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Foreword

Welcome to The Fairlight Audio Guide to DaVinci Resolve 18.

DaVinci Resolve 18 is the only post-production solution that combines editing, color
correction, visual effects, motion graphics, and audio post-production all in one software
tool! Its elegant, modern interface is fast to learn for new users yet powerful enough

for the most experienced professionals. DaVinci Resolve lets you work more efficiently
because you don't have to learn multiple apps or switch software for different tasks. It's
like having your own post-production studio in a single app!

DaVinci Resolve 18 adds Blackmagic Cloud support for remote collaboration, DaVinci
proxy workflow, new Resolve FX, intuitive object masking, improved subtitling for editors,
Fairlight fixed bus to Flex Bus conversion, and so much more!

Best of all, Blackmagic Design offers a version of DaVinci Resolve 18 that is completely
freel We've made sure that this version of DaVinci Resolve includes more features than any
paid editing system. That's because at Blackmagic Design we believe everybody should
have the tools to create professional, Hollywood-caliber content without having to spend
thousands of dollars.

I invite you to download your copy of DaVinci Resolve 18 today and look forward to seeing
the amazing work you produce!

Grant Petty
Blackmagic Design

Foreword
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Who This Book Is For

This hands-on training guide is designed for DaVinci Resolve editors, audio newcomers,
and experienced audio professionals who want to create, enhance, and mix soundtracks in
the Fairlight page. Each lesson takes you step by step through practical real-world projects
such as a feature film trailer and scenes from a science-fiction narrative film. You'll start
out building a powerful trailer soundtrack, and then move on to recording voiceover and
ADR tracks, as well as editing and repairing dialogue. Next, you'll explore sound design
secrets to layer sound and use FairlightFX plug-ins to add depth and dimension to your
tracks. Finally, you'll step through advanced mixing techniques to balance, sweeten, pan,
automate, bounce, and deliver your finished soundtrack. Download DaVinci Resolve 18
software for free at: blackmagicdesign.com.

Who This Book Is For Xi


http://blackmagicdesign.com

Xii

Getting Started

Welcome to The Fairlight Audio Guide to DaVinci Resolve 18, an official Blackmagic
Design certified training book that teaches professionals and students the art of sound
design, recording, editing, sweetening, and mixing, as well as how to get the most out
of audio tracks created and edited in DaVinci Resolve 18. Beginning audio editors and
assistants will find clear workflow-driven lessons, while seasoned audio professionals
will quickly grasp Fairlight's user-friendly tools for realizing incredible sound.

As you step through the lessons, you'll gain experience with Fairlight's powerful new
features: ADR tools, external sound libraries, video and audio scrollers, fixed-playhead
playback, clip normalization, built-in native audio plug-ins, and more! Best of all, you no
longer need to send projects out to another audio application because DaVinci Resolve 18
puts professional audio post tools just a click away from your editing tools and timeline.

This guide blends practical, hands-on exercises with the real-world “craft” of audio post-
production such as sound editing, dialogue editing, dialogue repair and replacement,
sound design, sound effects editing, and mixing. As you step through Resolve 18's real-
world audio post-production tools and workflows, you'll discover new techniques for
whatever tasks you take on. You'll go deeply into audio editing and mixing in the Resolve's
Fairlight page to explore tricks and techniques used by professional audio editors, sound
designers, and engineers to enhance the soundtracks in your projects.

After completing this book, you are encouraged to take the 50-question online proficiency
exam to receive a Certificate of Completion from Blackmagic Design. The link to the exam
is located at the end of this book.

Getting Started



DaVinci Resolve is the world's fastest growing and most advanced editing software. It
also has a long history of being the world’'s most trusted application for color correction.
DaVinci Resolve 18 includes a complete digital audio workstation (DAW) with professional
recording, audio editing, and mixing tools that enable you to complete projects using
only one piece of software!

In these lessons, you'll work with multiple projects and timelines to learn both fundamental
and advanced practical techniques used in several audio production genres. You'll acquire
real-world skills that you can apply to real-world productions.

Lesson 1

Plunges you into the middle of an exciting movie trailer’s soundtrack as you explore the
Fairlight page interface and tools and finish building the soundtrack.

Lesson 2

Utilizes three practical recording techniques to develop voiceover tracks; perform
automated dialogue replacement (ADR); and use Resolve's built-in oscillator, to record
noise and tones that you can apply to multiple creative sound design and sound
effects tasks.

Lesson 3

Explores Resolve 18's unique audio track layers. You will edit a composite of the best takes
from a voiceover recording and create crossfades between music clips in the same track.

Lessons 4,5, 6, and 7

These lessons focus on dialogue tracks and the jobs of a dialogue editor. In Lesson 4,
you'll explore channel mapping as you prepare multichannel clips for dialogue editing.
In Lesson 5, you'll create a checkerboard edit that splits each character’s dialogue clips
to a separate track, and balance the clip levels within each track. In Lesson 6, you'll apply
common dialogue repair and replacement techniques to reduce plosives and other
unwanted sounds, and then stitch together a room tone track to create a seamless
dialogue scene. In Lesson 7, you'll use advanced FairlightFX dialogue repair tools such as
the De-Hummer, De-Esser, and Noise Reduction plug-ins—as well as the gate dynamics
processor in the mixer to remove hum, sibilance, and noise.

Getting Started
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Lesson 8

This Lesson focuses on sound design for enhancing a soundtrack. In Lesson 8, you'll use
Pitch and Chorus plug-ins to change a human voiceover into a processed computer voice,
and you'll experiment with time-based plug-ins to add depth and dimension to Foley
sound effects.

Lessons 9, 10, 11, and 12

These lessons demystify the art of mixing and sweetening your soundtrack and cover the
tools and techniques you'll use to polish and complete a mix.

Lesson 13

This lesson steps you through bouncing stereo and 5.1 timelines to create stems. You'll
also explore a finishing workflow for panning and linking six mono tracks into a single 5.1
surround track. Then, you'll move to the delivery page to render your final stems and mix
to meet various delivery standards.

Lesson 14

In this lesson, you'll work with a professionally produced Dolby Atmos project to explore
the Dolby Atmos integration built right into the Fairlight page.

The Blackmagic Design Training and Certification Program

Blackmagic Design publishes several training books that take your skills farther in
DaVinci Resolve 18. They include:

— The Beginner’s Guide to DaVinci Resolve 18

— The Colorist Guide to DaVinci Resolve 18

— The Editor’s Guide to DaVinci Resolve 18

— The Fairlight Audio Guide to DaVinci Resolve 18
— The Visual Effects Guide to DaVinci Resolve 18

Whether you want an introductory guide to DaVinci Resolve or you want to learn more
advanced editing techniques, color grading, sound mixing, or visual effects, our certified
training program includes a learning path for you.

After completing this book, you are encouraged to take a 1-hour, 50-question online
proficiency exam to receive a certificate of completion from Blackmagic Design. The link
to the online exam can be found on the Blackmagic Design training web page.

Getting Started



The web page also provides additional information on our official Training and Certification
Program. Please visit www.blackmagicdesign.com/products/davinciresolve/training.

The Celorist Guide to The Editor's Guide fo The Visual Effects Guide te

This book supports DaVinci Resolve 18 for Mac and Windows. If you have an older version of
DaVinci Resolve, you must upgrade to the current version to follow along with the lessons.

NOTE The exercises in this book refer to file and resource locations that will
differ if you are using the version of software from the Apple Mac App Store.
For the purposes of this training book, if you are using macOS we recommend
downloading the DaVinci Resolve software from the Blackmagic Design website,
and not the Mac App store.

To download the free version of DaVinci Resolve 18 or later from the Blackmagic
Design website:

Open a web browser on your Windows or Mac computer.

In the address field of your web browser, type: www.blackmagicdesign.com/products/

davinciresolve.
On the DaVinci Resolve landing page, click the Download button.

On the download page, click the Mac or Windows button, depending on your
computer’s operating system.

Follow the installation instructions to complete the installation.

Getting Started
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When you have completed the software installation, follow the instructions in the following
section, "Acquiring the Lesson Files,” to download the content for this book.

The DaVinci Resolve lesson files must be downloaded to your Mac or Windows computer
to perform the exercises in this book. After you save the files to your hard disk, extract the
file and copy the folder to your Movies folder (Mac) or Videos folder (Windows).

To Download and Install the DaVinci Resolve Lessons Files:

When you are ready to download the lesson files, follow these steps:

Open a web browser on your Windows or Mac computer.

In the address field of your web browser, type: www.blackmagicdesign.com/products/

davinciresolve/training.

Scroll the page until you locate The Fairlight Audio Guide to DaVinci Resolve 18.

Click the Lesson Files Part 1 link to download the media for the first lesson of the book.
The R18 Fairlight Part 1.zip file is roughly 480 MB in size.

Click the Lesson Files Part 2 link to download additional media for Lessons 1, 2, and 8.
The R18 Fairlight Part 2.zip file is roughly 400 MB in size.

Click the Lesson Files Part 3 link to download the media for the project you will use for
Lessons 2 through 13. The R18 Fairlight Part 3.zip file is roughly 4.7 GB in size.

Click the Lesson Files Part 4 link to download the media for the project you will use for
Lesson 14. The R18 Fairlight Part 4.zip file is roughly 570 MB in size.

After downloading all four of the zip files to your computer, open your Downloads
folder and double-click to unzip them if they haven't unzipped automatically.

In your chosen storage location—for example, Documents—create a new folder called
R18 Fairlight Audio Guide Media.

From your Downloads folder, drag the R18 Fairlight Part 1, R18 Fairlight Part 2, R18
Fairlight Part 3, and R18 Fairlight Part 4 folders into the R18 Fairlight Audio Guide
Media folder that you created in the previous step.

Your media is ready for the first lesson.

Getting Started


http://www.blackmagicdesign.com/products/davinciresolve/training
http://www.blackmagicdesign.com/products/davinciresolve/training

After completing this book, you are encouraged to take the one-hour, 50-question online
proficiency exam to receive a Certificate of Completion from Blackmagic Design. The link to
this exam is located at the end of this book.

DaVinci Resolve 18 includes a Sound Library panel in the interface toolbar for browsing
sound effects libraries available on your system or on a SAN (storage area network) you're
connected to. The Sound Library scans and indexes sound collections so they can easily
be searched, previewed, and auditioned in the timeline. You'll use the Sound Library in
the Fairlight page in Lessons 1 and 8. A sampler of 40 sound effects has been included
with the book media for you to use during the book exercises. The Fairlight Sound Library,
which is a free library of more than 500 professionally recorded Foley sound effects, is
available to download and use directly from within the Sound Library panel.

It's a good idea to index your personal sound effects collections and project-specific sound
collections that belong to the client in separate project libraries in the Project Manager to
keep them organized by collection and to make it easier to remove them if needed when a
project is done.

In the next exercise, you'll create a new Project Library for the Sound Library that you can
use to index the sound effects that come with the project media.

Before you start Lesson 1, you'll need to create a new project library for the “Sound FX
Sampler for Fairlight” folder that was included with the additional media for this book.
Although you can create a project library at any time, if you create a library for your sound
effects now, you'll be able to stay on task in Lesson 1 and simply add the sound effects to
your project library that you made specifically for those sounds.

With DaVinci Resolve 18, project libraries can be Local, Network, or Cloud-based. Local
project libraries are for projects and media on your system. Network project libraries are
for computers networked in the same building or network. Cloud project libraries can be
shared by users anywhere in the world.

For this book, you'll create and use a Local project library.

Getting Started
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To create a new Local project library:

Click the Show/Hide Project Libraries button at the upper left of the Projects window to
open the Project Library sidebar.

£ Local Network Cloud e DaVinci Resolve 18

Project Libraries [ﬂ Projects

At the bottom of the sidebar, click the Add Project Library button.
When the Add Project Library window appears, do the following:

— In the Name field, type soundfx.

— Click the Browse button and then click in the Location field and use the file system
navigation dialog to locate the Documents folder.

— Inthe Documents folder, click New Folder. In the New Folder dialog, type
Sound FX R18. Click Create.

New Folder

Mame of new folder inside “Documents”™

Sound FX R18]
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Select the new Sound FX folder, if necessary, and click Open to create the new
database in the Sound FX folder.

% v [ Sound FX R18

~
iii
<
B
D

Mame

New Folder Cancel m

In the New Database dialog, click Create.

Add Project Library

®

Create

Name | soundfdq

fUsers/mary...ound FXR18

Create

The new disk database appears in the Disk database section of the Databases sidebar.
The new soundfx database that you created will be used for indexing sound effects in
Lesson 1.

In the Project Manager, open the local disk database that you wish to use for the
lesson projects.

You are now ready to begin Lesson 1, “Building a Soundtrack.”

You can download the Fairlight Sound Library, a royalty-free collection of more than

500 professionally recorded foley sounds that you can use in your own projects, directly
from the Sound Library panel. The Fairlight Sound Library features foley sounds such as
footsteps, body falls, door creaks, and more. This free sound library is designed to work
with the Fairlight Foley Sampler plug-in, which lets you use the mouse or a MIDI keyboard
to trigger sounds so they can be recorded in sync with the video onscreen. You only need
to download and install the Fairlight Sound Library one time on your system. Once it has
been installed, you will be able to use it with any DaVinci Resolve project on your system.

Getting Started Xix



To download the Fairlight Sound Library:
Open DaVinci Resolve, if necessary.

In the Project Manager window, open a new project or an existing project. Any project
will work.

