on HSD, which can be seen in Fig. 4.
3.1.2 Positional
The listening test results for the positional transformation
are presented in Fig. 5. All participants correctly identified
the hidden reference (mean: 1). An ANOVA was used again
to determine whether any of the ratings were significantly
different; for B2T transformations, it was found that there
were no statistical differences between any of the scores
(p = 0.42). This can be seen by the relatively close means
and overlapping ranges of the different ratings. Although
DEQ10 has a higher rating (mean: 0.49) than the input
(mean: 0.36), these ratings were not statistically different
from each other when the HSD test was conducted.
For T2B, some significant differences were shown based
on the results from an ANOVA (p = 1.54e–11). The
HSD test revealed that the performance of both PEQ and
PEQ+TD (mean: 0.34 and 0.16, respectively) were statisti747
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Table 1. Dampening task results using Mel-spectrograms: mean multi-scale loss (MSL), spectral cosine distance (SCD), log-spectral
distance (LSD), mean Pearson correlation (PC), and envelope cosine similarity (CS). Lower values indicate greater similarity, except
for the PC and CS metrics, for which higher values do.
MSLstft

SCDmfcc

LSDMel

PCMel

CSsdf

Name

U2D

D2U

U2D

D2U

U2D

D2U

U2D

D2U

U2D

D2U

PEQ
TD
PEQ+TD
DEQ10
DEQ30

8.31
6.92
8.91
4.77
5.46

65.57
12.90
39.96
11.83
8.01

0.75
0.73
0.64
0.55
0.63

0.90
0.85
0.87
0.80
0.87

2.53
2.78
2.45
2.13
2.25

3.09
2.72
3.49
4.32
4.71

0.68
0.64
0.62
0.70
0.69

0.52
0.60
0.45
0.68
0.68

0.86
0.70
0.61
0.89
0.86

0.69
0.91
0.52
0.90
0.90

Bold values indicate best score (highest or lowest based on metric). DEQ10 = 10-band dynamic equalizer; DEQ30 = 30-band dynamic equalizer;
D2U = Dampened-to-Undampened; mfcc = Mel-frequency cepstral coefficient; PEQ = parametric equalizer; sdf = spectral difference function; stft
= short-time Fourier transform; TD = transient designer; U2D = Undampened-to-Dampened.

both PEQ and PEQ+TD statistically worsening similarity.
For B2T, no significant effects were seen, either positively
or negatively, by any of the transformations.

Fig. 5. Positional results from listening test. DEQ10 = 10-band
dynamic equalizer; DEQ30 = 30-band dynamic equalizer; PEQ
= parametric equalizer; TD = transient designer.

cally lower than the input (mean 0.58), with PEQ+TD being rated least similar to the target. TD had slightly higher
ratings (mean 0.64) than the input, but again, these ratings
were not statistically different from each other. This showed
that for T2B positional changes, no method was successful
at moving the input perceptually closer to the target, with

3.2 Objective Results
Several of the objective metrics for U2D shown in Table 1
display similar trends to the subjective evaluations. For U2D
all metrics showed DEQ10 to be most similar to the target.
For D2U, TD rated most similar in the subjective evaluation
and measured most similar when using SCD, LSD, and CS;
however, unlike the subjective ratings when using MSL and
PC, DEQ30 performed the best.
The objective metrics for the positional tasks can be seen
in Table 2, DEQ10 had the highest similarity for T2B and
B2T when measured with MSL and PC, respectively. PEQ
also showed favorable results for T2B when using LSD
and B2T when using both MSL and CS. TD was another
effect that performed well across different metrics because
it displayed the highest similarity with both SCD and PC
for the T2B transformation. PEQ+TD was the only effect
that presented strong similarity for one metric alone, with
it scoring most similarly when using SCD for B2T.
4 DISCUSSION
The results from the listening test indicate that D2U may
be a harder transformation to emulate than U2D, with both
DEQ10 and DEQ30 being rated statistically more similar

Table 2. Positional task results, metrics are the same as those used in Table 1. Lower values indicate greater similarity, except for the
PC and CS metrics, for which higher values do.
MSLstft

SCDmfcc

LSDMel

PCMel

CSsdf

Name

B2T

T2B

B2T

T2B

B2T

T2B

B2T

T2B

B2T

T2B

PEQ
TD
PEQ+TD
DEQ10
DEQ30

7.86
10.16
17.86
8.17
8.27

10.63
7.35
23.09
5.83
6.33

0.39
0.40
0.35
0.54
0.68

0.43
0.39
0.42
0.50
0.62

2.09
2.34
1.81
2.39
2.61

2.11
2.07
2.45
2.54
3.01

0.64
0.61
0.52
0.66
0.65

0.53
0.64
0.38
0.54
0.54

0.91
0.89
0.48
0.83
0.81

0.87
0.92
0.57
0.87
0.88

Bold values indicate best score (highest or lowest based on metric). B2T = bottom-to-top microphone position; CS = cosine similarity; DEQ10 =
10-band dynamic equalizer; DEQ30 = 30-band dynamic equalizer; LSD = log-spectral distance; mfcc= Mel-frequency cepstral coefficient; MSL =
multi-scale loss; PC = Pearson correlation; PEQ = parametric equalizer; SCD = spectral cosine distance; sdf = spectral difference function; stft =
short-time Fourier transform; T2B = top-to-bottom microphone position; TD = transient designer.
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Fig. 6. Mean smoothed Pearson correlation results computed with
Mel-spectrograms for the dampening task. DEQ10 = 10-band
dynamic equalizer; DEQ30 = 30-band dynamic equalizer; PEQ
= parametric equalizer; TD = transient designer.

