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Abstract

Podcasting has evolved as a significant medium where independent
creators engage in various production stages, including audio en-
gineering. However, research is limited on how deaf and hard of
hearing (dHH) people create podcasts. To address this gap, we con-
ducted interviews with four self-taught dHH podcasters engaged in
audio engineering. Our findings reveal how they navigate hearing-
related challenges through visual editing techniques, self-taught
skill development, and reliance on peer support, while advocat-
ing for accessibility. For future directions, we discuss differences
between podcast and music audio engineering and recommend
integrating Al-powered tools and developing accessible learning
resources and environments to support dHH creators.

CCS Concepts

+ Human-centered computing — Empirical studies in acces-
sibility.
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1 Introduction

Since its inception in 2004, podcasting has become a significant
medium [69]. It contributes to diverse domains, including deliver-
ing news and entertainment [59], serving as a tool for education
[27, 28], as well as supporting advocacy and community empower-
ment [16, 25, 73]. The rise of podcasting has been accompanied by a
surge in amateur and independent podcasters [7], who often engage
in multiple production stages — pre-production (e.g., creating sto-
ries), production (e.g., audio engineering), and post-production (e.g.,
distribution) [58, 66]. Technological advances, particularly in Digi-
tal Audio Workstations (DAWSs), are often said to have democratized
audio engineering [3, 31, 43].
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However, research on accessibility of audio engineering for peo-
ple with disabilities — particularly for deaf, Deaf, and hard of hear-
ing (DHH) people! [12, 40] — remains limited. With the growing
DHH population [52] and increasing attention to accessibility in
HCI [45] and audio technology [26], we have begun to see focused
efforts to explore DHH individuals’ experiences in audio engineer-
ing, primarily for music [50, 51] where the focus lies on sound
elements. Yet, how they engage in audio engineering for podcast
creation, which emphasizes storytelling, remains an underexplored
area. Building on prior research on deaf and hard of hearing (dHH)
audio engineers in music [51], this study aims to address the gap in
understanding accessibility in podcast audio engineering through
interviews with four self-taught dHH podcasters. This study con-
tributes to a deeper understanding of accessible audio engineering
by dHH individuals and highlights pathways to empower their rep-
resentation in podcasting and broader creative sound production.
To our knowledge, this is the first interview study focusing on dHH
audio engineers in podcast production.

2 Related Work
2.1 Audio engineering and accessibility

Research has explored audio engineering and its associated tech-
nologies and tools. Regarded as a creative art form rather than a
procedural task [48], audio engineering has evolved its workflow in
digital production with the development of DAWs [5, 72]. Research
has explored various interactions, including visual [19, 20], gesture
[55], language-based [11], and multi-modal interfaces [49] as well
as Al-powered tools for various tasks, such as mixing and mastering
[17, 42, 68].

While this body of work is extensive, accessibility remains an
emerging area of study. For blind and low-vision audio engineers,
studies have examined their practices [54, 61, 63] and designed tools
to enhance accessibility [36, 47, 53, 62, 71]. In contrast, research
on DHH individuals in audio engineering is still in its early stages.
From a pedagogical perspective, Cheng and McGregor proposed
strategies to support DHH students in learning music and audio
production [15]. Furthermore, studies involving participants have
begun to explore this area, including a survey of 50 DHH individuals
engaged in broader creative audio activities such as music playing
and audio engineering [50], as well as interviews with eight dHH
music audio engineers with formal training and education [51].
These studies revealed that dHH music audio engineers use techno-
logical (e.g., visualizations and manipulations of sound) and social
workarounds (e.g., peer feedback) to address the lack of confidence

!People who identify as Deaf with a capital D share a cultural connection to the Deaf
community, while those identifying as deaf with a lowercase d or hard of hearing refer
to their audiological hearing levels.
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Table 1: Participant Demographics and DAW Usage

ID Identity Self-Described Hearing

Hearing Device DAW

P1 Hard of Hearing 65% hearing in left, worse in right ~ None

Audacity, Adobe Audition

P2 deaf Moderate hearing loss Hearing Amplifier ~Audacity
P3  deaf Moderate hearing loss Hearing Aid Audacity
P4 deaf About 25 to 30% of normal hearing Hearing Aid Audacity

and the extra ‘hearing work’ required due to their hearing while
leveraging their existing skills.

Building on this foundation, our study examines how self-taught
dHH audio engineers engage in podcasting.