In the Fairlight page, in the interface toolbar in the upper left of the page, click the
Sound Library tab to show the Sound Library panel.

@& DaVinciResolve File Edit Trim Timeline Clip Mark View Playback

:?n Sound Library

If the Fairlight Sound Library is not installed on your system, you will see the following
message along with a handy Download button.

( Download |

XX Getting Started



NOTE If you do not see the “Download DaVinci Resolve's Free Sound Library”
message in the Sound Library panel, you already have it installed and you can
move on to Lesson 1.

If you wish to register, download, and install the free Fairlight Sound Library, you can
do so now, or later if you prefer. This is completely optional and is not required to
follow along with the book exercises or certification exam.

Click the Download button to go to the Blackmagic Design website support page and
the Blackmagic Fairlight Sound Library 1.0 Register and Download form.

Step 1: Your Details. Step Z: License Agreement

Your Details: Tell us how you use this Blackmagic Product?
First Name®

Last Name*

‘Company

Email*

Which features should we add?
Phone”
Courery*

State

City*

Fill out the online form and start the download. Once the download is complete, run
the installer.

The installer creates a library (database) and indexes the sounds automatically so they
will be ready to use the next time you open DaVinci Resolve.

MORE INFO You can learn more about the Sound Library in the “Using the
Fairlight Page” section of the DaVinci Resolve Reference Manual available via
the Help menu.

Getting Started
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Introducing Blackmagic Cloud

DaVinci Resolve is the world’s only complete post-production solution that lets everyone
work together on the same project at the same time. Traditionally, post-production
follows a linear workflow with each artist handing off to the next, introducing errors and
mountains of change logs to keep track of through each stage. With DaVinci Resolve's
collaboration features, each artist can work on the same project, in their own dedicated
page with the tools they need.

Now Blackmagic Cloud lets editors, colorists, VFX artists, animators, and sound engineers
work together simultaneously from anywhere in the world. Plus, they can review each
other’s changes without spending countless hours reconforming the timeline.

Simply create a Blackmagic Cloud ID, log in to the online DaVinci Resolve Project Server,
and follow the simple instructions to set up a new project library—all for one low
monthly price!

Once created, you can access this library directly from the Cloud tab in the Project
Manager to create as many projects as you need—all stored securely online. Then invite up
to 10 other people to collaborate on a project with you. With a simple click, they can relink
to local copies of the media files and start working on the project immediately, with all their
changes automatically saved to the cloud.

Enabling Multiple User Collaboration for your project means that everyone can work on
the same project at the same time—edit assistants, editors, colorists, dialogue editors,

and visual effects artists can now all collaborate wherever they are in the world in a way
never before possible.

Now you don't need to buy expensive proprietary storage that needs an entire IT team to
manage! Blackmagic Cloud Store has been designed for multiple users and can handle the
huge media files used by Hollywood feature films. You can also have multiple Blackmagic
Cloud Stores syncing the media files with your Dropbox account so that everyone has
access to the media files for the project.

To find out more about these exciting workflows, visit blackmagicdesign.com/products/

davinciresolve/collaboration

Introducing Blackmagic Cloud


http://blackmagicdesign.com/products/davinciresolve/collaboration
http://blackmagicdesign.com/products/davinciresolve/collaboration

Lesson 1

Building a
Soundtrack

Audio post-production is more than
simply adjusting volume levels and
mixing tracks. In fact, as you embark
on your journey through this book
and your own projects keep your eye
on the big picture. That is, the visual
and audio components of a project
are of equal importance, and it takes
only a few seconds of audio-good or
bad-for someone to form an opinion
for your entire production. And here’s
the kicker: the audience doesn't care
how you got there; they just want the
experience to be awesome. So, it is
up to you as the audio editor, sound
designer, supervising sound editor,
re-recording mixer, or all of the above
to deliver a professional-quality
soundtrack regardless of your budget,
format, length, deliverables, or
distribution methods.

Time
This lesson takes approximately
75 minutes to complete.

Goals

Opening and Playing a Project
Previewing Audio Clips

in the Media Pool

Working with Markers

Adding Audio Clips to the Timeline
Naming and Moving Tracks

Marking and Editing Select
Portions of a Clip

Changing Clip Volume Levels
in the Inspector

Showing, Hiding, and Zooming
In and Out of Tracks

Changing Clip Levels in the Timeline

Manually Creating a New Track

Adding Sound Effects
to the Sound Library

Moving and Trimming Clips
to the Timeline Grid

Balancing Track Levels
More Drama Please!

Lesson Review

11
14
17
19

20

24

26
29
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34

38
47
54
54



Luckily, the Fairlight page in DaVinci Resolve 18 includes all the tools you'll need to
transform your basic production sound into a fully realized soundtrack from start to finish.

In this lesson, you'll step into the role of the audio editor at a busy trailer post-production
house where you use the Fairlight page to finish building an exciting 1-minute trailer
soundtrack for the documentary film Girl on Wave, directed by Steven Esparza of EchoHouse
Films. Along the way, you will explore the interface, build tracks, edit and trim audio clips,
and balance the volume levels while taking ongoing directions from the “clients” to follow
their creative lead as inspiration strikes. Let's get started.

NOTE This project assumes you have downloaded the media for this book.
If you are unsure, return to the “Getting Started” section of this book and follow
the download instructions in “Acquiring the Lesson Files.”

Opening and Playing a Project

In this scenario, the original audio editor has called in sick, and it's up to you to finish it
within the hour for the clients who are down the hall grabbing a double latte. This lesson
introduces you to the primary interface elements and tools you need as you go.

Let's begin by opening the project with most of the trailer soundtrack already created

so you can get to know the Fairlight audio timeline and playback controls. Once you are
comfortable with navigation and playback, you'll use additional interface panels and tools
to finish the project.

Building a Soundtrack



In the Project Manager, right-click and choose Restore Project Archive. Select R18
Fairlight Audio Guide Media > The R18 Fairlight Part 1 > lesson 01 build soundtrack.dra
and click Open.

The toolbar includes The transport controls include The interface toolbar shows
zoom sliders, commands, standard and audio-specific ~ and hides various palettes
and modes buttons. transport functions. such as the mixer and meters.

monitoring panel

o . : q
single-channel audio track viewer

multi-channel audio track

s .
B

timeline audio clips

The default Fairlight page layout includes the timeline, monitoring panel, and mixer.
The timeline is optimized for audio mixing and uses single channel or multichannel tracks.

The project opens in the Fairlight page with the audio timeline, monitoring panel,

and mixer visible. The 1 GOW Trailer Basic Tracks Start timeline includes six colorful
audio tracks. The track colors were added for this lesson to help organize each track’s
contents ranging from dialogue to sound effects and music.

NOTE If your project does not open to the Fairlight page, or additional panels
are visible, click the Fairlight button at the bottom of the screen to go to that
page. To reset your user interface, at the top of the page, choose Workspace >
Reset UI Layout.

Opening and Playing a Project



In the upper-left corner of the timeline window, click the timelines dropdown menu to
see all the project’s timelines. In the list of timelines, choose 4 GOW Trailer Mix.

00:00:01 :1 6 1 GOW Trailer basic Tracks Start VE'?*

Al DIALOG

This timeline has only one stereo track containing the finished mix of the trailer.
The corresponding frame of video is displayed in the viewer in the upper-right corner
of the interface.

To move the playhead to a specific timecode, you can use the timeline ruler and
corresponding timecode display as a guide.

Timecode display

1 GOW Trailer basic Tracks Start

Timeline ruler Playhead

You can right-click the timecode display to choose a different timecode
format including SubFrame, Samples, and film Feet and Frames.

Press the Home key or click the Timecode ruler at the beginning of the timeline
to move the playhead to that position (00:00:00:00).

The transport controls above the timeline toolbar are the standard buttons that you'll
find on any professional audio recording and playback device.

Automation
Fast forward Stop Loop Controls

Rewind Play Record Toggle
Automation
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In the transport controls, click the Play button or press the Spacebar to start playback.
During playback, watch the meters and video playback in the monitoring panel at the
top of the window and the meters in the mixer to the right side of the screen.

As the name suggests, the monitoring panel displays all the audio and video contents
of the current timeline. The mixer shows a large channel strip for each track, as well as
the main output.

If you're gripping the edge of your desk with white knuckles and thinking that there are
too many meters and buttons to keep track of, you can relax. The Fairlight page is as
user-friendly as it is powerful. At any time, you can simplify the interface to show just
those tools you need as you need them.

Press the Spacebar to stop playback.

In the interface toolbar at the upper right of the screen, click the Mixer button to hide
the mixer.

&’ Metadata }. Inspector

You'll work with the mixer and monitoring panels extensively in later lessons. For now, let's
simplify the interface by expanding the viewer as a separate window and hiding the meters.

Opening and Playing a Project



Pressing the Home and End keys will move you to the start or end of a timeline,
respectively. Some Mac keyboards do not have Home and End keys. When using
one of those keyboards, press Fn-Left Arrow to move to the start of the timeline
and Fn-Right Arrow to move to the end.

In a traditional audio-post workflow, an audio editor will need a separate reference video
to use as a guide when building the soundtrack. In Resolve, you do not need a reference
video because the Fairlight page includes a handy viewer that shows the timeline's video.
As you have already discovered, the viewer is located to the far-right side of the monitoring
panel. You can easily expand the viewer as a separate floating window.

In the lower-right corner of the viewer, click the Expand button or choose Workspace >
Fairlight > Floating to turn the viewer into a floating window.

The viewer appears in the middle of the interface. Now, you can drag the top of the
viewer to move it, and drag its edges or corners to resize it.

Click the Meters button to hide the monitoring panel.
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Drag the viewer down to the bottom of the empty tracks area in the timeline. Then,
drag the upper-right corner of the viewer to resize it to about twice its original size.

When you are finished, the viewer should fit nicely in the lower half of the timeline.

To return the viewer to the monitoring panel, you can click the Dock button in the
upper-right corner of the viewer, or press Return/Enter. For now, let's leave the viewer
open as a separate window.

NOTE Feel free to resize or move the viewer at any time as you work through
these exercises.

If you have a Blackmagic DeckLink card or UltraStudio, you can also view the video on a
second video display.

Actively listening to and evaluating tracks during playback is a necessary step
toward building powerful soundtracks. It involves listening to tracks played together,
independently, and in various combinations to determine if they are working as a whole.

Normally, you would not be able to fast-forward to the end of a project and listen to its mix
ahead of time. However, because this is a training book, and you happen to have the mix
already in your timeline, this is a wonderful opportunity to see and hear what you are striving
to accomplish before you build the tracks in this lesson. In this exercise, you'll listen to the
finished mix once, and then open the starting version of the timeline and evaluate the tracks.

Opening and Playing a Project



Press the Home key to move the playhead to the beginning of the timeline. Then play
the timeline once to see and hear the finished trailer.

Now that you have heard the mix, let's go back to the starting timeline.
In the timeline dropdown menu, choose 1 GOW Trailer Basic Tracks Start.

To evaluate the tracks, you can use the controls in the track headers. At the left of each
track, the header shows each track’s name, number, and control buttons.

Track name field Meters

Track number Solo button

Al DIALOGUE

[ | ma]

00 A [r|[s

Volume Arm
field button

Lock Mute
button button

Move the playhead to the beginning of the timeline.
Click any empty space on the A1 DIALOGUE track header to select that track.

Notice that when a track header is selected, the name and number turn red, and the

track brightens.
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Click any empty space in the timeline to deselect the A1 track.

NOTE Track selection is important when you are recording or editing using
shortcuts. You can evaluate tracks without selecting them; however, it is always
a good idea to be aware of which tracks or clips are selected as you work.

Now let’s try using the Solo and Mute buttons on several tracks. Solo isolates a track by
temporarily muting all other tracks. Mute silences a track until it is unmuted. You can
click these buttons to toggle each control on and off during playback.

Solo the A2 WAVES 1 track, and then mute the A5 WIND track.

Start playback from the beginning of the timeline. At around 00:00:12:00, unsolo the
A2 track. Then, solo the A1 DIALOGUE track and listen to the last two dialogue clips.
When you are finished, stop playback.

As you can hear, the Mute and Solo buttons are an easy way to selectively listen to
specific tracks during playback. You can also swipe them on or off to quickly solo
multiple tracks at once. Let's leave the A5 track muted and try swiping the Solo buttons
on the other sound effects tracks.

Your goal is to evaluate the sound effects tracks to see how well they enhance the
impact of the visuals. First, you'll listen only to the waves and water sound effects (FX)
on tracks A2, A3, and A4. Then, you'll play the timeline again while listening to all the
tracks and evaluate the A5 WIND track with the other tracks.

Unsolo the A1 track. Start playback from the beginning of the timeline. Starting from
the Solo button on the A2 track, drag downward across the Solo buttons on the A3
and A4 tracks. When you are finished playing the clips, stop playback.

WAVES 1 2.0 A2 WAWES 1

@ | [}

WAVES 2 2.0 A3 WAVES 2

WATER 20 \ WATER

Opening and Playing a Project
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Swipe off the Solo buttons on the A2, A3, and A4 tracks.
Mute the A1 track.

Now it's time to evaluate the section of the timeline that includes the wind effect. Instead
of starting playback at the beginning of the timeline, let's start closer to the action.

Click the timeline ruler between the yellow and teal markers (at around 00:00:07:10).

