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FOR IMMEDIATE RELEASE 

Dude Perfect’s Squad Games tour handles “Combat Audio” with Waves LV1 Classic consoles

— On their 2026 show, the popular sports/comedy group faces an opposing squad of athletes and other guests, in seven unpredictable games across the arena floor – unscripted action that touring audio engineer Jeff Sandstrom, running FOH on the LV1 Classic console, calls “combat audio.” —

Knoxville, TN, October 15, 2026 — The Squad Games tour from sports and comedy ensemble Dude Perfect doesn’t have a stage. The show is built to run in the round, on the floor of whatever arena it’s playing, with two five-person teams competing against each other across seven different games a night – spontaneous, physical and different every show. Mixing it live, at front of house, is Jeff Sandstrom, a touring audio engineer on his fourth tour with the production.

“It’s pretty chaotic,” Sandstrom says. “There are seven different sets of games throughout the night where the teams compete against each other. Unlike most shows we do in an arena, there is no stage. The entire arena is the stage.” One of those games is Slingshot Showdown, in which each team loads basketballs into a slingshot and fires them across the arena to score. “Super exciting, super crazy,” Sandstrom says, “but everybody has a great time.”

“Combat audio”
Sandstrom has given a name to what the job is: “I’ve talked to other audio engineers about this show, and I’ve described it as combat audio,” he says. “The idea of not exactly knowing what’s coming next, having to anticipate, having to really lean forward, trying to follow, worry about what’s happening next. When I get into that mode of combat audio, I need tools that I can rely on.”

There’s no rehearsal and no script. Ten or twelve cast members can be active on the floor at once, talking over each other, and Sandstrom’s job is to decide moment to moment whose mic matters most so the audience in the seats can follow the show. Layered on top of that is a room full of kids at full volume, headset mics working in front of a full PA the whole night, and the constant threat of feedback, a problem Sandstrom has to solve without the audience ever noticing.

A front-of-house position that moves every night
Because Squad Games plays in the round rather than off a fixed stage, Sandstrom doesn’t get to mix from the same spot twice. “My front-of-house position changes from day to day,” he says. “Sometimes I’m at the center, on the side of the arena. Sometimes I’m behind, on the other side of the room. Sometimes under a balcony, sometimes behind the PA. Generally on the concourse level of the arena, but not ideal conditions.” Standard front-of-house wisdom puts the mix position dead center, roughly 100 feet back, in the room’s ideal listening spot. Squad Games doesn’t allow for that, and Sandstrom mixes from wherever the show puts him.

To keep the system solid regardless of where front of house lands relative to monitor world, the tour built its network around fiber rather than a fixed-length snake. A 100-meter fiber run is standing in for what used to be a copper snake, so distance stopped being a variable the crew had to plan around night to night.

“It performed as reliably as I could’ve asked,” Sandstrom says. “No drops, no failures, no problems at all.”

Inside the rig
Sandstrom runs a Waves LV1 Classic console at front of house, linked to a second LV1 Classic running monitor world, with a shared second layer between the two consoles. His input list splits between the show’s game and playback tracks and the cast’s own mics, brought in through Waves IONIC preamps. Channel processing stays simple and repeatable: high-pass, compression, and a touch of EQ so he can make a creative call on a channel instead of chasing a signal problem. But he still has the freedom to use additional Waves plugins when the need arises. “Because the LV1 Classic is built around Waves plugins, I always have the tools I need to make the inputs sound great, no matter how limiting the environment may be,” he adds. 

“Another great aspect of the platform is that I don’t have to worry about sending signal outside the console,” he says. “Everything’s built in, so the headache of an external processor failing just isn’t something I have to think about. That frees me up for creativity.”

Sandstrom shares the rig with Michael French, Squad Games’ monitor engineer, who runs his own LV1 Classic on the show. Michael was new to the LV1 platform coming into this tour. “Our monitor engineer had never used the platform before,” Sandstrom says. “It was all new to him, but the ease of use got him up to speed quickly. Even the cast have commented on how good things sound.”

For Sandstrom, the case for the console is the show itself: a format with no script, no fixed position, and no second take if something goes wrong. “When I get into combat-audio mode, I need tools I can rely on so reliability isn’t something I’m worried about,” he says. “This is my nineteenth show on this system, and it’s been that reliable the whole way.”

Video: “What is ‘Combat Audio’?! Inside Dude Perfect’s Live Mix”: https://youtu.be/uP5t_sBM9vw 
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Photo caption 1: Front-of-house engineer Jeff Sandstrom, mixing an event on the Squad Games tour from sports and comedy ensemble Dude Perfect using his Waves LV1 Classic console
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Photo caption 2: Front-of-house engineer Jeff Sandstrom with his Waves LV1 Classic console
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Photo caption 3: Front-of-house engineer Jeff Sandstrom with his Waves LV1 Classic console

About Waves Audio Ltd.:
Waves is the world’s leading developer of audio DSP solutions for music production, recording, mixing, mastering, sound design, post-production, live sound, broadcast, commercial and consumer electronics audio markets. Since its start in the early ‘90s, Waves has developed a comprehensive line of over 240 audio plugins and numerous hardware devices. For its accomplishments, Waves received a Technical Grammy® Award in 2011; an Engineering, Science & Technology Emmy® Award for its Waves Clarity Vx Pro plugin in 2023; and NAMM Technical Excellence & Creativity (TEC) Awards for its Clarity Vx DeReverb Pro plugin in 2024 and eMotion LV1 Classic console in 2026. Additionally, its early flagship plugin, the Q10 equalizer, was selected as an inductee into the TECnology Hall of Fame.

Increasingly leveraging pioneering techniques in artificial intelligence, neural networks and machine learning, as well as the company’s three decades of accumulated expertise in psychoacoustics, Waves technologies are being used to improve sound quality in a growing number of market sectors. Around the world, Waves’ award-winning plugins are utilized in the creation of hit records, major motion pictures, and top-selling video games. Additionally, Waves now offers hardware-plus-software solutions (including the revolutionary eMotion LV1 Classic live mixing console) for professional audio markets. The company’s WavesLive division is a leader in the live sound sector, spearheading the development of solutions for all live platforms. Products from Waves Commercial Audio enable A/V system integrators and installers to deliver superior sound quality for corporate, commercial, government, educational, entertainment, sports and house-of-worship applications. Under its Maxx brand, Waves Software Licensing Division is bringing Waves’ award-winning technology into a variety of consumer-facing markets including Mobile, PC, Home AV, Education and Enterprise. Some of the largest and most prestigious global OEM brands have adopted its DSP algorithms to enhance the sound experiences of their consumers.

North America Offices:
Waves, Inc., 2800 Merchants Drive, Knoxville, TN 37912; 
Tel: 865-909-9200, Fax: 865-909-9245, Email: info@waves.com, 
Web: http://www.waves.com 

Corporate Headquarters Israel:
Waves Ltd., Azrieli Center, The Triangle Tower, 32nd Floor, Tel Aviv 67023, Israel; 
Tel: 972-3-608-4000, Fax: 972-3-608-4056, Email: info@waves.com, 
Web: http://www.waves.com 
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Clyne Media, Inc., 169-B Belle Forest Circle, Nashville, TN 37221;
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Web: http://www.clynemedia.com 



image1.jpeg
WAVES