2.2 Podcast accessibility and creation

Research on podcast accessibility has focused primarily on enabling
DHH audiences to engage with auditory content [13, 21, 30, 39].
Transcripts and captions are essential for providing access to both
speech and non-speech audio elements in podcasts [14, 22, 29], as in
videos [6, 41, 76]. Resources to help podcasters make their content
accessible to DHH audiences are available [1, 2, 4], and podcast
platforms have taken steps to improve accessibility with transcripts
[32, 65].

While podcast creation by individuals without disabilities has
been supported in non-academic contexts through various resources
[35, 67], academic research remains relatively new. For instance,
Rime et al. examined the iterative and collaborative nature of pod-
cast production workflows [58] and explored the potential integra-
tion of emerging technologies [57]. In contrast, podcast creation by
DHH individuals remains largely overlooked. Despite the presence
of a few notable DHH podcasters [10, 37] and representations in
podcast episodes [56, 64, 74], academic studies specifically examin-
ing podcast creation by DHH individuals in the context of audio
engineering are scarce.

Our study addresses this gap, focusing on how self-taught dHH
audio engineers engage in podcast creation.

3 Methods

3.1 Procedure

We conducted remote semi-structured interviews with four dHH
audio engineers engaged in podcasting (Table 1). Each session lasted
about an hour and was conducted in spoken English via Zoom or
Google Meet, with automated captions enabled for P2 and P3. We
recorded the interviews and provided a $20 Amazon gift card as
compensation. The study received IRB approval from the New
Jersey Institute of Technology.

The interview included questions on participants’ demographics,
hearing-related topics, and audio engineering experiences such as
practices, challenges, workarounds, and learning strategies. Partici-
pants also shared their screens and guided us through the processes
of their past work?.

We analyzed the data with Braun and Clarke’s Reflexive The-
matic Analysis [8], emphasizing its flexibility and focus on re-
searchers’ subjectivity and reflexivity. After transcribing the video

2Screenshots from P3’s workflow were unavailable due to technical issues.

recordings, we conducted coding, generated themes, and iteratively
refined them.

3.2 Participants

Participants lived in the United States and were fluent in English.
They included two non-binary individuals, one transgender male,
and one female. Their ages ranged two between 25-34, one between
35-44, and one between 45-54. To preserve anonymity, we use
they/them pronouns and avoid linking age and gender details.

P1 and P2 became dHH later in life, while P3 and P4 were uncer-
tain about the timing due to the time gap in initial awareness, the
doctor’s diagnosis, and its progression over time. Only P1 started
podcasting and audio engineering during their transition to being
dHH and the others began after becoming dHH. All participants
were self-taught, starting between 2017 and 2019, and consistently
published episodes or contributed to others’ podcasts. Beyond audio
engineering, they took on various roles such as writing, directing,
voice acting, distributing, and marketing.

4 Findings

We present our findings on the current practices of dHH individuals
in podcast audio engineering: using visual editing (Section 4.1);
developing audio engineering skills (Section 4.2); relying on peer
support (Section 4.3); and advocating for accessibility (Section 4.4).
To provide context, we first outline the processes and tasks in
podcast audio engineering:

e Recording: Capturing sounds, primarily speech (e.g., inter-
views or voice actors’ dialogues). In some cases, voice actors
record independently and send tracks to the audio engineer.

e Editing: Managing dialogue and speech through tasks such
as track selection, track alignment (ensuring natural timing
and flow), and noise reduction. This also includes tasks com-
mon in the mixing process in music audio engineering, such
as adjusting sound levels and applying equalization (EQ) and
effects.

e Sound Design: Adding sounds not present in the recorded
tracks, such as background music and sound effects (e.g.,
dishes clinking). Some tasks, like track alignment and sound
level adjustment, overlap with editing.

e Rendering: Exporting finalized tracks, typically without the
mastering process done in music audio engineering.