00:00:07:01 1 GOW Trailer basic Tracks Start v

Al DIALOGUE

A2 WAVES1 2 e e L
021236313-maui-ocean-waves-distant.wai - L
R S i (SR

021236313-maui-ocean-waves-distant.wa |- R

Start playback and click the Mute button on the A5 WIND track to toggle the
track off and on several times to hear the soundtrack without and with the wind
sound. When the wind clip is finished and the viewer shows underwater footage,
stop playback.

Unmute the A1 and A5 tracks.

To replay the exact same section of the timeline, choose Playback > Play Again, or
press Option-L (macOS) or Alt-L (Windows).

Playback Fusion Color Fairlight Workspace
+ Use Optimized Media if Available '

Proxy Handling »
Timeline Proxy Resolution >
Render Cache >
Delete Render Cache b
Fusion Memory Cache >
Play Reverse J
Stop K
Play Forward L
Pause/Start Playback Space
Play Again XL
Stop and Go to Last Position

Stop playback when the wind clip is finished.
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By now, you should have formed an opinion about the effectiveness of the various tracks
and the wind effect, specifically. For the purposes of this lesson, you will keep it. Here is
another truth when you are working with motion picture sound: reel does not equal real.
In other words, sound effects used in soundtracks are much larger than real life.

Take this trailer as an example. Not only was a wind effect present in the actual trailer’s
soundtrack, but the sound of a tornado was included to really intensify the sense of
danger. As you work through these lessons, you'll learn that sound is cumulative, and
a little bit goes a long way. Even so, sometimes during key dramatic moments, more is
better, and on occasion too much is best.

Sound designers routinely mix all kinds of sounds to create more dramatic effects such as
adding a lion’s roar to the Death Star explosion in Star Wars IV: A New Hope, or in this case,
violent winds to intensify the sound of strong waves.

By the way, the clients returned with their double lattes while you were evaluating the
tracks, and they are anxious to see how the second half of the trailer works with the music.
What music? The exciting trailer music is conveniently located in the media pool with the
other audio files.

Next, you'll explore the media pool to preview, mark, and edit additional audio clips into
the timeline—starting with the music.

Previewing Audio Clips
in the Media Pool

The media pool contains all the media and timelines in your current project. In this
exercise, you'll select and preview several audio clips and add them to the timeline.
Whenever you load a clip into the preview player, you can preview the entire clip from its
first available frame to the last.

In the upper-left corner of the interface toolbar, click the Media Pool button to open
the media pool.

@& DaVinciResolve File Edit Trim Timeline Clip Mark View Playback

Previewing Audio Clips in the Media Pool

1



12

The media pool opens on the left side of the Fairlight page. For the simplicity of this
first lesson, the media for this project was organized into three bins: Video Clips,
Audio Clips, and Timelines.

Waveform zoom
dropdown menu

Jog bar
playhead

Preview transport
controls

Show/hide
bin list

Master
bin list

[Z2] Media Pool

Get With M...railer.wav

Audio Clips

Audio Clips

Get With Me for G

Source audio
waveforms

Mark In/Out buttons

Media pool
toolbar

Source audio clips

In the media pool bin list, click the Audio Clips bin to view its contents.

You can view source clips in either metadata or thumbnail view. The default is
thumbnail view. If you look carefully, you'll see that each audio clip’s thumbnail shows a
graphical representation of the waveform.

Select the

clip to load it into the preview player at the

top of the media pool.
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Press the Home key to move the playhead to the beginning of the clip in the preview
player. Then, click the Play button or press the Spacebar to preview the clip. When you
are finished, click Stop, or press the Spacebar.

® & Media Pool

t‘ 10x 00:00:33:23 Get With Me f...W Trailer.wav 00:00:28:18
v

[
Get With Me for GO...

Audio Clips

To see more information about your media files, let's change to list view.

In the media pool toolbar, click the List View button.

List view is handy for reading clip names and sorting clips by a specific column. In
this case, let's use the list view to find and preview another type of music clip called
a stinger. Stingers are single notes or chords-often strings-that are inserted to add
tension and suspense.

Select and preview the clip . While you listen to the clip, try to imagine where
it might go in the soundtrack.

So, what did you think of the stinger? The clients love it! Out of context, the stinger might
seem like overkill, but once it is placed in the timeline and the levels are balanced with
the other tracks, you'll understand the power of the stinger. Any idea where to place it?
Stay tuned to find out.

You'll add these clips previewed to the timeline in a few minutes. First, let's look at the
Markers index and the timeline markers that you'll use as a guide for adding the clips.

Previewing Audio Clips in the Media Pool 13
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Working with Markers

Markers are often used in audio post-production as a guide to setting music cues,
marking sound effects, or identifying elements such as dialogue problems that need to be
addressed. In this exercise, you'll use existing markers to aid navigation in the timeline and
Markers index. When you become comfortable with markers, you can use them as a

guide when adding clips to the timeline in the next section. Let’s start by looking at

the Markers Index.

In the upper-left corner of the interface toolbar, click the Index button to open the
Index panel. Then, at the top of the Index panel, click the Markers button to show the

Markers index.

The Markers index opens in the lower-left corner of the page below the media pool.
Here you can see the current timeline markers and a corresponding thumbnail frame
for each marker. Just as with the media pool, you can view the markers in either
thumbnail or list view.

In the Markers index toolbar, click the List View button to change the index to list view.

In list view, you can see columns that show each marker's number, name, and other
information. You can use the marker thumbnail icons to move the playhead to the
selected marker. Let's try it.

Building a Soundtrack



Double-click the thumbnail thumbnail for Marker 7 to move the playhead to that frame.

Here is where you will add the first music clip. Let's take a moment to streamline the
information in the Markers index columns.

Right-click the column headers and deselect all the checkboxes except #, Frame,
Name, Color, Notes, and Keyword.

Now you can clearly see the Name, Color, and Notes for each marker in the list.

ct hit here

Start Music Get With Me music here

NOTE You can sort the marker list by any column header.

Working with Markers
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To navigate between markers in the timeline, you can hold down the Shift key and press
the Up Arrow or Down Arrow keys. Pressing Shift-Down Arrow moves down the timeline
to the next marker. Pressing Shift-Up Arrow moves the playhead to the previous marker.

Click anywhere in the timeline to make it active. Then press Shift-Down Arrow to move
to the next marker.

In the timeline, double-click the yellow marker beneath the playhead to open the
Markers panel, and enter the information as follows:

— Inthe Name field, type VO Line 4.

— In the Notes field, type My name is Sarah Hauser, and this is my story.

— Triple-click the text in the Name field to select it. Then, right-click the selection and
choose > Copy. This added step isn't necessary but will save time later when you
need to type the same text again.

Markers

Time Duration

Remove Marker

Click Done.

The Markers index updates to show the new marker 8 information.

VO line 4 ] My name is Sarah Hauser, and this is my story. t}

In the timeline, press Shift-Up Arrow to move the playhead to the previous marker, or
in the index, double-click marker 7.

In the next exercise, you'll add a music clip to the timeline using this marker as a guide.

NOTE You can edit marker names and notes directly in the Index.

Building a Soundtrack



Adding Audio Clips to the Timeline

Once you find a clip that you want to work with, and you know where you want to place it in
the timeline, you need only drag it from the media pool to the timeline. You can add clips
to an existing track or create a new track by dragging a clip to the empty space below the
current tracks. In this exercise, you'll add the clip to the MUSIC track and
create a new track for the stinger.

The preview player includes a handy dropdown menu that shows the 10 most recently
accessed clips.

At the top of the media pool, click the dropdown menu arrow and select

) @ [ Media Pool = Index

29% 00:00:08:18 STINGER.wav v, 01:00:02:18
>

K

13

Drag the clip from the waveforms at the top of the preview player to the playhead
position in the A6 MUSIC track.

The clip appears in the track once you release it.

Resize and move the viewer to the lower-right corner of the timeline to make room for
the next music clip.

It's time to add the stinger to a new track. You could place it in the A6 track with the
other music clips, but because there's no limit to the number of tracks you can use in
your soundtrack, let's create a new one just for the stinger.

As for placing it, your clients suggest that you place it right before she falls, or right
after she falls, or perhaps under the close-up shot of her face while she reflects on the
fall. In light of the clients’ indecision, let's try starting it with the dramatic wind FX.

Move the playhead to the teal-colored Wind FX marker (00:00:08:15).

Adding Audio Clips to the Timeline
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This time you'll drag the stinger clip from the media pool list to the empty space below
the timeline tracks. By doing so, a new track is created for the source audio clip. When
you drag the clip to the empty space in the timeline, you will see a translucent image of
the new clip in the new track before you release the clip.

Drag the clip from the media pool list to the playhead position (the Wind FX
marker) below the A6 track.

A new A7 track appears along with the stinger clip.

Play the timeline from the beginning and listen to the new music clips in the soundtrack.

The soundtrack is coming along nicely. As you just heard, the right music choices make a
big difference. In this case, the stinger adds a dramatic element to the action sequence,
and the theme song carries the entire second half of the trailer without the presence of
any other sound effects.

With DaVinci Resolve 18, you can change the volume level of a clip in the media
pool prior to editing it to the timeline. This can be a real time saver as you work.
Simply select the clip in the media pool and adjust the level in the Inspector while
using the Control Room meters as a guide.

Building a Soundtrack



Naming and Moving Tracks

Descriptively naming and organizing your tracks can save you time later in your mixing
process. In this exercise, you'll name the A7 track and move it above the other music track.

Double-click the A7 track name field, which is currently named Audio 7.

Type STING and press Return/Enter to rename it.

To move a track up or down, you can use the right-click shortcut menu in the
track header.

Right-click the A7 track header, and choose Move Track Up.

MoveTrackUp [\

The STING track moves above the MUSIC track, while the track numbers remain in order.

e —

STINGERWarv - L

e
STINGER warw « R

Gt With Me for GOW Traller.wav - L

0574619..mp3 - R Gt With Me for GOW Trailer.way - R

Next, you'll apply all the skills you've learned so far to preview and edit the last voiceover clip.

To quickly rename sequential tracks, select the Name field of the first track
and type the name in the field. Then, press Tab to automatically select the Name
field in the next track so you can type a name. Continue to press Tab as needed to
sequentially move to the next name field. Additionally, you can drag and drop to
change the order of individual tracks or multiple selected tracks in the tracks index.

Naming and Moving Tracks
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Marking and Editing Select
Portions of a Clip

So far, you have previewed and added whole audio clips. However, in audio post-
production, you'll often work with long clips comprising multiple takes. When you are
working with a clip that includes more content than you need, you can place markers on
the clip to label specific sections. You can also mark a useful clip range by placing In and
Out points. In this exercise, you'll use both methods to mark the clip.

Production audio files often have complicated numeric names based on the recording
metadata. Although you could rename the clips or use metadata as a reference as to
their content, it's a good idea to keep the original names when the clips are edited into
the timeline. As luck would have it, the voiceover file for this timeline has a numeric name.
Instead of hunting for the clip you need, let's use one of the voiceover clips already in

the timeline to find the original clip in the media pool.

In the A1 DIALOGUE track, right-click one of the yellow clips, and choose Find in
Media Pool.

T ‘M—Wm...*... P S e —

021236313 -maul-oces rwaves-distant wav - L
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The source clip is selected in the media pool and source viewer. Notice the yellow
markers in the preview player jog bar. You can navigate through clip markers in the
preview player just as you can with timeline markers. They also appear in the Clip
Name list.
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Click the arrow at the left side of the clip’s icon to show the markers in the media
pool list.

2@®® [ MediaPool i Index

10x 00:02:18:00 170302-T001.WAV 08:04:03:07

Audio Clips

Clip Name

v 170302-TO01.WAV 08:02:45:00 08

N3

Audio Clips

In the list, click the marker named Line 3 to move the preview player playhead to
that marker.

NOTE You can press Shift-Up Arrow or Shift-Down Arrow to move from marker
to marker in the preview player. Also, when the playhead moves to a marker,
the marker information appears in the preview player.

Your goal is to choose the best take for Line 4 and mark it. Let's change the zoom level
in the preview player to see more of the clip’s audio, and then use the jog bar to find
the last line of voiceover.

Marking and Editing Select Portions of a Clip
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In the upper-left corner of the source viewer, in the Zoom menu, choose 1x.

Media Pool = Index

1x v 00:02:18:00 170302-T001.WAV 08:04:08:15

B O

At this zoom level, you can clearly see the multiple voiceover phrases over time.
Each phrase has a distinctive appearance in the waveform.

Press End to move the playhead to the last frame of the source clip.
Chances are that the last sets of peaks represent the three takes of the last voiceover line.

Drag the white jog bar to the left until the source playhead is placed before the first
set of peaks. (It's around 08:04:35:00 in the source timecode field in the upper-right
corner of the source viewer.)

1x v 00:02:18:00 170302-T001.WAV 08:04:35:00

Press M to set a marker on the source audio clip. Press M again to open the Markers
dialog. Then, in the Markers dialog, type Line 4. In the Notes field, right-click and
choose Paste or type My name is Sarah Hauser and this is my story. Finally, change
the marker color to yellow. When you are finished, click Done.

Markers

Duration

rah Hauser and this is i

Remove Marker

Building a Soundtrack



Now that you've set a marker for the last section of voiceover, you can preview the audio.
To simplify this process, let's use a new set of shortcuts to quickly scrub through the audio
without using your mouse.

Using the JKL keys allows you to quickly scrub through clips in both the timeline and
preview player. Pressing the L key plays forward, pressing the J key plays backward, and
pressing the K key stops playback. Tapping the L or J keys multiple times will speed up
playback. Holding down L or ] will play one frame at a time and stop playing when you
release the key. Holding down K while tapping L or J will play forward or backward one
frame at a time, whereas pressing K together with L or J will play in slow motion. Let's give
these keys and combinations a try as you preview the Line 4 voiceover takes.

