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Creative Practice 3 – Report












Project Outline
The project brief was to design and deliver a portable and reusable workshop focusing on the elements of music technology within moving image. The workshop would be an hour long and would be delivered to a variety of students across multiple sessions.
Aim and Objectives
Aim 1: To experience the process of designing and developing a workshop.
· Understand the process of researching and brainstorming in order to form a solid idea.
· Develop the ability to spot potential improvements and apply this to the workshop.
Aim 2: To gain the experience of teaching to a group of students
· Understand the process of planning and preparing a lesson.
· Develop presentation skills and confidence when speaking to a group of people. 
· Practice teaching to a group of students.
Aim 3: To experience the process of producing dialogue for a short film.
· Understand the process and techniques used when recording and editing dialogue. 
· Experience using the equipment and software used to record and edit dialogue. 






Target Audience
It was decided that the target audience for the workshop would be any persons with an interest in subjects related to the workshop, which includes film, music, technology, drama and game design. This broad range of interests means that the workshop can be adapted and adjusted to suite audiences of many different ages, abilities and interests. Although suitable for a wide range of people, the ideal participant for the workshop would be college and university students. 
Research and Context
In order to ensure the workshop’s content was informative and industry standard, thorough research was made into the process of recording and processing dialogue. Research was focused on the techniques and equipment used when recording and editing the dialogue for a short film. 
· Microphone - As dialogue consists of recording the voice, it was important to use a professional and high-quality microphone in order to ensure a clear and professional recording. When researching into which microphone to use, it was discovered that a large diaphragm condenser microphone is “more responsive to high frequencies and sudden attacks” (Beauchamp, 2005) and is therefore more appropriate than a dynamic microphone. As a result, we decided to use an Aston Spirit microphone.
· Polar Pattern– In order to ensure the audio captured was professional and industry standard, research was made into the ideal polar pattern to use and the best position to place the microphone. Beauchamp explains that a polar pattern is the way that a microphone “captures or rejects sounds” (2005). The cardioid polar pattern is popular as it is “single-point” (Savanyi, 2010) and records audio from one side of the microphone. This is useful as it rejects sound “as the object moves off axis” (Beauchamp, 2005) and can therefore reduce the amount of background noise recorded compared to Omni-directional which can pick up sound “equally from all directions” (DPA Microphones, 2015). This is reinforced by Simon Turner who claims, “A cardioid polarity is suitable for most eventualities” (Tuner, n.d)

· DAW (Digital Audio Workstation) – In order to capture audio on a computer, a DAW is required. As the audio needs to be edited, it’s important to use a DAW that is suited towards post-production. According to The Beach House Studios, “Pro Tools, Logic Pro, Nuendo, are definitely good DAW’s to do postproduction in” (n.d). As we’d be syncing up a video with the audio it was important to choose a DAW that could do both. The decision was to use Logic Pro X as “You can view a QuickTime movie file synchronously with your project, making film and TV scoring quick and easy” (Apple, 2019)
· Computer – As the audio would be recorded and edited on a computer, it was important to select the best for the job. The main debate was between using an iMac or a windows PC. After some research it was decided that although both would do the job, an iMac would be used as it’s geared up to work “straight out of the box with the minimum of fuss” (Turner, n.d).
· Editing Dialogue – Editing is an important part of the process of creating dialogue, as it ensures the dialogue fits the scene and compliments the moving image. As the audio is being heard alongside on-screen characters and events, it’s important to check that it’s all in sync, meaning that the “audio matches the picture” (Cross, 2013).
After researching, it’s clear what equipment and techniques should be used in order to achieve industry standard dialogue. This ensures that the information being taught is correct and professional. 