4.1 Visual editing: strengths and challenges

4.1.1 Efficiency and hearing conservation through visual editing.
Participants employed various visuals in their workflows, including
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Figure 1: Screenshots from the interviews illustrating visual editing with waveform: (a) Fishbone shape indicating laughter. (b)
Sudden spike, highlighted in light blue, indicating a plosive consonant sound. (c) Small up-and-down pattern, highlighted in
light blue, indicating background noise. (d) P2 adjusting the sound levels, making the background sound (bottom) smaller than
the foreground speech (top). (e) P2 adjusting the position of the waveform above without listening, saying, “/ The waveform

above] can overlap here because [it] definitely said ‘um’” (f) P1 evaluating the intensity of an effect with visuals.

waveforms, numeric adjustments, and textual references. Wave-
forms were central, providing information about sound often before
listening. They used waveform shapes to identify speech patterns
such as laughter (Figure 1a) and plosive sounds (Figure 1b), and to
support tasks like noise reduction (Figure 1c), volume adjustment
(Figure 1d), and track alignment (Figure 1le). P3 emphasized the
usefulness of this approach, stating, “I can look at the waveform for
audio and tell [if] 'm going to need to do noise reduction... [or] need
to amplify that... That’s definitely helpful”

Numeric adjustments provided precision and consistency for
tasks such as track alignment and volume adjustment. For example,
P4 relied on numerical fields in DAWs to align tracks when inserting
promotions or ads, explaining, “Being hard of hearing, I've had to
figure out how to do these steps visually and using the actual number
count... I know that there are [hearing] podcasters who can rely on
[their ears]... I can’t do that... because I can’t necessarily tell if music is
fading out. I don’t want to cut off somebody’s promo [and] somebody
else’s ad just because I can’t hear it.”

Textual references, such as scripts and memos, were also essen-
tial in editing. In scripted podcasts like fictional dramas, scripts
helped participants follow the sound to perform necessary tasks. P3
highlighted their usefulness in sound design, saying, “I usually have
written in the script what sound effects I want at different places... I
will generally have the script pulled up as I am working... That defi-
nitely helps me process everything that I'm hearing.” For unscripted
podcasts, such as interviews, memos played a similar role. P4 wrote
down the editing points they recognized, such as noise and talk
overlap, with timestamps while interviewing their guests, saying,
“I start every recording with a blank piece of paper... When I'm done, I
have a list of timestamps for things. That speeds up the editing a lot.”

These visual editing techniques allowed participants to perform
audio engineering tasks effectively while saving their hearing. P2
explained their approach, saying, “[First] I do the entire thing like
you just saw [visual editing], and then I go back and listen. I don’t
listen to the whole thing at all until I have a complete product, just so
that I don’t overuse my ears and so that, by the time [to listen], I'm
still fresh.”

4.1.2  Limitations of visual editing. While visual editing offered sig-
nificant advantages, it posed challenges for tasks requiring nuanced
auditory perception. Participants working on fictional podcasts (P1,
P2, and P3) noted difficulties in applying effects. While showing
Figure 1f, P1 noted, “Sometimes it doesn’t directly translate to what
it looks like to the intensity of the effect on it... That’s the thing I have
to listen to.” However, listening was not always sufficient, as P2
explained, “It can sometimes just be hard for me to tell audio quality
[of ] the sound effects because I have trouble hearing.”

They also faced challenges in selecting and applying sound ef-
fects. They frequently relied on free sound effect websites (e.g.,
Freesound [24]), but finding the right sound effect to match scenes
was often difficult. For example, P3 shared, “[With] a free sound
effects website, I often can’t be super picky with the sounds I picked...
IfI’'m engineering walking sound effects, I will often try to think about
what kind of shoes would these characters wear because different
shoes have different sound, like a pair of heels sounds very different
than a pair of combat boots.” Similarly, P2 described the difficulty
of adding what they called “life sound”, saying, “Little things like
setting dishes on a table, that’s kind of a quiet subtle sound, but it
needs to be just right, that part is so hard to do because I will listen to
the same sound of a mug being put on a table until I feel like T don’t
know what mugs or tables sound like anymore.”
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4.2 Learning and growth as dHH audio
engineers

4.2.1 Adapting to hearing limitations. All participants emphasized
the extra hearing energy required as dHH audio engineers. P3
explained, “Average hearing person does not have to put active effort
into understanding things that they are hearing... But for most deaf
people, like me, hearing is something that takes active effort and active
energy... That is something that does get really exhausting.”

Acknowledging and adapting to their hearing limitations was
fundamental to their work. P1 described the importance of pacing,
saying, “A lot of it is learning how to pace myself... and making
sure that I'm not listening too loud and being very self-aware of the
way that I am working... [and] that I don’t lose my hearing halfway
through an episode.” Similarly, P4 discussed avoiding perfectionism,
saying, “I don’t make myself crazy by perfectionism because I'm deaf.
If somebody has a problem with imperfect sound from a deaf podcaster,
they have problems so that I can’t begin to address.” Flexibility in
scheduling was also crucial, as P1 saying, “Just in case my hearing
deteriorates a little bit faster than I was planning,” Otherwise, they
would have to request last-minute accommodations for schedule
changes.

