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Digital Limiting and Peak Metering in Relation to Audio Mastering
Digital limiting involves processes employed in order to prevent the amplitude of a signal from going beyond a preset value. The limiters act as safety devices in audio and broadcast devices especially in live transmissions in order to prevent sudden surges in volumes from happening. In recording of audio, the limiter is different from a compressor in that the limiter sets a definite value where a signal cannot exceed while a compressor slowly and gradually lowers a signal level that exceeds a certain range. Peak metering on the other hand involves visual representation of the level of the audio that is playing at that instant. The peak meter displays the entire waveform while peak metering itself sets the limit peak that is to be allowed for a given audio. This paper focuses on the article, “Song mastering for CD, Club Play and Streaming” by www.masteringthemix.com, which seeks to elaborate on the kind of digital limiting and peak metering techniques employed in mastering the audios for various platforms such as for CD, club music and for streaming services and applications; as well as provide a criticism of the entire article on the various recommendations on mastering for different outlets ("Song mastering", 2016). 
The article begins by appreciating that fact that it is common tradition to produce a final master that should work in most cases and for different audiences in different set ups. The article also appreciates the fact that different consumers of music do so in diverse ways and therefore there is need to prime these areas in order to provide listeners with the most optimum quality possible as far as the audio mastering is concerned. For audios meant for iTunes, the article recommends that the audio should be set at 24 beats and a -1.0dbTP (decibels true peak) maximum while the Loudness Units Full Scale (LUFS) should be set at -16. YouTube audios should be mastered at -13 to -15 LUFS and -1 dBTP as the true peak. For audios that are specifically made for Spotify streaming service, the limiter should be laid off and the LUFS be set at -13 to -15 while the true peak should be -1 dBTP. Club audios should be really looked into and have their audios mastered at about -7.5 to -9 LUFS as that is the only section that matters in terms of taking care of the loudness necessary for the purpose. There is a little difference when it comes to handling the mastering for audio tracks for Compact Disc (CD) format. This is because, according to the article, where the record producer needs to apply a bit depth of 16 bits. Additionally, a dynamic range of -8DR and Loudness Units Full Scale of -9 LUFS should be applied to complete the mastering for this format. Considering the important place that Soundcloud plays in online streaming and distribution of audio music, the article recommends that audios targeted for this space should be mastered in the following specifications: mastering the audio to -1dbTP, and loudness to be set at -9 to -13 LUFS while the dynamic range should not go beyond 9DR ("Song mastering", 2016). 
I strongly support the recommendations that the article gives considering the mastering specifications for the different outlet channels. This is because the different outlets have different inbuilt algorithms that are meant to enhance audios in different ways and thus this essentially means that the alterations done by the inbuilt mechanisms of these channels would give different results if they were fed using the same master copy of an audio recording. The recommendations given above are therefore highly justified and would produce great results if applied. For example, Soundcloud transcodes all audios fed to it into MP3 format for easy streaming by its users (Smith, 2017). This leads to lowering of quality, thus the recommendations given above are able to take care of this fact and thus be able to minimize the impact of the application’s transcoding on the quality of the music. YouTube is another channel where a great example can also be made of to support this argument. YouTube has an inbuilt algorithm that normalizes all audios fed to it to -14LUFS (Hori et al., 2018). This therefore means that the recommendation above of setting LUFS at between -13 to -14 is highly justified as this able to cater for the middle ground where YouTube standardizes LUFS value at. 
In conclusion, it is abundantly clear that mastering audio is a technical aspect of audio/music production and thus requires a lot of attention to detail. Considering that people receive or listen to audios through different outlets that come with their own different specifications, it is thus imperative to master music in different fashions to suit the different media and thus provide the highest quality possible to music listeners. The article reviewed provides the much needed recommendations that adequately take care of the demands of the different media. Although this calls for extra effort beyond developing one final master, it is totally worth it as it helps to provide the highest quality of the same product to different types of listeners. 
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