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who am I?   
• firmware engineer


• iOS engineer


• Folk singer, content creator (Youtube / Twitch)

twitter: @xoob



mayk.it
• “music app for non-musicians”


• Focus on beginner tools for mobile 
music making


• Pitch correction


• Produced beats


• Community


• Prompts / creative tools



audio for iOS  

Learning Core Audio, 2012

The Amazing Audio 
Engine, 2012 - 2016

Core Audio, 2003

iPhone, 2007 iPhone 6, 2014

AVAudioEngine, Sept 2014 

AudioKit v5, 2020

AudioKit v4, Sept 2017

Superpowered, 2013 (acq 2020)



Learning Core Audio, 2012
Learning Core Audio, 2012 
 
“Problem with updating the book is that 
to address the relationship with AV 
Foundation and the new v3 Audio Units, 
we'd basically have to start over and 
write a whole new book -- the 
organization of the old one doesn't 
make sense for the current media 
frameworks. And given that I made 
about $4/hour writing the last one once 
I divided my royalties by the time I put 
into it, I'm sorry to say a new mac/iOS 
audio book not at the top of my priority 
list at the moment.” 
 
(From https://www.reddit.com/r/iOSProgramming/
comments/4ttjln/
learning_core_audio_2012_still_relevant/)
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The Amazing Audio Engine, 2016
“99% of people should be 
using AudioKit... [it’s] 
a fabulous and tremendously well-
supported and maintained audio 
framework, based upon Apple's robust 
new AVAudioEngine. It's feature rich, 
newbie-friendly and comes with a 
bunch of great documentation and 
sample code, as well as a lot of great 
educational resources, like Swift 
playgrounds. No realtime C 
programming necessary.” — Mike 
Tyson 

http://audiokit.io/


MVP in AudioKit v4 (Recording)
AKMicrophone AKPlayer

AKReverb AKDelay AKBitCrusherAKPitchShifter

AKMixerAKNodeRecorder AKMixer

AKNodeRecorder

AKNodeRecorder



Editing (similar to Recording)

AudioPlayer

AudioPlayer

Reverb Delay BitCrusher PitchShifter

Mixer Mixer NodeRecorder



Prototyping all sorts of new audio experiences with AudioKit

• Easy to add taps, create new 
graphs, build new interfaces


• Speech to Text (get rhymes 
by tapping input node)


• Quick create


• Modify a beat (swap out 
different loops)



Feedback from MVP

• Loved the experience, but wanted more from


• Vocal effects — creators still wanted to sound better


• Ease of editing & recording 

• We didn’t have abstraction of “clips” or “tracks”



Prototyping vocal effects
• Compiling Faust


• Modifying Soundpipe in AudioKit


• No pitch correction (not available in 
Faust)


• Prototyping in Supercollider


• Lots of easy-to-use ugens (Tartini, 
PitchShiftPA)


• Need to still translate DSP back to C++



Building better vocal effects with DSP
Using AudioUnit v3—————————- with AudioKit v5



AudioKit v5
Building custom voice fx easily

AudioEngine.input

AudioPlayer

Reverb Delay

Harmony

PitchShifter

Mixer NodeRecorderMixerNodeRecorder

NodeRecorder



Custom vocal effects

• Faust, Chuck, SOUL


• Pitch shifters


• Rubberband


• Elastique



Building custom voice FX with LEAF



Better editing tools

• Creators wanted better tools (trimming, splitting, looping)


• Tracktion offered clean abstractions (+ built atop JUCE)



Exploring JUCE/tracktion
Seeking, Editing, and Loading Projects

• How to get working with native UI? 



Native UI + JUCE

• If this feels familiar, its from 2015


• Really useful ADC talks!


• Demo up and running quickly powered by tracktion



Bringing JUCE/tracktion into a native project





Unlocking more features

• Richer editing experiences, larger project management


• Audio development can be done outside of iOS project


• Developing new vocal FX chains in C++


• More creative recording tools (looping, layering)


• Better “remix to collab” tools



Overview

• AudioKit


• Faust


• Supercollider


• JUCE


• Tracktion Engine
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Intrigued?

• Would love to hear from you!


• Team Twitter: @mayk_it_app 

• My Twitter: @xoob 

• Email: akiva@mayk.it
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