Project Summary
When tasked to design and deliver a workshop focusing on the elements of music technology within moving image, the first step was to find a short film. The film needed to be between three and five minutes long and include all four main elements of sound in moving image. After much research and a group discussion, it was decided that Johnny Express (2014) by Alfred Imageworks would be used as it met all requirements. After this, the group was then split in to four parts, Foley, Music, Sound Effects and of course dialogue. The research then began into what the film required in each of the respective sections. The dialogue team watched the film through many times and selected each part of the film that required dialogue. It’s clear that the objectives from Aim 1 were met, here the objective of ‘understanding the process of researching and brainstorming’ had been achieved as the team thoroughly researched came up with a solid idea as a result. Another objective met was the Aim 3 objective ‘Understand the process and techniques used when recording and editing dialogue’ having researched into the techniques and processes used by professionals in order to process dialogue. 
A rough script was then written up and in order to understand what they would be teaching in the workshop, the team got to work recording and editing dialogue for the film. The team spent multiple sessions finetuning the process of recording and editing the dialogue to ensure a good standard of teaching. Here the team met the Aim 3 objective ‘Experience using the equipment and software used to record and edit dialogue’ having spent time getting familiar with the equipment and getting used to the software used.
Once the team had experienced producing dialogue themselves, they then got to work on creating lesson plans and equipment lists, a risk assessment and then setting targets and time limits. Writing the lesson plans included deciding what would be taught in the session and in what order. Writing the equipment list meant that discussions were had in order to select what equipment would be used, and then making a solid list that would be passed on to the technician.  After this a risk assessment was made in order to ensure health and safety was at a high standard and that all risks and dangers had been thought about and addressed. The team then made a Gantt chart in order to ensure the project was finished on time. Here, the Aim 2 objective ‘Understand the process of planning and preparing a lesson’ had been met after thorough preparation.  
The next step was then test-running the workshop with year 1 university students. Here the workshop was run as per the lesson plan. The session was successful and was very useful in order to see what went well and what needed improving. Here the Aim 1 objective ‘Develop the ability to spot potential improvements and apply this to the workshop’ was met as constructive changes were made after the test-run. 
The final step of the process was presenting the workshop in Gower College Swansea to level 3 Music Technology students. After arriving at the college, the first task was set up the equipment. As portable and lightweight equipment had been chosen, this was a straightforward task. After this, the students arrived and were split in to four groups. The teams all rotated around the four stations and spent an hour with each one. Every session was successful, with every team managing to complete the dialogue for the entire film within the hour. The pattern that developed was that the students started off nervous at the prospect of embarrassing themselves in front of their classmates, but by the end of every session, the students grew in confidence and enjoyed thoroughly. All three of the workshop presenters also found a huge development in their confidence from session to session, therefore meeting the Aim 1 objective ‘Develop presentation skills and confidence when speaking to a group’.
It’s possible that this idea could be developed and used for a future project. This style of workshop is quite flexible and could be adapted to suit different aspects of music and music technology, for example music production with a portable studio set up. This could also be used to teach sound design and audio manipulation to students by using a similar set up to the dialogue session.  
Analysis of final product
Upon reflection, I believe the final product was a success. On the day, we performed consistently as a group and showed a clear understanding of what we were presenting. On an individual level, I believe I was confident when presenting and contributed a great deal of knowledge towards the presentation.  It was clear that the students were hesitant to get involved as they had to perform in front of their friends. In all sessions, we quickly combated this through presenting them with group tasks and easing them into the session. In all cases, the students were fully engaged by the end of the session and appeared to be having a great time.
I have learned a great deal of skills from this process, such as the ability to present and teach, as well as the ability to change and adjust the session on the fly. I believe I developed a large amount of confidence from this experience and have learned that I’m good at meeting new people. I also discovered that I enjoy the process of teaching and passing on my knowledge.
If I was to repeat this process, there are some changes that I would make. On the day we struggled with sibilants which meant a reduction in quality. Next time, I would ensure we have a pop filter to reduce the amount of pops and sibilants.
 Another problem we encountered was the length of time it would take to bounce a track on Logic Pro X at the end of a session. This meant that we sometimes had to delay the start of the next session by around 5 minutes. Next time, we would bounce ‘offline’ rather than in ‘real-time’ as this takes much less time.
Originally, we decided to only do certain parts with the group and prerecord the rest, in order to ensure we didn’t run out of time. We then made the decision to do the entire dialogue in each session. I believe this was the right decision as every team managed to finish the full dialogue in the time given. This also meant that the participants had much more control over what parts they would like dialogue to be included and meant that every session was different. 
I thoroughly enjoyed developing and running these sessions and believe that the day ran very smoothly. I believe it was a very useful learning experience both for myself and the students. I learnt a lot about how to create and apply sound to films through the development process, and believe I passed on my newly learnt knowledge effectively. 
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