
Audio Editing:

· Linked and Unlinked Clips   (Command L to link and unlink clips)
· Zooming in on Waveform  (Sub frame)
· Audio Meter:  Always displays two tracks 
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d Indicator: shows how loud your audio has been in the last two seconds
· Audio can’t go louder than zero
· All audio levels are expressed in negative numbers
· Clipping: People get fired over this (red lights)  Indicates when audio goes into digital distortion.  This can’t be repaired
· Audio levels are logarithmic:  Every time you increase audio by 6db, the perceived sound is doubled.  
General Audio Mixing Levels:

Audio level we must not exceed: 0 dB
Total audio mix level: -3 dB to -6 dB
Principle speaker (SOT) audio: -6 dB to -12 dB
Sound effects audio: -12 dB to -18 dB
Music when its an underscore: -18 dB

LAB:

Stereo: Visual indicator, Shot with a stereo mic

Dual Channel Audio: Usually two different mics were used.  Dual channel audio is panned to sound like stereo audio, but the relationship between the audio levels is not identical.

B-Roll: Pictures that illustrate what the subjects are talking about

Edit together two clips (usual editing technique) 

Patching Audio:
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Track Locks:  

Visibility Lights:

Keyboard Shortcuts:

Option Command W:  Show and hide waveforms

Option Click: Selects only Audio or Video

Control Click the out of synch indicator and choose Move Into Sync

Audio Checkerboard: 

Sequence-Ready to Mix

1.  Select all of the Interview clips

2.  Modify>Audio>Apply Normalization Gain, Select -5 to bring audio up

3.  Turn sound for musical score

4.  Flyover and Loop down 7 db

5. Bring up SFX at the beginning of the scene

6. Add fade ups at the beginning of each of these clips

7. Using keyframes in a separate audio track  (a keyframe is a point of change during playback--keyframes operate in pairs--If something changes during playback, you have a keyframe)
Using the Audio Mixer

Open Sequence Finished Mix

1. Window>Arrange Audio Mixing (Final Cut Pro doesn’t care if windows overlap except for your Canvas and Viewer window.  Always hit shift z [fit to screen] and make sure nothing is overlapping them.  If you don’t you won’t get smooth playback)

2. Master Fader: adjusts all projects in Final Cut Pro

3. Make sure record keyframes is clicked on

4. Fade out sound fx for interview
Audio Checkerboard:





1 and 2 -- Sync sound -- what news calls Sound-on-Tape (SOT)


Your main speaker, the audio from the image on V1


3 and 4 -- Natural sound -- what news calls Natural-Sound-on-Tape (NATSOT) The sync audio from B-roll on V2


5 -- Narration. One voice needs only one mike, which needs


only one track.


6, 7, 8 -- Sound effects. SFX that you buy are mono. SFX that you


shoot yourself are stereo. Assigning three tracks means


that you have room for all of these.


9 and 10 -- Music cue 1


11 and 12 -- Music cue 2. Putting music cues on separate tracks allows you to slowly fade out one piece of music, while rapidly 


fading in a new piece of music.


I always follow this track allocation during editing. If, for instance, I don't have a narrator, then I just pull up the lower tracks. However, I make a point to never combine different audio on the same track. Sound effects are never placed on the same track as sync sound.












