
Purpose: Create a complete sound design of a QuickTime movie including dialogue, music, and 
sound effects.

Materials: 4300 Lab 6 session and audio files, download from class website.

Objective 1: QuickTime – intro to audio post-production

“Spotting”
1. Watch the movie from beginning to end with the QuickTime audio track muted. You should 

be thinking of ideas for sound while watching the video. What types of sounds will be 
needed to flesh out the animation? What style of music would fit the clip best?

2. Now watch the video again with the QuickTime audio un-muted. This is the sound from 
the original Wallace and Grommit movie. You will use this track as a reference track for 
spotting dialogue. In the film world, this would be the “on location” production sound which 
may be replaced or enhanced. For this Lab, you will replace all of the sound and use none of 
the QuickTime audio track.

3. Find the pre-recorded dialogue regions in the region list and spot them to synchronize with 
the “production track”. Use the reference audio to get the dialogue placed as well as 
possible. You may need to time stretch some lines to make them match the video.

4. Bus all of the dialog tracks through a Bus to a Stereo Aux Input named “Dialog” that feeds 
your main output.

5. Spot all of the foley, gun shots, and other sounds using the provided sound effects.
6. Some of the sounds are complex events and may need to be constructed using a combination 

of sound effects as well as significant processing with Audio Suite plug ins. The pitch shift 
plug in works wonders in post

7. To work within the voice limitations of ProTools LE, you may need to submix sounds as you 
go. You may also want to use sounds in mono instead of stereo to increase the number of 
elements playing at any given time.

8. Bus all of the foley tracks through a Bus to a Stereo Aux Input named “Foley” that feeds your 
main output.

Objective 2
create a music track
1. Create a new stereo audio track. You will use this track for music editing.
2. Bus the music tracks through a Bus to a Stereo Aux Input named “Music” that feeds your main 

output.
3. Select a piece of music that you think is appropriate for the scene. You can go with 

something similar to the original soundtrack, or take it in another direction, but it should not 
distract from the events on screen. The music is there as background and to enhance the 
“drama”.

4. Edit your music selection so that it goes with the action on the screen. It will be helpful to 
mute & unmute the sound effects & dialog during this process. The extent of editing here is 
dependent on the music you select and the degree that the music matches the clip. Sometimes, 
just one or two edits can really make it seem as though the music was meant for the clip. Do 
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not just drop a piece of music on the clip and fade it in and out. You should make a few edits 
in the music so that it fits to the action better.

5. Once the music is edited, unmute the music tracks.

Objective 3: plug-in’s and effects
1. Once you have a good basic mix, you may wish to tailor the sound using plug-ins, especially 

equalization and dynamics as discussed in class.
2. Bus the fx tracks through a Bus to a Stereo Aux Input named “FX” that feeds your main 

output.
3. You may also wish to add effects to your mix to provide extra depth of field and/or 

additional character. Consider the space that the scene is in. Sometimes a very subtle room 
reverb can make the scene much more realistic. Create stereo aux inputs for these and label 
any bus sends accordingly. Unlike cue sends, effect sends are typically post-fader.

Objective 4: dynamic automation
1. You should now add dynamic automation moves to make your mix compelling. Volume and 
panning automation will probably need to be extensive to make a realistic presentation of the 
sounds to match the events on screen. However, sometimes too much panning can be distracting 
– strike a balance.
2. In Pro Tools (in fact, in all digitally-controlled systems), you have the ability to automate 
nearly every setting in the session, including the plug-ins. Take advantage of this level of control 
to shape the final sonic landscape to be as compelling as possible.

Objective 5: mix stems and session delivery
1. Download and read through the NARAS ProTools guidelines, especially the sections 

regarding mix master sessions and file management. This is not theoretical: this represents the 
standards to which you will be held as a professional engineer. These files are available at: 
http://www.grammy.com/Recording_Academy/Producers_And_En gineers/Guidelines/

2. When you are happy with the overall mix, bounce down a 16 bit 44.1 kHz stereo interleaved 
version of your final stereo mix to the Audio Files folder of the session.

3. Bounce down a final QT movie. Upload it to Youtube.com and email the link to 
nadam@mtsu.edu with the subject: 4300 Final Project

4. Create stereo mix stems of dialogue, music, and sound effects. Print the stems to tracks.
5. Save all of your plug in settings in the Session folder.

To turn in to Idisk:
“4200FirstinitialLastname_Lab_6” folder containing: 
o The final mix session “Lastname_Lab_6” 
o An Audio Files folder containing ONLY NEW audio files 
o A Plug In settings folder containing ALL of the plug in settings for the session 
o A “Mixes” folder containing:
 16bit 44.1kHz stereo interleaved mix 
 Four 24 bit 44.1kHz mix stems.
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