4.2.2  Self-teaching through trial and error. All participants were
self-taught, learning through trial and error. P3 described this ap-
proach as a lot of “sitting down and trying to figure it out for myself
and then googling any specific questions.” Similarly, P4 reflected,
“You learn by screwing it up, and then at one point, you realize, ‘Oh,
this is a lot easier”

Participants often questioned whether they were learning cor-
rectly. P2 said, “When I was first learning, I didn’t know what I was
doing. I was just teaching myself. I was doing a lot of googling and I
thought ‘What I'm doing? Is this right?’ I wasn’t sure.” P1 explained
how their hearing influenced their learning approach, saying, “I
could learn how to do it quote-unquote wrong as I went in order to
make up for the fact that I sometimes couldn’t hear things.”

P3 and P4 highlighted the inaccessibility of learning materials,
such as videos without captions and podcasts without transcripts,
compounded the difficulties of self-teaching, forcing them to rely on
text-based resources. P3 expressed frustration, saying, “I would see
people recommend a resource and say ‘This is invaluable... Everyone
who is an audio engineer should check it out.” and then I gonna look
into it and discover [they were inaccessible]... I was, honestly, limited
to use purely text-based tutorials, which cut down on a lot, because
that’s obviously a really small percentage of the resources.”

4.2.3 Challenges to skill development. Participants’ adaptability
in self-teaching often led to the development of unique methods.
For instance, P4 adopted a backward editing approach to avoid
disrupting timestamps, saying, “I learned early on the easiest thing
to do is edit backwards, start with the latest timestamp and work
toward the front... If I were to start at the beginning, I've skewed all
of my time stamps.” While effective, such methods often deviated
from standard practices. P4 acknowledged this, saying, “I don’t
know anyone else who edits the way that I do.” Similarly, P2 noted,
“There’s still some stuff that I like don’t 100% know... But I know what
it does and that’s good for me.”
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However, this self-reliant learning style also presented challenges
when participants attempted to adopt new tools or workflows. For
example, P4 described a stressful attempt to transition to a more
advanced DAW, saying, ‘A former friend pressured me to try to learn
Reaper instead of Audacity... I tried hard and I reached a point where
I 'would just come to sit in my computer and cry because it was so
stressful trying to relearn all of these things. I'm sure I have bad habits
with editing, but those bad habits aren’t hurting anybody else.”

We also observed participants’ reliance on manual editing over
automation tools. P1, the only participant who used Adobe Audition
alongside Audacity, explained their reluctance to rely on automa-
tion, saying, “I find Audacity can’t really automate anything besides
noise reduction... And Adobe Audition, I find that because everyone’s
voices are so different and have different pitches and frequencies, and
also background noise, it is not really worth it to automate any of the
focused effect... You can definitely automate like compression and EQ
and stuff, [though] sometimes you have to fiddle with it a bit. But
if you’re trying to get down to the nitty gritty, it’s best to do it by
hand.” Other participants, who exclusively used Audacity, did not
mention automation tools, which may reflect a lack of familiarity
or the limitations of the software.

4.3 The role of peer support in dHH audio
engineering

4.3.1 Peer feedback for quality and growth. All participants empha-
sized the importance of peer feedback to ensure quality and address
uncertainties due to their hearing. As P2 described, “Visually, I can
check and immediately see [some issues]... And sometimes I'm not
quite sure. That’s when I usually get someone to listen for me and tell
me what they think., further noted, “I almost always have someone
double-checking.”

Beyond quality assurance, peer feedback helped participants
uncover gaps in their self-taught knowledge. P3 described how
peers introduced new concepts, saying, “[My friends said,] ‘You
describe this thing happening here and you don’t have any kind of
sound for it..” and I'm like, ‘That makes a sound?” Similarly, P2
said, “I didn’t know for the longest time for forever that when you
use audacity, you can turn on a little thing that will show you when
something clips... [Before I learned this,] people would tell me like,
‘There’s some clipping in this’ and I was like, ‘What are you talking
about?.. I can’t hear it.” Further, P4 credited peer input with helping
balancing volume, saying, “Early on, people would say, ‘your music
is too loud.” I took that feedback and I learned how to level out the
music with the speech.”