Press L to play forward through the first take of Line 4.

Press Kwhen you hear the voice of director Stephen Esparaza giving Sarah feedback
after her first take.

Press the JKL keys to preview the last two takes. When you are finished, move the
playhead to the beginning of your favorite take. If you aren’t sure which one to choose,
use take 2 at 08:04:43:00.

In the lower-right corner of the preview player, you'll see a set of buttons to mark In and
Out points. The keyboard shortcuts for placing these marks are I'and O.

Mark In

Click the Mark In button or press I to mark the In point at the beginning of the take.
Hold down L to scrub through the take. When you are finished, release the L key.

Click the Mark Out button, or press O, to mark an Out point at the end of the take.

With the In and Out points marked, you're ready to edit that section of the clip to
the timeline.

In the timeline, click the timeline ruler above the last yellow marker to move the
playhead to that frame.

Marking and Editing Select Portions of a Clip
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In the preview player, drag the marked clip’s waveform from the viewer to the playhead
position in the A1 DIALOGUE track.

CR04.47:17

Press the JKL keys to play the clip in the timeline.

You might have immediately noticed that the music is so loud you can't hear the last line of
voiceover. No worries, you can easily fix that in the Inspector.

Changing Clip Volume
Levels in the Inspector

The Inspector gives you easy access to controls for any selected clip. While you will

use the Inspector in many ways throughout this book, let's currently focus on the clip
volume controls. Also, this is a good time to streamline the interface and close any panels
or windows that you don't need at this time.

To the left of the interface toolbar, click the Media Pool and Index buttons to hide
those panels.

To the right of the interface toolbar, click the Inspector button to show the Inspector.
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NOTE From this point, you'll simply be instructed to show or hide an interface
panel during exercises.

The Inspector indicates that it has nothing to inspect.

In the A1 track, select the fourth yellow clip to see the clip’s controls in the Inspector.

Timeline - 17030 01 WAV - Tr1

Dialogue Leveler

Pitch

The Audio panel in the Inspector includes controls for the selected clip including:
Volume, Pan, Pitch, Speed Change, and a four-band Clip Equalizer. In this exercise,
you'll use the Clip Volume controls. You can see that the current volume level for the
selected clip is 0.00. This does not mean that the clip volume is actually at 0 decibels
(dB). Instead, the Clip Volume field indicates the amount of volume change (gain) being
applied to the original source level. In this case, it is no change at all.

Changing Clip Volume Levels in the Inspector
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In the A1 track, select the second yellow clip to see that clip’s information in
the Inspector.

Al DIALOGUE

Timeline - 170302-T001.WAV - Tr1

i

Audio
Volume

Volume

According to the Clip Volume field, this clip’s gain level is raised by 10.00 dB.
Select the first clip in the A1 track to see that clip’s level (11.70 dB).

You can change the Clip Volume in the Inspector by dragging the Volume slider,
typing a new number in the Volume field, or dragging left or right on the field.

Select the fourth clip in the A1 track, and in the Inspector, raise the Clip Volume level
between 10.00 and 12.00. You'll finesse this level later. Hide the Inspector.

Play the fourth clip in the timeline and listen to the new volume level with the music.

The music is still dominant in this section. So then, which is the priority: the music or the
voiceover? Before you decide, let's learn how to hide all but the dialogue and music tracks,
and use the Zoom sliders to adjust the size of the remaining tracks as needed.

Showing, Hiding, and Zooming
In and Out of Tracks

The more tracks in your timeline, the more control you'll need over their heights and
visibility. To hide tracks in the timeline, you'll use the Tracks index, which shares a panel
with the Markers index and Edit index.

You'll now work within the Tracks index to hide most of the tracks while you focus on
just the dialogue and music tracks. Because you don't need the viewer for the next few
exercises, let's hide it as well.

Building a Soundtrack



In the upper-right corner of the viewer, click the Return button or chooose Workspace >
Fairllight Viewer > Docked to return the viewer to the monitoring panel.

NOTE In future steps, you will simply be instructed to show or hide the viewer.

Show the index, and then click the Tracks tab to show the Tracklist.

= Index

Tracks
I

Tracklist

Here you can see a row for each track. To the far left of the Tracklist, you can see
visibility controls represented by eye icons. You can click these controls off and on to
hide or show a track. Or, you can click and swipe multiple contiguous tracks off and
on at once.

NOTE You can also swipe on or off track controls, including Track Lock, Record
Enable, Solo, and Mute. Additionally, the improved Tracks index lets you
double-click to rename tracks and drag and drop to reorder tracks, right in the
tracks list!

In the Tracklist, with your pointer over the visibility control for track A2, drag down over
the visibility controls for tracks A3 through A6 to hide them.

Showing, Hiding, and Zooming In and Out of Tracks
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Those tracks are no longer visible in the timeline; however, their audio contents will
continue to play normally.

Next, you'll resize the tracks using the zoom sliders located in the toolbar above
the timeline.

Drag the vertical zoom slider to the right to increase the height of the timeline tracks.

Drag the horizontal zoom slider to the right to zoom in to the waveform at the
playhead position.

Press Shift-Z to fit the timeline clips horizontally in the visible timeline area.

00:00:54:11

a

H—
=

You can use the zoom sliders in the toolbar to zoom in or out of the

timeline vertically or horizontally. Vertical zooming is based on track selection,
whereas horizontal zooming centers on the playhead. Press Shift-Z to toggle
between zoom to fit horizontally and the previous zoom level.

Now that you have a focused view of the dialogue and music tracks, let’s adjust the music
track levels to accommodate the voiceover or vise versa.
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Changing Clip Levels in the Timeline

Now we're back to the question of which is the priority: dialogue or music? This is a good
time to mention the golden rule of audio post-production, also known as the “Dialogue is
King” rule. In short, spoken words such as voiceover, narration, or dialogue take priority
over all other audio tracks. This rule also applies to a music score, when the actors’ lines
take priority; action scenes, when characters’ shouting must be heard over helicopters and
explosions; and even documentary films, when subjects are talking in a noisy location.

If the voiceover track always takes priority, what happens to the music? In this project,
music drives the entire second half of this trailer’s soundtrack. Turning down the entire
music clip to accommodate one dialogue line near the end is not a viable option. The
solution is to reduce, or dip, the music clip’s volume level only during the voiceover clip.
This technique is also called ducking. First, let's adjust the overall clip level in the timeline,
and then add keyframes to change the track levels as needed.

Each timeline audio clip includes a volume level curve that looks like a white horizontal line
across the upper third of the clip. To adjust the volume level of a timeline clip, you can drag
the clip’s volume level curve up or down.

1 Inthe Get With Me clip, drag down the clip gain line to reduce the clip's volume level.

2 Double-click the clip gain line to reset it to its original level.

To bend the clip gain line so that the volume level changes over time, you can
Option-click (macOS) or Alt-click (Windows) the curve to add keyframes. An Add
(+) tooltip appears near the pointer to indicate that clicking the gain line will add
a keyfame.

Let's use the voiceover clip on the A1 track as a guide for setting the keyframes.

Changing Clip Levels in the Timeline
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In the timeline's clip, Option-click (macOS) or Alt-click (Windows) the
clip gain line at approximately the first and last frame of the fourth yellow clip in the

dialogue track.

Place another keyframe before the first one and after the last so you have a pair
of keyframes on either side of the yellow dialogue clip.

Now you can raise or lower the portion of the music clip that is between the
keyframes, and in the Inspector, see the change in volume level. The Inspector will
show the volume level of the selected clip at the playhead position.

Building a Soundtrack



Show the Inspector. Move the playhead over the middle of the last dialogue clip.

Drag down on the music clip’s volume level curve at the playhead position. When you
release the mouse button, the level will appear in the Inspector. Dip the volume level to
somewhere between -8.00 and -10.00 in the Clip Volume field.

E [ — Timeline - Get With Me for GOW Trailer.wav

Play that section of the timeline to hear the dipped music.

The dialogue and music now work much better together. If the audio transition sounds
too abrupt, you can increase the space between your pair of keyframes and make the
initial music fade down more gradually. The trick to moving keyframes for timing is to
hold down the Shift key as you drag to constrain the movement to a horizontal axis.
This takes a little practice, so take your time; if you make any unintended level changes,
you can choose Edit > Undo and try again. Shift constrains movement as you drag, so
you first need to start the maneuver, and then hold Shift.

Changing Clip Levels in the Timeline
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7 Select the keyframe you want to move. When it turns red, drag then hold Shift to
constrain the movement. Continue to Shift-drag the first keyframe to the left to double
the original distance between your initial keyframes. Feel free to increase or decrease
the distance to suit yourself.

2 Play the dipped music section one more time to make sure you are satisfied with
the results.

9  When you are finished, do the following:
— Hide the Inspector.
— Swipe on visibility for all the tracks in the Tracks index.
— Hide the Index.
— Use the vertical zoom slider to fit all the tracks vertically in the timeline.

— Press Shift-Z to fit all the clips horizontally in the timeline.

Well done! You've dipped your music clip level to accommodate the voiceover. Next, you'll
create a new track and use the Sound Library to add another audio clip to the timeline.
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Manually Creating a New Track

You can create a single track or multiple tracks simultaneously from within the timeline.
In this exercise, you'll create a new sound effects track below the A5 WIND track.

Right-click the A5 WIND track header, and choose Add Tracks.

In the Add Tracks dialog, you can determine how many tracks you add and where
they are placed.

Set the Number of tracks to 1, set Insert Position to Below WIND, and set the Audio
Track Type to Stereo.

Add Tracks

Audio Tracks

Cancel Add Tracks Lr

Click the Add Tracks button.
A new track appears Below the A5 WIND track.

Name the new A6 track IMPACT FX.

Now, let's use the Sound Library to find and audition an effects clip.

NOTE With DaVinci Resolve 18, using the right-click contextual menu from the
track header to Add Track creates the new track directly below the selected track.

Manually Creating a New Track
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Adding Sound Effects
to the Sound Library

Many editors and audio professionals have vast libraries of project-ready sound effects
and music that are often stored on servers or separated hard drives. You can access your
own sound collections in the Fairlight page within the Sound Library panel.

NOTE This exercise assumes that you have followed along with the “Getting Started”
section of this book and downloaded the SFX Sampler for Fairlight folder and
created a new soundfx database. If not, please return to the “Getting Started”
section of this book and follow the instructions in “Setting Up Your Sound Effects
Database.” Additionally, DaVinci Resolve 18 includes the Fairlight Sound Library,
which you were also instructed to download and install in the “Getting Started”
instructions. You will use those sounds in Lesson 8.

In this exercise, you'll add the downloaded SFX Sampler for Fairlight folder contents to
your database.

In the interface toolbar, click the Sound Library button to show the Sound Library.

=7 Sound Library
I

Sound Library

Search Filter By

00:00:00:00
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Click the Database button to the right of the search field to show the Database
pop-up menu.

In the Database dropdown menu, choose soundfx.

Once you have selected a database in the menu, you can add sounds. In this case,
you'll add the SFX Sampler for Fairlight folder located in R18 Fairlight Part 2.

In the upper-right corner of the Sound Library, click the Options menu (three dots)
and choose Add Library or click the Add Library button in the middle of the Sound
Library panel.

=] Sound Library 3" ADR

BRI e 00:00°59:10
}Md Library...

AllFelds ~ D vusuusuu:00

L) 00:00:00:00

Add Library...

In the browser, select the SFX Sampler for Fairlight folder and click Open.

You will see a brief progress dialog while the clips are scanned and indexed.
When finished, a dialog indicates that the scan was successful.

Sound Library Scan Successful

Click OK.

Your sample sound library is ready to search. Next, you'll determine where you want
to add a sound effect in the timeline.

Adding Sound Effects to the Sound Library
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One of the great things about working with the Sound Library is that you can access
thousands of sounds in multiple databases and audition them directly in the timeline,
thereby hearing them in the context of the other tracks without committing to their use
until you are sure they work. All you need to do is select a track and move the playhead to
the position where you want the sound to start.

In the following exercise, while watching the viewer, you'll move the playhead to a specific
timeline position based on the onscreen action. Then, you'll select the A6 IMPACT FX track
and search for a sound effect to audition. Once you find the right sound effect, you can
commit within the Sound Library without needing to drag the clip into the timeline.

For this example, the clients want you to find an impact sound effect to accentuate the
action when Sarah falls from her board. At the moment, the stinger that you added earlier
is dominating the soundtrack during her fall; so, let's mute the stinger while you audition
the impact effects.

Show the viewer and move it to the empty space in the upper-right corner of
the timeline.

Mute the A7 STING track.

Play the timeline from the beginning, and stop playback when Sarah falls from the
board at the top of the high wave at approximately 00:00:12:05.

Select the A6 IMPACT FX track.
Now, you can find a sound effect to audition in the Sound Library.
In the Sound Library search field, type impact.

A list of the impact sounds appears in the results list.
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Select any of the impact sounds from the list to see its waveform in the Sound Library
preview player.

Sound Library

impact X | Fiter By  All Felds

sound_fx

DISTANT-impact

00:00:02:18 00:59:58:09

> EH & i |

Audition

CYMBAL-impact

Ire

DISTANT-impact 00:00:02:17
Track 1

The process of selecting and previewing sounds in the Sound Library is very similar
to working in the media pool source viewer.