Fig. 7. Mean smoothed Pearson correlation results computed with
Mel-spectrograms for the positional task. DEQ10 = 10-band dynamic equalizer; DEQ30 = 30-band dynamic equalizer; PEQ =
parametric equalizer; TD = transient designer.

to the target for U2D but had ratings that were not significantly different to the input when used for D2U. Dampening a snare drum removes high-frequency energy, whereas
removing dampening increases higher frequencies. When
dealing with a heavily dampened snare recording, the highfrequency content has already been removed, and it shows
that DeepAFx was not able to learn optimal parameters for
the effects to enhance the missing information.
TD was most successful for the D2U transformation,
likely because of TD’s release boost parameter, shaping
the envelope of the drum recording to better emulate an
undampened strike. One possible alternation to DEQ10 and
DEQ30 that may have facilitated better results for D2U
would be to change the ratio parameter to allow values
below 1. This would create an expansion effect instead of
a compression effect for each frequency band, which could
possibly be used to create a similar effect to that of the
TD. Fig. 6 displays the mean smoothed PC results for the
dampening tasks. High degrees of similarity to the target
can be observed by both DEQ10 and DEQ30 only for the
higher-frequency ranges for U2D. Little difference is seen
between any of the plugins for the lower-frequency bands.
Because high frequencies are most affected by dampening,
the high measure of similarity in these important bands is
likely responsible for the significantly higher ratings in the
subjective evaluation.
For D2U, DEQ10 and DEQ30 have the highest measures of similarity in the mid-range and upper-mid–range
frequency bands; however, this similarity is not reflected in
the subjective tests. Although TD was subjectively the most
similar to the target, the PC in Fig. 6 shows that it does not
outperform DEQ10 or DEQ30, suggesting that envelope
similarity is more important for D2U than spectral simi-

larity. The subjective evaluation for B2T did not show any
effect chain to statistically produce different ratings. In the
case of T2B, PEQ and PEQ+TD produced ratings that were
statistically lower than the input. A possible cause for this
may be that the input is rated similar to the target. With
little timbral disparity between input and target, it may be
more difficult for DeepAFx to use the provided plugins
to make the necessary improvement. PEQ and PEQ+TD
also showed very low similarity for the mean smoothed PC
results for T2B seen in Fig. 7, with the most notable dissimilarity being in the lower-frequency ranges and upper-mid
range. PEQ+TD also showed very poor similarity in the
lower frequencies for B2T; however, this was not reflected
in the subjective evaluations.
The stimuli selected for the listening tests may not best
exemplify the ideal transformation because the input-target
pairs were chosen randomly from the available evaluation
data. Thus, more representative samples that were not able
to be assessed during the subjective evaluations may exist. Other variables, such as timbral differences associated
with velocity disparity, could also play a part in the subjective perception of similarity. The effects of dampening or
microphone placement may be less pronounced when the
snare is played very lightly. Certain microphones may be
more adept at capturing timbral subtleties making it easier for a listener to distinguish changes, or particular snare
drums may emphasis the effects of parameter changes more
so than others. The relationship between subjective ratings
and objective metrics cannot be strongly linked because the
objective measures made use of all samples from the evaluation data. In most cases DEQ10 outperformed DEQ30,
which indicates that octave-band control (i.e., DEQ10) had

J. Audio Eng. Soc., Vol. 70, No. 9, 2022 September

749

CHESHIRE ET AL.

sufficient timbral shaping abilities and third-octave band
(i.e., DEQ30) had no additional benefits.
5 CONCLUSION
In this study, a deep learning system for automatic modification of snare drum recording parameters has been investigated. Two novel audio effects, an octave-band and
third-octave–band dynamic EQ with fixed center frequency
bands and trainable parameters, were created specifically
for use within this system. Results from a subjective evaluation demonstrated that with particular effects, the system was able to move perceptually closer to the real-world
targets for dampening tasks but was unsuccessful in positional transformations. Objective metrics also revealed
a tendency toward improvements in similarity for certain
transformations. Most notably, DEQ10 performed best at
Undampened-to-Dampened in all measures.
A possible direction for future research in this area would
be to assess the benefits of additional computational power,
larger datasets, and alternative architectures to improve the
quality of the transformations. The authors would also like
to explore more aspects of the recording process, for example, transformations between different drum shell materials
and investigation of other audio effects, such as distortions or reverbs for their timbral shaping capabilities. Additionally, subsequent studies could investigate methods for
navigating the network’s latent space. Navigation controls
could be provided as a GUI to creatively interpolate between transformations or refine the estimated parameters.
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