4.3.2 Learning to navigate peer support and accommodation. Par-
ticipants were mindful of not over-relying on peers for support.
They sought help only when necessary, expressing concerns about
burdening others. P3 explained, “I really try to figure it out myself, if
I can at all. I only ask for help if I really can’t get it myself.” At times,
participants declined offers of help if the task required significant
effort. For instance, P4 declined free transcription services from
friends, saying, “Before my hearing got as bad as it is, I used to work
as a transcriptionist, so I know it’s work. And I've had friends offer
to do it for free, and I'm like ‘Absolutely not. This is work. You need
to be compensated.’ ... A third of my episodes are not transcribed yet
because I haven’t been able... to afford it yet.”
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All participants emphasized the importance of becoming better
at asking for help. Particularly, those working on fiction podcasts
(P1, P2, and P3) highlighted their progress in requesting accommo-
dations in collaborative settings. P1 described when asking accom-
modations during read-throughs and recording sessions, saying,
“I've gotten a lot better at asking about using services that has tran-
scripts or using closed captions. When I first started out is very much
like, ‘Oh, don’t worry about it... I need to suffer through it.’... And now
I don’t mind [asking].” Similarly, P2 highlighted the importance of
clear communication when flexibility was required, stating, “[ When
I got sick,] it really affected my hearing... I couldn’t hear enough to do
it, and I had to delay a lot of stuff... It’s so important to communicate
that as soon as you can... [It’s important that] you’re up front about
it and you really clear about things that you need and the things that
you expect.”

4.4 Advocating accessibility from within

For each participant, podcasting and audio engineering held per-
sonal significance as dHH individuals. For example, P4 shared how
podcasting helped them reconnect with the world after a period
of isolation, saying, “I have been on full disability... [After starting
podcasts,] what I was enjoying was feeling functional again, having a
connection with the outside world again, and just feeling smart again
after spending a lot of time feeling isolated.”

Beyond personal fulfillment, three participants (P1, P2, and P3)
described their activity as advocacy for accessibility. P1 empha-
sized, “I'm definitely always trying to advocate for better accessibility
options... I think a lot of people don’t realize the fact that deaf or hard-
of-hearing folks like to listen to podcasts.” Similarly, P2 highlighted
the potential impact of collective advocacy, saying, As kind of indie
creators, we have this pretty small but very vocal group. If we can get
that ball rolling, it will hopefully reach people with a bigger audience
and a bigger platform and hopefully become the standard.”

5 Discussion

We presented the current practices of dHH individuals in audio
engineering for podcasting. Participants relied on visual editing
techniques and peer feedback to address auditory challenges and
ensure the quality of their work. As self-taught learners, they nav-
igated limitations in learning resources through trial and error,
supported by peer input, and adapted their workflows with unique
methods. Despite these adaptations, challenges remain in expand-
ing their skills. Beyond personal fulfillment, participants used their
work to advocate for greater accessibility in the field.

In this section, we build on prior research on audio engineering
in music by dHH individuals [51] and discuss opportunities to
enhance accessibility in podcast audio engineering. Specifically,
we examine the differences between podcasting and music audio
engineering, highlight the potential of Al-powered technologies,
and propose creating accessible learning resources and fostering
inclusive communities for dHH individuals in this field.

5.1 Audio engineering for podcasting

Our findings revealed differences between audio engineering for
podcasting and music among dHH individuals. Our participants
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were self-taught, whereas those in music [51] had formal train-
ing and education. Also, podcasting emphasizes storytelling with
speech and contextually appropriate sounds, while music focuses on
the sound elements themselves. Despite similarities such as the use
of visuals and peer feedback, these differences shape the tasks and
workflows in podcast audio engineering. For instance, participants
did not engage in processes common in music production, such
as stereo imaging (e.g., panning and phase interference), precise
EQ adjustments (e.g., frequency-specific boosts or cuts), EQ au-
tomation (e.g., controlling EQ over time), and mastering. This likely
reflects podcasting’s focus on narrative delivery rather than the
detailed sound manipulation, as well as the participants’ self-taught
backgrounds.

Podcasting also involves unique collaborative workflows that
require participants to engage in various production processes [58].
These workflows often include tasks like read-throughs, recording
sessions, interviews, and project management. As a result, partici-
pants need not only technical audio engineering expertise but also
strong communication and coordination skills to collaborate ef-
fectively with others. Recognizing these distinctions, we propose
recommendations to enhance the accessibility of podcast audio
engineering for dHH individuals.