In the Sound Library preview player, click the Play button or press the Spacebar to play
the sound effect.

All these impact sound effects are exciting—but don't fit this trailer.
Let's locate a specific sound effect for this timeline.

In the Sound Library search field, type soft.

Four sounds, including , appear in the list.

Preview the sound.

This sound effect has just the right level of drama and impact for the surf action
without distracting from the overall trailer soundtrack.

Adding Sound Effects to the Sound Library
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In the Sound Library, click the Audition button.

The sound effect appears in the timeline ready to play.

In the timeline, move the playhead back to the teal marker and play the timeline. Stop
playback when you hear the voiceover.

The sound effect works pretty well and adds one more dramatic element to the
sound design.

In the Sound Library, click the Confirm button to retain the sound effect in the timeline.

NOTE Clicking the Cancel button removes the previous sound effect and gives
you the opportunity to audition another audio clip in the same place. You can
also cancel the audition by selecting a different sound in the Sound Library.

Hide the Sound Library.

Now that you know how to use the Sound Library, you can audition your own sound
collections in your projects. In Lesson 8, you will work with the Sound Library and the Foley
sound effects that come with Resolve.

Moving and Trimming Clips
to the Timeline Grid

In your timeline, dialogue might be king, but in the real world, your client is all powerful,
followed by the director and the sound designer or supervising sound editor (often the
same person). For this project, the clients like your soundtrack choices, but they want you
to move the soft-hit impact effect to the first frame of Sarah'’s face as she reflects on the
fall. Your response, as always, should be something like, “Sure, great idea” or “Of course,
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I'll get right on it.” Then, you make the change and share the results. You can choose your
battles later when something really doesn't work. In this case, the clients’ change will
be awesome.

To move clips in the timeline, you simply drag or nudge them to a new location. For this
exercise, you'll move a clip based on the first frame of a video clip onscreen, so you'll use
the video track in the timeline as well as the viewer as a guide. Additionally, the Fairlight
timeline in DaVinci Resolve 18.1 offers a new grid that you can use for precision editing,
trimming, and aligning clips to seconds, frames, or even subframes.

You'll find the options to show or hide additional timeline elements, like the video tracks, in the
Timeline View Options menu located in the upper left of the timeline right next to the new
Grid View Options menu. As you might have guessed, the Grid View Options menu is where
you'll go to customize and show the grid. Let's start with the Timeline View Options menu.

00:00:13:04 1 GOW Trailer basic Tracks Start

==

In the Timeline View Options menu, click the video tracks icon. Then, click the timeline
to hide the menu.

00:00:1 3:04 1 GOW Trailer basic Tracks Start

el
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WAVES 1
Scroller antwav-L

WAVESZ  Zoom Presets
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The video tracks from the edit page appear at the top of the timeline. You can now use
those individual video clips in the track as a guide when placing your audio clip.

Moving and Trimming Clips to the Timeline Grid
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Move the playhead to the purple marker in the timeline (00:00:14:06). In the video
track, you'll see that the playhead is also at the beginning of Sarah’s clip. This is also
the beginning of a fade transition.

Zoom in horizontally to the playhead for a better view of the video clips beneath the
purple marker.

BO46_C043_OA02KF_001 mov AN29_CO%_O220VA_O01 mov

Next, you'll show the grid, customize the settings if necessary, and enable grid
snapping.

00:00:14:04 1 GOW Trailer basic Tracks Start

=

Edit Grid Time Scale

@

Resolution
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You can use this menu to customize the grid line visibility, snapping, time scale of
either timecode or tempo, and the resolution. In this exercise, you'll use the default
1-frame resolution.

{m

Edit Grid Time Scale

B

Resolution

In the Grid View Options menu, click both of the Edit Grid options to enable “Show
grid” and “Snap to grid.” Set the Time Scale to timecode (clock icon) and the Resolution
to 1 frame. Then, click the timeline to hide the menu.

D001 2.mov

= AGIY_C034_ D229V 00 eY

The grid is now visible in the timeline with vertical gridlines for each frame in the

timecode ruler. Now you can move the clip in the Impact FX track to the new position
and use both the grid lines and video for alignment.

Select the A6 track and increase the vertical height until you can clearly see the
waveform in the timeline.

Moving and Trimming Clips to the Timeline Grid
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Drag the clip in the A6 track to the right so the waveform starts at the
playhead position.

2 '"1"'ui‘i‘4|'||r‘|‘-ip'“"'r‘j--{\‘-"n'r'*‘-‘.“1'--‘~'-'|'-“r‘-’--w" W T T
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Press Shift-Z to fit the timeline clips horizontally to the visible timeline area. Zoom
vertically until you see all the tracks.

NOTE Shift-Z is a toggle between “Zoom to fit timeline” and the previous
zoom level.

Play the timeline from the teal marker to the second yellow marker to hear how the
sound effect works in its new position. Press Option-L (macOS) or Alt-L (Windows) to
replay that section.

As promised, the effect works even better here and adds to the dramatic flash cuts
that happen next. Did you notice that the end of the sound effect is silent? For that
reason, you might think the effect is longer than it actually is. Let's take a moment to
trim the tail end of the sound effect.

To trim a timeline audio clip, you can drag an edge of the clip toward the right or left.
While trimming, you'll see a translucent waveform image of the entire audio file that
you can use as a guide as you trim.
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Zoom as needed for a clear view of the end of the clip. Drag the tail (right
edge) of the clip to the left until it reaches the end of the actual waveform.

SOFT-HIT.wav - L

SOFT-HIT.wav -R
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SOFT-HIT.wav - L

SOFT-HIT.wav -R

Let's remove the silence from the end of the stinger clip as well.
Trim the tail of the stinger clip in the A7 track.

The clients are happy, but, as clients will, they want just one more thing to enhance
the drama of Sarah’s reflection moment. They want you to create silent gaps in the
soundtrack to match the flash cuts on the video track. And, of course, your answer
is “Sure!”

NOTE If you didn't finish all the steps in this lesson, open the timeline 2 Trailer
FX and Music to catch up.

Moving and Trimming Clips to the Timeline Grid



44

To select and delete a specific range in the timeline, you'll use the Range mode Range
Selection tool. So far, you've been working in the default Pointer mode using the selection
(arrow) tool to select, move, and trim clips in the timeline. To switch to Range mode, press
the R key. (Incidentally, if you haven't guessed already, the shortcut for the arrow tool in
Pointer mode is A for arrow.)

In this exercise, you'll find the gaps in the video track and use the Range Selection tool
to select and delete those sections of audio in the timeline. Along the way, you'll use
additional techniques to zoom and navigate in the timeline along with the grid.

Press R, or in the toolbar, click the Range Mode button.

Zoom as needed until you can see all the clips and tracks, including the video tracks.
Move the playhead to the blue marker at 00:00:15:15.

Drag the horizontal zoom slider or press Command-= (equals sign) in macOS or Ctrl-=
(equals sign) in Windows to zoom in to the playhead until you can clearly see the gaps
in the video track. Drag the scroller at the bottom of the timeline as necessary to move
the gaps to the middle of the timeline.

Building a Soundtrack



Your goal is to use the Range Selection tool to drag a selection that is the same width
as each gap and includes the teal and blue clips on the A2 through A5 tracks. Luckily,
with the use of grid snapping and the 1-frame grid lines, this selection will practically
draw itself.

When dragging a specific range with the Range Selection tool, drag the
specific amount first—in this case, the gap—and then extend the range in
the other direction to include all the necessary clips. Once you drag a range,
you can use the nudge shortcuts , (comma) and . (period) with the Option-
Command modifier to move the range one frame at a time as needed.
Additionally, you can Shift-drag the edges of a range to trim.

Using the Range Selection tool, drag from left to right directly below the gap in the

video track, and then drag down until you include the clip in the A5 WIND track.

The green bar in the ruler above the timeline indicates the In and Out points of the
range. You can also see the range’s In and Out points in the timecode display. The
sections of the selected clips that are within the range brighten. You can now delete
that selected range.

Moving and Trimming Clips to the Timeline Grid
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Press Delete.

Repeat steps 5 and 6 to delete the sound effects beneath the other two gaps.

When you're finished, deselect the current range. Then, press A to return to the
standard selection mode.

Building a Soundtrack



Press Shift-Z to display all the clips horizontally in the timeline.

Play the timeline from the purple marker to hear how your edits work with the
other tracks.

Wow! The gaps in the sound effects tracks sound awesome. Now let's see what
happens when you add the stinger to the mix.

Unmute the A7 STING track and play the timeline from the beginning.

Overall, the soundtrack is really working. However, the stinger is fairly dominant and
possibly distracting before audio gaps and the soft-hit effect. Luckily, audio isn't an all-or-
nothing medium. You might decide to tame the stinger by lowering the volume level—a
lot. Then again, you might love the stinger and want to keep it as it is. Ultimately, you have
to trust your own ears and creative judgement.

Balancing Track Levels

One of the last steps in completing this soundtrack is to balance the multiple track levels.
You can adjust track levels quickly in the track header or in the mixer. In this exercise, you'll
first tackle the volume level of the A7 STING track using the volume level field in the track
header. Then, in the mixer, you'll adjust the other track levels.

In the A7 STING track header, locate the volume level field, which currently reads 0.0.

A7  STING

Like the clip level field in the Inspector, the volume level field in the track header
indicates the amount of change applied to the original default track level.

You could try to change the level now while the playhead is stopped. However, if a
track’s level is competing with other tracks, it's best to adjust the level while listening
to it in the context of the other tracks.

Move the playhead to the teal marker and start playback.

Balancing Track Levels
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As you listen to the stinger build along with the other tracks, drag downward on the A7
track volume field to lower the level until it balances with the other tracks. Repeat this
step until you are happy with the level. If you aren’t sure what level to use, try 5.0.

Close the viewer. Click the Mixer button to show the mixer.

Track name and
buttons

Track fader

Meters

At a glance, you can see that the Fairlight mixer is loaded with controls, especially at
the top where you'll find an Effects slot, EQ, Dynamics, and Pan controls. (You will be
working more extensively with each of these later in the book.)

For this lesson, let's focus on the track faders for balancing the volume levels of the
tracks. Notice that the fader in the A7 channel strip reflects the volume change that
you applied in the track header.

In the timeline, select the A1 DIALOGUE track header.

The A1 DIALOGUE channel strip in the mixer brightens (just like the corresponding
Al track in the timeline) to indicate it is selected.
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If you look at the track names in the mixer, you'll see that their capital letters make
them easy to read. This is why many audio professionals use all capital letters and
short names or initials in audio track names.

WAVES 1 WAVES 2 WATER WIND IMPACT FX STING MUSsIC Bus 1

0.0

You already balanced the levels of the clips in the A1 Dialogue track, so let's assume
those levels are good. Specific target levels and delivery requirements will come later.
For now, this is your opportunity to use the most powerful audio input and processing
tool known to man—your ears—to balance the levels to your own taste.

Start playback from the beginning, close your eyes, and just listen to the timeline until
the "Get with me” song starts.

Did any sounds seem out of place or too loud?

In the interface toolbar, click the Meters button to show the monitoring panel
and viewer.

Play the timeline again and watch the video while listening to the tracks.
Adjust the faders on the channel strips to suit yourself.
When you are finished, stop playback and hide the mixer.

In the Timeline View Options menu, hide the video tracks. In the Grid View Options,
turn off both of the Edit Grid icons to “Show grid” and “Snap to grid.”

Congratulations! The clients are almost happy. Yes, almost happy. Your clients have
another tiny request. They are wondering if you can add an echo to the second piano note
in the first clip on the MUSIC track so that it enhances the initial music cue. Sure!

DaVinci Resolve includes a full set of audio plug-ins called FairlightFX that can be added
to any clip or track. To become familiar with them, you'll add the Echo plug-in to the first
clip on the MUSIC track and adjust its parameters in the FX interface or in the Inspector.
Actually, the request is to add the Echo to only the second note of the clip.

Balancing Track Levels
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First, let's solo the A8 track and set In and Out points on either side of the first clip to make
playback of that timeline clip easier.

Solo the A8 MUSIC track.

Move the playhead to the beginning of the first clip and press I to set an In point. Move
the playhead to the end of the clip and press O to set an Out point.

.F- T — |

[ -

The portion of the timeline within the In and Out points highlights.

Zoom horizontally and vertically until you clearly see the waveform in the first music
clip in the A8 MUSIC track.

Press Option-/ (forward slash) on MacOS or Alt-/ on Windows to play the marked
section from the In point to the Out point. Listen to the two piano notes in the
marked clip.

Next, you'll use the Razor tool (scissors icon) to split the clip between piano notes.

In the timeline, select the clip containing the piano notes.

Building a Soundtrack



Using the clip’s waveform as a guide, move the playhead to the end of the first

piano note.

057461985-spacious-sa |-piano-grief-loss-.mp3 - L

F.»_..._________ o

057461985-spacious-sa |-piano-grief-loss-.mp3 - R

In the timeline toolbar, click the Razor tool icon (scissors) to split the selected clip at the
playhead position.

A e —

057461985-... 057461985-spacious-sad-piano-grief-loss-mp3 - L

P e e

057461985-... 057461985-spacious-sad-piano-grief-loss-.mp3 -R

There are now two clips at the beginning of the A8 MUSIC track. The first clip plays the
first piano note; the second clip plays the second note. You'll add the Echo plug-in to
the second clip.

Balancing Track Levels
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In the Interface toolbar, click the Effects Library button.

The Effects Library shows the FairlightFX at the top, followed by any VST effects or
Audio Unit effects installed on your system.

In the FairlightFX list, drag the Echo effect to the second clip in the A8 MUSIC track in
the timeline.

The Echo controls panel opens. Here you can adjust several FX controls. For this
exercise, let's play the clip with the default Echo settings and use one of the Echo
presets to change the parameters.

Press Option-/ (forward slash) in macOS or Alt-/ (forward slash) in Windows to play the
timeline from the In to the Out points.

You can really hear the Echo effect on the clip. Now let's apply one of the presets.

In the upper left of the Echo controls panel, click the Preset menu to see the available
presets. Choose Fast Ping Pong.

Echo - 057461985-spacious-sad-piano-grief-loss-.mp3

:
Stereo

Output

Filter Left Channel Right Channel Output

Feedback
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Play the clip and listen to it with the Fast Ping Pong preset applied.

As you can hear, the Fast Ping Pong preset has a subtler echo effect than the default
preset but adds some nice depth to the sound along with a fast-moving delay back and
forth (ping pong) between the left and right channels.

Close the Echo Controls panel.

If you need to see the controls again, you'll find them in the Inspector.

Once you close the Echo Controls panel, you can access the controls via the Inspector. Here
you'll find a parameter view of the same controls in the new Effects panel on the Inspector.

In the timeline, select the clip, if necessary. Show the Inspector, Effects panel.

& Inspector

Timeline - 057461985-spacious-sad-piano-grief-loss-.mp3

ot
px
Effects

Echo

Input Format
Low Cut @

High Cut
High Ratio
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Left Feedback Delay 3 199.90
Left Feedback
L->R Feedback
Right Delay Time
Right Feedback Delay
Right Feedback
R->L Feedback
Dry/Wet

Output Level

Parameter controls for the Echo effect appear at the bottom of the Inspector.
You'll also see a trash icon to delete the effect and a Custom button to show the
controls window.

Balancing Track Levels
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In the Echo controls in the Inspector, click the Custom button to open the Echo
controls window.

Feel free to experiment with the different Echo presets and plug-in controls. When you
are finished, close the Echo controls window.

Stop playback, if necessary.

Choose Mark > Clear In and Out or press Option-X (macOS) or Alt-X (Windows) to clear
the In and Out points.

Unsolo the A8 track. Hide the Effects Library and the Inspector.

Play the timeline and listen to the entire soundtrack.

Great job! You not only worked your way through most of the Fairlight interface, but you
also finished the trailer soundtrack and learned some real-world audio techniques.

More Drama Please!

As luck would have it, the clients were happy until they held a preview screening of the
trailer and the audience consensus was that they wanted to feel more inherent danger
during the action sequence. So, you'll need to apply your new skills to please the client and
save the soundtrack in this self-guided exercise.

Your goal is to really step up the element of danger in the action sequence by adding the
violent winds sound from a tornado effect. Fortunately, that effect is already in the media
pool. All you need to do is create a new track, find the sound effect, preview it, mark the
part you want to use, and add it to the timeline in the same position as the Wind clip.

Don't forget to name the new track and check the volume levels when you're done. If you
have any other creative impulses for improving the tracks or changing the mix, go for it
and have fun with it!

Lesson Review

In the default layout, which Fairlight panels display with the timeline? Choose all
that apply.

Mixer
Media pool
Index

Monitoring panel (meters)
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True or false? The viewer in the Fairlight page shows only the selected video tracks
in the edit page.

Where in the Fairlight page can you go to open an existing timeline? Choose all
that apply.

Metadata

Media pool

Timelines dropdown menu
Index

Timeline tab

How do you separate the viewer from the monitoring panel so that you can use it as
a floating window? Choose all that apply.

Double-click the viewer.

Option-click (macOS) or Alt-click (Windows) the viewer.

Command-click (macQOS) or Ctrl-click (Windows) the viewer.

Click the Expand button in the viewer.

Click the Viewer button below the transport controls.
True or false? When zooming horizontally in the timeline with the Zoom slider or
shortcuts, the selected clips (or track) are always centered in the timeline.

What happens when you drag a two-channel stereo clip from the media pool to the
empty space in the timeline below the existing tracks?

The clip splits into left and right channels and appears in two new mono tracks.
The clip appears in a new two-channel stereo track in the timeline.
Nothing happens because you can’t drag a clip to the empty space in the timeline

below the existing tracks.

Where can you change the volume level of individual timeline clips?
On the clip in the timeline
Mixer
Inspector
Preview player

Media pool
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aord
False
borc
d

False. Horizontal zooming centers on the playhead, while vertical zooming centers
the selected tracks.

b

a or c. You can change the volume level of individual timeline clips by using either
the gain line on the clip, or the Clip Volume slider in the Inspector.

Building a Soundtrack



Lesson 2

Recording

Voiceover and ADR

Audio post-production often requires
recording new audio files to fill out
the soundtrack. These tracks can
range from scratch voiceover (VO) to
automatic dialogue replacement (ADR)
to Foley sound effects or multitrack
music recordings. The number and
type of tracks that you record depend
entirely on your audio interface and
type of project.

You can easily record your own tracks
in DaVinci Resolve 18 in the Fairlight
page timeline. All you need to do

is set up a microphone, patch the
microphone input to a track, arm the
track, and start recording.

Time

This lesson takes approximately
40 minutes to complete.
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In this lesson, you'll set up and perform three types of audio recordings. First, you'll
manually record a simple voiceover track for the voice of an intelligent computer. Then,
you'll use the new ADR tools to set up and record automatic dialogue replacement in
the same scene. Finally, you'll patch and record Resolve’s built-in tone generator for
sound effects.

NOTE The exercises in this lesson build from the tools and skills that you learned
in the previous lesson. If you skipped ahead to this lesson, you might need to look
back at the previous lesson as a guide for skills already covered.

Setting Up Your Microphone

Before you can start recording, you first need to set up your microphone. If you don't
have a separate microphone, you can use a built-in microphone in your computer, if
available. When setting up new audio hardware with your system, it's a good idea to first
close DaVinci Resolve; otherwise, the newly attached hardware might not be recognized.
Once your audio interface and microphone have been connected and recognized by your
computer, they should also be available when you open Resolve.

MORE INFO For more specific information for compatible audio interfaces
including Fairlight, MIDI, and MADI interfaces, a Fairlight Accelerator card, or
additional monitors, please refer to the DaVinci Resolve 18 documentation.

Close DaVinci Resolve, if necessary.
Attach a microphone to your computer or audio interface.

In your computer’s preferences, configure your microphone (or the built-in mic) as the
audio input device.

Recording Voiceover and ADR



For this example, a Rode NT1-A microphone is connected to the computer via a
Scarlett Solo USB audio interface.

@ < i Sound Q

Sound Effects  Output  Input

Select a device for sound input:

Mame Type
Internal Microphone Built-in
Dolby Audio Bridge

| Scarlett SoloUSB . USB

Settings for the selected device:

The selected device has no input controls

inputleve: B G B B B 0 8

Output volume: o) Mute

Show Sound in menu bar

Once the microphone is set up, you can use it in Resolve. Next, you'll open the project that
you will use for the recording exercises.

Preparing the Project

In this exercise, you will restore the Hyperlight Audio Post project that contains the scenes,
timelines, and media that you'll need to complete Lessons 2 through 14. Then, in the media
pool, go to the Lesson Timelines bin to see the timeline organization for this project, and
open the first timeline.

Open DaVinci Resolve.
In the Project Manager, right-click and choose Restore Project Archive.

Select R18 Fairlight Audio Guide Media > R18 Fairlight Part 3 >
and click Open. Then double-click the project to open it.

The project opens in the Fairlight page with the 2 Recording VO Start timeline visible.

Preparing the Project
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This is a good time to reset the Ul layout and save a working copy of the project so that
you can keep the unaltered original project for later reference.

Choose Workspace > Reset UI Layout.
Choose File > Save Project As.

In the name field, type your initials after the project name.

Save Current Project As

Hyperlight Audio Post MP

Cancel

Click Save.

In the Timeline View Options menu, select the Video Tracks icon from the Track Display
options, if necessary, to show the video tracks in the timeline.

2 Recording VO Start 00:59:50:00 2 Recording VO Start

]
N
1 Track Display Options
L : ! ) V1 SOURCE S
Timeline View Options JEIE
A1 DIALOGL &
Navigati 0

5!
>

As you can see in the video track, this timeline comprises numerous video clips since
they were originally edited together for this scene.

Show the media pool. In the media pool bin list, select Lesson Timelines > Lesson 02.

If necessary, change the media pool to list view.

Lesson 02

Clip Name

&5 2c Ref Finished Scene

Recording Voiceover and ADR



Here you will see all the timelines for this lesson. Each lesson includes sequential
timelines starting with the lesson number. In this case, the first timeline is 2 Recording
VO Start, which should already be open. You'll work with this timeline shortly. For now,
let's open a different timeline that will serve as a reference for the finished scene.

Open the timeline 2¢ Ref Finished Scene.

For subsequent exercises, you'll simply be instructed to open a specific timeline.

NOTE You can also access any of the lesson timelines for this book in the
Timelines smart bin at the bottom of the media pool bins list, if “Smart bin for
timelines” is enabled in User Settings or in the Timeline dropdown menu. To
see all the timelines in the Timeline dropdown menu, open the UI Settings
panel of the User tab in the DaVinci Resolve Preferences and choose the
Alphabetic option from the Timeline Sort Order dropdown menu.

Now that you've restored and saved the project and opened the reference timeline, let's
take a few minutes to learn more about the voiceover part that you will record.

Previewing the Scene for Context

You are about to embark on a real-world audio post-production journey through several
scenes from the short film Hyperlight, directed by Nguyen-Anh Nguyen. Along the way,
you'll use professional tools and features in the Fairlight page to perform various audio
post jobs as you turn raw production sound into a fully mixed stereo and 5.1 surround
soundtrack.

Hyperlight is a futuristic science-fiction short film that takes place in space. Two main
characters, Emiliana and Philip, accidentally cross a space-time threshold during
hyperspace travel and end up encountering themselves. Only one version of each person
can survive.

The voiceover you will record is that of the ship’'s computer, ADA. Chances are, you've
seen a film or television show—such as 2007: A Space Odyssey or Star Trek—that features a
talking computer throughout the ship.

In this exercise, you'll experience your own time travel as you play through several versions
of this scene to hear the original production sound, a voiceover test, and the voice used in
the final mix.

Previewing the Scene for Context
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Let's start by streamlining the interface.

Hide the media pool and mixer, if necessary.

Move and resize the viewer to the empty space to the right of the timeline. Hide the
monitoring panel (meters).

This timeline includes an early version of the soundtrack from editorial along with the
final mix.

Track A1 contains the kind of sparse soundtrack that is provided by the Editing
department when a simple dialogue scene is picture locked. You'll work with these
tracks shortly.

Solo track A1 and play the scene from the beginning. During playback, pay close
attention to the sound of the computer’s voice.

Un-solo the A1 track and solo the A2 track.
The A2 track contains the professional stereo mix for this section of the scene.

Play the scene and listen to the fully developed soundtrack, including the computer'’s
voice. The computer dialogue is between the blue timeline markers, so feel free to just
play from marker to marker.

Wow, what a difference a professional sound designer, composer, and re-recording
mixer can make to the soundtrack! You probably noticed that the computer’s voice
sounds a lot like a smart phone's interactive voice assistant in the first example and
more emotive and human in the final mix.

Now, let's go back to an earlier version of this timeline and listen to the original
production dialogue recording with the scratch computer voiceover.

Recording Voiceover and ADR



Open the 2 Recording VO Start timeline. Hide the media pool.
Resize and move the viewer to the lower center of the timeline below the timeline clips.

Press Shift-Z to horizontally fit the timeline clips in the timeline.

R i e P e R e

The timeline includes five audio tracks. All the dialogue is in the A1 track. The computer
voice clips are colored lime green.

Tracks A2 and A3 contain alternate versions of the computer voiceover and are
currently muted.

Tracks A4 and A5 contain drone sound effects that are used to temporarily fill the gaps
between dialogue lines instead of using ambient sound and temp music.

NOTE Because this is a simple dialogue scene of two people talking in a room,
it doesn't require a lot of additional sound effects tracks to see if the edit and
performances are working. In many cases, the Editorial department can cut
and lock the picture with only one dialogue track and some temporary music
or ambient sound to fill the gaps. In this scene, the drone sound effects set
the mood well enough to pass it along to the Sound department for finishing.
Of course, you will transform the soundtrack in subsequent lessons. For now,
you'll focus on re-recording the computer voice.

Move the playhead to the blue marker at 1:00:15:15.

Play the first half of the scene from the blue marker and listen to the production
dialogue with the original scratch computer voice.

Previewing the Scene for Context
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Clearly, the voice recorded during production was meant as a placeholder to cue the
talent. Now that you've heard the original scratch version of the computer voice, let's
select and disable those clips.

In the previous lesson, you used the Mute and Solo buttons to control which tracks were
audible during playback. Sometimes, you might need to mute specific clips within a track.
In that case, instead of using the Mute button in the track header, you can disable the clip.
In Resolve, you can disable both video and audio clips with a single keystroke. To do so,
select one or more clips and press D (for disable). This keyboard shortcut works as a toggle
to disable or enable the selected clips. Let's try it out on the scratch computer voiceover
clips in the A1 track.

Move the playhead to the third lime-green clip in the A1 track.

Press Command-= (equals sign) in macOS or Ctrl-= (equals sign) in Windows to zoom in
horizontally to the timeline clips.