5.2 Technologies to empower dHH audio
engineers

5.2.1 Transcript-based audio editing tools. Transcript-based editing
tools — such as Adobe Podcast [33], Adobe Premiere Pro [34], and
Descript [18] — enable users to edit audio using text rather than
waveforms [60]. While these tools are not specifically designed
for dHH audio engineers and were not used by participants, they
emphasized the value of transcripts in their workflows to reduce
listening effort and enhance efficiency. This presents an opportunity
to evaluate these tools with dHH audio engineers, investigating
how the interactions and features can be designed for them.

5.2.2  Generative Al for sound design. Sound design posed chal-
lenges for participants, particularly in sourcing sound effects that
matched specific scenes. They often relied on free sound effect
websites, which offered limited options and sometimes required
settling for imperfect matches. Generative Al tools, such as Stable
Audio [44] and ElevenLabs [23], present a promising alternative by
enabling users to generate custom sounds through text prompts.
Future research could explore how these tools enhance accessibility
and streamline the sound design process for dHH audio engineers.

5.2.3 Audio captioning technologies. Audio engineering often re-
quires repeated listening to capture subtle details, posing challenges
for dHH individuals. Audio captioning technologies, such as Au-
tomated Audio Captioning [46, 75] to describe non-speech sounds
in natural language and Audio Difference Captioning [38, 70] to
caption differences between two recordings, could help dHH audio
engineers better perceive and interpret sounds. However, their ap-
plications in creative sound activities remain largely unexplored.
Tailoring these tools to the specific needs of dHH audio engineers,
such as identifying subtle differences in sound effects, have the
potential to enhance accessibility.
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5.3 Accessible learning resources and
environments

Developing accessible learning resources tailored for dHH audio
engineers is crucial to empowering podcast creation. Participants
primarily relied on self-teaching through trial and error, a process
that required significant emotional and cognitive effort. This ap-
proach often resulted in gaps in foundational audio engineering
skills and reinforced ‘strategy adaptation’ [9], where they favored
familiar methods over exploring potentially more efficient alterna-
tives. Developing structured and accessible resources can provide
dHH audio engineers with a solid foundation in audio engineering
and podcasting while exposing them to diverse techniques. Such re-
sources would also reduce the effort required to navigate scattered
materials and lower barriers for novices, creating a more inclusive
learning environment.

Additionally, strengthening community networks for dHH audio
engineers can foster knowledge exchange, mentorship, and skill
development. While three participants (P1, P2, and P3) mentioned
small, niche communities for dHH podcasters, these primarily fo-
cused on indie fictional podcasting. Expanding these networks to
encompass broader fields, such as music production where formal
training and education are more common [51], could create a more
robust and inclusive community. Such networks could serve as
platforms for sharing innovative techniques, advocating for acces-
sibility, and fostering a sense of belonging. To support this vision,
we have initiated efforts to connect dHH audio engineers across
podcasting and music production, aiming to build a supportive and
inclusive community.

6 Limitations

This study is limited by its small sample size and the self-taught
backgrounds of all participants. Additionally, the hearing statuses of
the participants represented a narrow range, excluding individuals
such as Deaf and single-sided DHH individuals, as well as cochlear
implant users.

Moreover, our research team does not include any DHH members.
Both authors have backgrounds in music and audio engineering, the
first as an amateur musician and the second with formal training
and professional expertise in the field. However, our perspectives
on these topics are inevitably influenced by our own experiences
as hearing individuals.

Future research should include a more diverse group of partici-
pants to provide a more comprehensive understanding of accessi-
bility in podcasting and audio engineering for DHH individuals.

7 Conclusion

This study examined the accessibility of audio engineering in pod-
casting through interviews with four self-taught dHH audio en-
gineers. Participants relied on visual editing techniques and peer
support to address insecurities in sound perception, perform tasks
efficiently, and conserve hearing energy. As self-taught learners,
they developed their skills through trial and error, often encounter-
ing inaccessible educational materials. While this led to the creation
of unique workflows, it sometimes limited their ability to adopt new,
potentially more efficient methods. To guide future research, we dis-
cussed the distinct aspects of podcast audio engineering compared
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to music, the integration of Al-powered tools, and the development
of accessible learning resources and environments.
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