The timeline zooms horizontally with the playhead in the center of the timeline. The
first five-lime green clips should now be easier to see and select.

Select the first lime-green colored clip in the A1 track and press D.

The clip turns gray to indicate that it is disabled. Let's disable the rest of the
tracks at once.

Select the second lime-green clip, and then Command-click (macOS) or Ctrl-click
(Windows) the next three lime-green clips to select them all.

Press D to disable the selected clips.
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With these scratch production computer dialogue clips disabled, you can selectively
listen to some of the other computer voice options and even record your own.

NOTE You might need to press D twice to disable newly selected clips.

DaVinci Resolve 18 includes several playback features that you can use to simplify your
timeline playback. In this exercise, you'll use the Stop and Go To Last Position feature to
play back a specific part of the timeline based on the starting playback position. You can
enable this feature in the Playback menu or from the transport controls.

Move the playhead to 01:00:22:00, which is right before Philip says, “ADA,” for the
first time.

In the transport controls, right-click the Stop button and choose Stop and Go To
Last Position.

[.‘ Stop and Go To Last Position
s

Unmute the A2 track and start playback. Stop playback by pressing the Spacebar
just after ADA says, “Yes."

When you stop playback, the playhead returns to the starting position (01:00:22:00).

What did you think of the computer voice this time? This version of the voice was
created by an actual computer reading the script lines. Now listen to the A3 track to
hear the final version of the voiceover. Of course, this final version includes some
reverb and other processing effects to make it sound more like a computer voice. You'll
work more with those effects in a later lesson.

Previewing the Scene for Context
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Mute track A2 and unmute track A3. Play the first few lines of dialogue again to hear
the final computer voice in context. When you're finished, stop playback.

Mute track A3.

This time, the computer voice was obviously recorded by a human with more subtle
inflection and intuitive responses. Now that you're familiar with the computer voiceover
part, you're ready to set up your timeline for recording.

Choosing a Location for
New Audio Recordings

When you record audio files in the Fairlight page, you simultaneously create new clips

in the timeline and media pool, as well as storing new media on your hard disk. Files are
stored in the Capture location on your system, while the corresponding clips will appear
in the selected bin in the media pool. In this exercise, you'll create a new bin for the
recorded clips and locate where the new files will be stored on your storage disk.

Show the media pool.

In the Master bin list, right-click the Master bin and choose New Bin.

1 Master

v Master Clip Name

Mew Bin

NS

The new bin appears in the bin list with the name field selected, ready for you to type
in a new name.

In the new bin’s name field, type Recordings and press Return/Enter.

]

v Master Clip Name

Recordings|

xS
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You've created a bin for the recorded clips in your project, and now you'll choose

a location to store the new files. For this project, you can use the default capture
settings; however, it's a good idea to know where the default capture location is and
how to change it. You can specify the location of your recorded audio files in the
Capture and Playback panel of the Project Settings.

Choose File > Project Settings or press Shift-9 to open the Project Settings window.

In the Project Settings sidebar, click Capture and Playback to show the Capture
and Playback panel.

Project Settings: Hyperlight Audio Post MP

At the top of the Capture settings, ensure that the Capture dropdown menu is set for
"Video and audio.” If necessary, change the Capture dropdown menu from Video to
Video and audio.

Below the Capture dropdown menu, find the “Save clips to” field.

This location is where newly recorded files will be stored. The default capture location
is the Users Movies > Capture folder. For the purposes of this project, though, you can
keep the current settings.

If you want to save the recording to a different location, click Browse and choose that
new location now. Keep in mind that the new location will apply to all newly captured
video and audio media.

It's always a good idea to check the capture location before recording
audio or capturing video files. Also, if you share a workstation and change the
capture location, be sure to either change it back or coordinate with the other
users so that you can all keep track of your media as you go.

Choosing a Location for New Audio Recordings
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Before closing the Project Settings window, let's take a quick look at the Fairlight settings
where you can set the Audio Metering to “Pre fader metering on tracks"” for recording.

In the Project Settings sidebar, click Fairlight to see the Fairlight settings.

In the Audio Metering settings, click the “Pre fader metering on tracks” option to select
it, if necessary.

Audio Metering

Fairlight

The “Pre fader metering on tracks” option controls whether the position of the faders
affects the meters in the mixer. By default, the “Pre fader metering on tracks” option

is unchecked so the meters display the level of each clip’s signal after whatever fader
adjustments have taken place. This is often referred to as post-fader metering because
the meters in the mixer show the post-fader results of all signal processing and level
changes applied to the clips and track. In this mode, whatever change you apply to a
fader is reflected in the meters. Selecting the “Pre fader metering on tracks” option, on
the other hand, shows the actual levels of each clip in the track, regardless of the fader
position. This includes the track source signal if you're recording or routing signal from
another track or bus. This is an important distinction because when you are recording,
you usually want to see the levels coming in from your source. Otherwise, a signal could
be too hot (loud), and you might not realize it because the faders have been lowered.

Click Save to save and close the Project Settings window.

Next, you'll locate the text script for the scratch voiceover recording.

What Is a “Scratch” Voiceover?

A “scratch” voiceover is a temporary recording used as a placeholder for editing, timing,
and early approval processes prior to recording (and paying) the voice artist to perform
the final voiceover. Usually, the voiceover script will change several times during post-
production while the edit and soundtrack are refined. In audio post-production, scratch
voiceovers are often recorded for public address announcements, movie trailer voiceovers,
and dialogue involving phone conversations.
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Creating a New Timeline
for Recording

When manually recording in the Fairlight page, you have the option to record directly to
a track in the current timeline or create a new timeline specifically for recording. Having
the flexibility of multiple timelines in the same project is an advantage of working with
DaVinci Resolve. Throughout this book, you'll see examples of using separate timelines
within a project for saving versions, experimenting with sound design, creating original
sound effects, and more. In this case, recording to a new timeline lets you record and
edit as many takes as necessary and bring the resulting compilation back into the master
timeline when it's done. Another reason for using a separate recording timeline is that it
allows other collaborators in the same project to continue working on dialogue editing
and assembly, while the voiceover is recorded in another room, building, or even another
country via a DaVinci Resolve cloud library and shared multi-user project. You'll learn more
about collaborative audio workflows in later lessons.

There are many options for creating a new timeline, including using the File menu, right-
click contextual menu, and keyboard shortcut. In this exercise, you'll use the right-click
option to create the timeline. First, let’s go to the media pool to locate the text clip that will
serve as the voiceover script, and then create a new timeline for recording.

In the media pool bin list, click the disclosure arrow to the left of the Hyperlight Audio
Post bin, if necessary, to see its contents, including the Title for Prompt bin.

Title for Pr...

01:00:22:00

Title for Prompt [ Vi SOURCE

Al DIALOGUE

Select the Title for Prompt bin.

Creating a New Timeline for Recording
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Choose Show All Clips in the media pool options menu (...), if necessary, to see the Title
clip in the media pool library.

Title for Prompt

Clip Name ET v Show All Clips

i

Title for Prompt

Click Title for Prompt in the list and right-click the title clip ADA VO Script and choose >
Create New Timeline Using Selected Clips from the contextual menu.

Title for Prompt
Clip Name
T ADAVO Script

[» Create New Timeline Using Selected Clips...

Title for Prompt

In the Create New Timeline dialog, do the following:

— Type ADA Scratch VO as the Timeline Name.
— Set the No. of Audio Tracks to 1.

— Set the Audio Track Type to “Based on selected media.”

Create New Timeline

Start Timecode  01:00:00:00
Timeline Name | ADA Scratch VO
No. of Video Tracks 1
Use Fairlight Preset
No. of Audio Tracks 1
Audio Trac e  Based on ed media

¥ Use Selected Mark In/Out

¥ Use Project Settings
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Click Create.

The new ADA Scratch VO timeline opens with three tracks showing, including the Text
clipin the V1 track, an empty A1 stereo track, and a B1 stereo bus track.

You can change the track type for new timelines in the Editing panel of the
User Preferences. The default track type for new timelines is stereo.

To simplify the timeline for recording, let's turn off the automation controls to hide the
bus track.

Click the Toggle Automation button, to the right of the transport controls, to turn off
automation and hide bus tracks in the timeline.

S

Toggle Automation

Al is now the only audio track showing in the timeline. Before you can record to a
track, you must first set the input. This is referred to as patching a track.

Creating a New Timeline for Recording

71



72

Patching a Track for Recording

To patch a track’s input, you can choose Fairlight > Patch Input/Output or click the Input
settings in the mixer. Let's use the latter method for this recording. First, it's a good idea to
consider whether you want to record in stereo or mono. Stereo files consist of two audio
channels, left and right, while mono tracks have only one channel of audio. In most cases,
the preferred track format for dialogue recordings is mono, especially when you're working
with voiceover or narration.

For this exercise, you'll change the A1 track format from Stereo to Mono. Then, you'll use
the Input settings in the mixer to patch the microphone to the mono track. To see the
current number of channels in a track, you might need to increase the track height.

Drag the bottom of the A1 track header downward to increase the height of the track
until you see the text No Clip in the lower left and the 2.0 channel indicator in the
upper right.

I Vi Video 1

Al Audio 1

The 2.0 channel indicator on the A1 track header shows that the empty track is stereo
with two channels, left and right. You can change a track’s channel format at any time
via the right-click contextual menu.

Right-click the A1 track header area and choose Change Track Type To > Mono.

I \al Video 1

Change Track Type To Mono [
3
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Now, the A1 track header’s channel indicator shows 1.0, which means it is a single-
channel mono track.

I V1 Video 1

NOTE You'll work more with channel mapping for clips and tracks in Lesson 4,
“Preparing Multichannel Clips for Dialogue Editing.”

Name the A1 track Scratch VO.

Audio 1

XS

Show the mixer.

Input settings are displayed at the top of each channel strip just below the track
number assignment. Tracks without an assigned input will display No Input.

At the top of the A1 channel strip, in the Input pop-up menu, choose Input.

The Patch Input/Output window opens. This window displays the source inputs to the
left and the destination tracks to the right.

Patching a Track for Recording
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Select the first channel for your microphone as the source and select the Scratch VO
track as the destination.

Patch Input/Output

Destination

=]

NOTE If you were recording with a stereo microphone or recording multiple
microphone sources to multiple tracks, you would patch each track’s audio
input channels accordingly.

Click Patch to set your input patch.

Patch Input/Qutput

Source Destination

The Patch Input/Output window and the A1 channel strip in the mixer update to show
that the microphone channel you selected is patched to the A1 track.

Close the Patch Input/Output window.

Your track is created and patched, so now you can arm it for recording. The Arm
button, labeled “R” for Arm for Record, is available in both the track header and the
track’s channel strip in the mixer.

In the A1 track header, click the Arm button (R).

Vi Video 1
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The Arm buttons in both the track header and channel strip turn red to indicate that
the track is armed for recording.

NOTE If your hardware supports multitrack recording, you can patch and arm
multiple tracks accordingly.

Now that the track is patched and armed, it's a good idea to take a moment to check
your monitoring style.

DaVinci Resolve 18 offers a variety of user-defined input monitoring styles with which you
can hear the microphone signal before, during, and after you record. In the Fairlight menu,
you have five Input Monitor Style options from which to choose, including Input, Auto,
Record, Mute, and Repro.

Playback Fusion Color Fairlight Workspace Help

Bus Format...

Bus Assign...

01:00:05:00 |G,
Link Group...

VCA Assign...

Patch Input/Output...

Test Tones Settings...
Remote Control Settings...

Meonitoring

Immersive Audio

Automation

The Input style lets you hear only the live signal on input, whereas the Record style limits
you to monitoring the input signal to active recording when the Record button is on. The
Repro style monitors only the audio already recorded to the track; instead of hearing the
live input, you can review what was just recorded during recording.

As you might have guessed, when you choose the Mute style, you'll hear nothing. If you
think you'd never need to use the Mute style, imagine trying to record a scratch voiceover
in the same room as the speakers/monitors but without using headphones.

Fortunately, the default input monitoring style, Auto, is perfect for this recording exercise
because it lets you hear the live input signal from armed tracks during recording, as well
as the contents of each track during playback.

In the Fairlight menu, choose Input Monitor Style > Auto.

Patching a Track for Recording
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Speak into the microphone. You should be able to hear the input signal through your
headphones and/or speakers.

If the microphone and monitoring speakers are in the same room, you'll
need to use headphones to monitor your input during recording. If you don't
have headphones available, you can mute playback during recording or use the
Mute input monitoring style.

Finally, if you're using an external microphone and audio input/output interface, you
might need to increase the microphone input level. You can do so in the Path Settings
window in the Input pop-up menu.

In the mixer, in the A1 channel strip’s Input pop-up menu, choose Path Settings.

Path Settings...
)

The Path Settings window opens with standard controls for adjusting the input level
of audio signals for each track. Here, you can use the Mic/Instr control to adjust the
Mic/Instrument level for the source patched to the A1 track.

NOTE If you're using an audio interface to connect your microphone, you
might not see the Mic/Inst controls in the Path Settings window. In that
case, use the controls on your audio interface to adjust input levels and
phantom power.

If your microphone input level is low and you're using an external microphone and
audio interface, you can increase the Record Level.

Path Settings - Scratch VO
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When you're finished, press Esc (Escape) to close the Path Settings window.

Hide the mixer.

MORE INFO You can find detailed information about all the Input Monitoring
styles and Path Settings controls in the DaVinci Resolve 18 Reference Manual,
available in the Help menu.

Move the playhead over the beginning of the text clip in the V1 Video 1 track so you
can read the text in the viewer.

You are ready to record.

Recording in the Timeline

You have completed all the necessary steps to prepare your project for recording.
Remember, you're creating a scratch voiceover track, so don't worry about the quality
of your microphone or background noise. Before you start recording, it's a good idea to
practice your lines and double-check that the Recordings bin is still selected.

If necessary, in the media pool, select the Recordings bin to designate it as the storage
location for your new recordings.

For the purposes of this voiceover recording session, you'll need to read through the
lines sequentially, one after another. You'll separate the different lines and move them
into position in the next lesson. Keep in mind that the final voiceover line comes at the
end of the scene.

01:00:00:00

Viewer

ADA Computer VO:

Emiliana Newton
Yes
Phillip Maeda (factual)
Phillip Maeda (more resigned)

| cannot explain this discrepancy

Recording in the Timeline
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Practice reading your voiceover lines.

You can edit the text clip right in the Fairlight page Inspector. Just select
the clip in the timeline and use the Title controls in the Video panel.

Make sure that the A1 track’s Arm button is on (red).
Recording starts at the playhead position on the armed track.
Move the playhead to the beginning of the timeline.

You'll find the Record button in the transport controls at the top of the screen.
When the playhead starts moving and drawing a red region within the armed track,
you are recording.

01:00:11:02

ADA Computer VO:

Emiliana Newton

Phillip Maeda (factual)
Phillip Maeda (more resigned)
| cannot explain this di

Earth Date is March 22, 2
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In the transport controls, click the Record button. Read the script into the microphone.
When you're finished, press the Spacebar to stop recording.

00:00:00:00 01:00:20:21

P b 10 Ak feimnr (ptdeeere

Sernoh Y0001 s

ADA Computer VO:

Emiliana Newton

| cannot ex

Earth D

You can assign a keyboard shortcut for the Record button in the Keyboard
Customization window.

The new audio clip appears in the A1 Scratch VO track and in the Recordings bin as
a .wav file. Notice that the clip name starts with the track name Scratch VO followed
by the take number 001. Also, the playhead automatically returns to the starting
position because you have the Stop and Go To Last Position option selected in the
transport controls.

Play the clip to hear your recorded take.

Don't worry if your recording was rough. The purpose of this lesson is to give you the
skills to record audio in the Fairlight page, not perfect your talent as a voiceover artist.
That being said, if you work in corporate or commercial video, you know that recording
scratch (rough) voiceover and narration tracks is all part of the job.

Let's record another take over the first one. Doing so will not overwrite the first
recording; instead, the new take will be saved as a separate layer in the same track.
To keep track of your takes, let's color code them as you go.

Recording in the Timeline
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Right-click the first take in the A1 track and choose Clip Color > Yellow.

.
[T A CRR TR T Y s

Viewer

nputer VO:
Newton

Record another take. When you're finished, stop playback, and change the color of the
second take to orange. Listen to the second recorded take.

If your second take is shorter than the first, you'll see where the second recording
overlaps the first take in the track.

e T T R T 1

Scratch VO_002.wav

Now that you've recorded several full takes, you can try recording a partial take of just
the fifth phrase, “I cannot explain this discrepancy.”

In the Playback menu, choose Stop and Go To Last Position to turn off the
playback mode.

Press the JKL keys, using the waveform as a guide, to move the playhead to the
beginning of the fifth phrase.

S Vot }'W

Scratch VO_002.wav

This time, when you record the third take, vary the line slightly so the computer says
“can't” instead of “cannot.”
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11 Click the Record button and record the entire sentence, “I can't explain this
discrepancy.” Click the Stop button or press the Spacebar to stop recording.

Scratch VO...

Scratch VO...

12 Change the partial take color to apricot.
12 Disarm the A1 track. Notice that the Al track header shows that it contains three clips.

[Teat

| ST

14 Save your project.

Now that you've recorded several takes in the same track, let’s show the audio track
layers so you can see all your takes at once.

NOTE If you want to assign different names to recordings, other than the track
name, you can right-click the track header and choose Set Track Record Name.

Showing Audio Track Layers

Track layers are a powerful way to record and edit multiple clips in a single track. The most
important thing to remember when working with track layers is that you hear only the
uppermost clip at any given time.

Recording in the Timeline

81



You'll work more extensively with audio track layers in the next lesson. For now, let's show
the track layers so you can see your separate recorded takes.

NOTE If you didn't record any takes, feel free to open the 2a Recording VO
Finished timeline and follow along.

Hide the media pool and Index. Move the viewer lower in the timeline, if needed, for
more room to see the A1 track.

Choose View > Show Audio Track Layers.

Vide

Scratch VO

Scratch VO_002.wav

Each clip has its own layer, and an empty, clip-sized space appears in the track above
the clips. The height of each clip and layer is based on the track height and the number
of clips in the track.

When starting playback, only the uppermost clip exposed to the playhead is played.
Play the A1 track and listen to the stacked takes.

At the moment, you hear only take 2 (orange) and take 3 (apricot).

Choose View > Show Audio Track Layers to deselect that option.

You have successfully set up, patched, armed, and recorded a scratch voiceover
track in the Fairlight timeline. In the next lesson, you'll further explore the power
of the audio track layers to select, play, and edit takes, as well as create crossfades
within a track.

NOTE If you're using a Fairlight Desktop Console, Fairlight Desktop Audio
Editor, or Fairlight Audio Editor panel in a Fairlight console, you'll have
additional options for manually recording in the timeline. These options include
Record Here, Record Range, Record Clip, Record Again, Punch In Again, and
Record Head.
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What Is ADR?

If a dialogue recording can't be used because it is damaged, noisy, or unclear, it must

be replaced with audio from other takes or be re-recorded. The process of re-recording
production dialogue is called automated dialogue replacement (ADR), or looping. ADR
sessions usually require the original actor to re-record the dialogue to improve the sound
quality or reflect script changes. ADR sessions are also commonly used for dubbing films
in other languages, recording dialogue for animated films, and performing Foley sound
effects. The term Jooping refers to the mechanics of recording dialogue replacement that
involves playing, rehearsing, and recording the same dialogue cue over and over again.

NOTE Although most of the lessons in this book follow a real-world workflow,

the following set of ADR exercises is slightly out of order. Dialogue replacement
usually happens at the end of the dialogue editing process, which you'll encounter
in Lesson 5. However, because this lesson is dedicated to recording, it makes sense
to demonstrate recording dialogue replacement in this context.

Setting Up an ADR Session

DaVinci Resolve 18 includes a full ADR toolset in the Fairlight page. In this exercise,
you'll open a new timeline for ADR recording and use the ADR Setup panel to customize
your session.

Open the 2b ADR Session Start timeline.

01:00:39:04 2b ADR Session Start

Y

This is a longer version of the scene you worked with in the previous lesson. As you
can see, each character’s dialogue clips have been separated to different tracks.
This is part of the dialogue editing process. Also, the AT ADR track was created for
the replacement dialogue recordings.

Setting Up an ADR Session
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Play the scene once to familiarize yourself with the content and how it has evolved.
When you're finished, stop playback, and move the playhead to the beginning of
the timeline.

Now that you've listened to the scene, let's locate the dialogue lines that you will
replace. They are identified with markers.

Press Shift-Down Arrow to move the playhead to the first pink marker. Then, zoom in
horizontally so the pairs of pink and yellow timeline markers are near the center of the
ruler and the clips in that section are easy to see.

In a few minutes, you will record replacement dialogue for either Emiliana’s line,
“Identify the person on the medlab,” or Philip’s line, “ADA, how is that possible?” Let's
play them once and then go to the ADR tools to set up your recording session.

Play the timeline from the first pink marker to the last yellow marker.
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In the interface toolbar, click the ADR button to show the ADR tools. Click the Setup tab
at the top of the ADR tools to show the ADR Setup panel.

Record and Playback Setup

Character Setup

Beep to In Point
Beep at In Point
CountIn
Video Streamer

On Screen Cue Text Style

® Smart Timeline

®  Mixing Control

The ADR Setup panel is self-explanatory, so let's just walk through the setup for this
session, starting at the top with the Record and Playback Setup controls.

The Pre Roll and Post Roll controls let you determine how much time you have before
and after a cue is recorded. Think of pre roll as allowing time for a count-in before
recording begins.

Setting Up an ADR Session
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Set the Pre Roll to 6 Seconds, and the Post Roll to 2 Seconds.

Notice that the Record Source menu is empty. To choose a source, you first need to
choose the Record Track.

Choose Record Track > ADR. Then, in the Record Source dropdown menu, choose
your microphone.

The Guide Track is the track with the original dialogue that you will listen to as you
record the replacement. The A1 ADR track is automatically enabled for recording as
indicated by the red (R) Record Enable button.

NOTE Now that the AT ADR track is armed, you might need to mute the track
to prevent feedback until you're ready to record.

Choose Guide Track > EMILIANA.
In the Record File Name field, type ADR Scene 7.

Record and Playback Setup

Video 2
SOURCE

ADR

ADR Scene 7 A2 EMILIANA
Next, let's move down to the Character Setup area in the center of the ADR Setup

panel and add a new character.

Click the Add New button. In the selected character Name field, type PHILIP. When
you're finished, press Return/Enter.

Character Setup

( Add New )
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When working with professional talent in an ADR session, you'll find that actors each
have unique personal preferences for working with cues. Some like to hear a series

of beeps before they speak. Some prefer a visual count-in or a colorful streamer that
moves across the onscreen text cue during recording, and no beeps, whereas others
want absolutely no visuals and only a single beep right before they speak. Fortunately,
the Fairlight ADR Setup panel includes a variety of audio and visual cues that you

can mix and match to suit your sessions and your talent. In addition to switching the
different audio and visual cues on or off, you can also double-click the setting name to
reveal the full controls for that element.

Click the switch to the left of the following controls to turn them on: Beep to In Point,
Beep at In Point, Count In, Video Streamer, and Smart Timeline, as shown.

Beep to In Point

Beep at In Point

Count In
Video Streamer

On Screen Cue Text Style
Smart Timeline

®  Mixing Control

Double-click setting titles for the Beep to In Point and Beep at In Point settings to show
the controls for those settings.

Beep to In Point

1000

Beep at In Point

40

2000

These Beep settings offer two types of audio cues to help the talent prepare to record
their replacement dialogue lines. If you look closely at the settings for each, you'll see
that the Beep to In Point is set to emit a 15 dB, 1000 Hz beep three times before the In
Point for the recorded ADR Cue, while the Beep at In Point will emit a single 2000 Hz
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beep at -12 dB at the In Point where the recording begins. The slight difference in
frequency and volume level between the two types of beeps gives the actor an easy-
to-follow “one, two, three, go!” during rehearsal and recording.

To utilize the Beep audible cues, you first need to create a track and assign the input
to the Beeps in the built-in Oscillator available via the Test Tones Settings in the
Patch Input/Output window and Fairlight menu. You'll work more with the Test Tones
Settings later in this lesson. For this exercise, the Test Tones Settings Beeps have
already been assigned to the A9 ADR BEEP track in the timeline.

Double-click the Count-In header to reveal the Count-In settings. Then, change the
Count From field to 5. Leave the "to” field set to O (zero).

Count In

Double-click the On Screen Cue Text Style header to reveal the settings.

Here you can change the Font, Size, and other style elements for the onscreen
text cues.

To see a live text preview while you adjust the text controls, you can enable the Preview
button. Let's try it.

Click the Preview button in the lower-left corner of the On Screen Text Style controls to
enable preview.

Type This is a live text preview in the Text Sample field.
The sample text appears in the viewer.

Change the Font to Arial Black and the Size to 50.

This is-@Tivetextpreview

Feel free to experiment with other text style changes. When you're finished, reset the
Size to 50 if necessary and turn off the Preview button.
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Option-double-click any of the setup headers to hide all the opened Setup
settings panels.

The ADR session is set up. Next, you'll set up the cues in the List panel.

NOTE You can go back to the ADR Setup panel at any time to modify your
settings while you work.

You can import an entire ADR cue list or manually create new cues as you go. Each cue
has a unique Cue ID number that can be changed anytime as needed. Cue ID numbers
offer greater flexibility for importing and merging cue lists in collaborative workflows. In
this exercise, you'll create two new cues right in the timeline. To manually create cues, you
simply mark an In point and Out point for the cue in the timeline and click the New Cue

button in the ADR List panel. You can also add the text and character to the cue. Let's try it.

Click the List tab to show the ADR List panel.

Move the playhead to the first pink marker. Press [ to set an In point.

Press Shift-Down Arrow to move the playhead to the second pink marker. Press O to
set an Out point.

Setting Up an ADR Session
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In the ADR list panel, click New Cue.

Cue 1 appears in the list. When a cue is selected in this list, you can modify its information
in the cue editing controls above the list. Let's set the character for the selected cue.

Select the cue in the list, if necessary. Then, in the cue editing controls, in the
Character dropdown menu, choose EMILIANA.

(" NewCue )

EMILIANA 01:00:37:13 00:00:01:19
01:00:39:08

The only element missing now is the dialogue.
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In the dialogue field above the cue list, type Identify the person on the medlab.

EMILIANA Identify the person on the medlab 01:00:37:13 00:00:01:19
01:00:39:08

The text appears in the dialogue field in the cue list as you type. Now that you have
created one cue, you're ready to create the next one.

In the timeline, use the yellow markers as a guide to mark the In and Out points for the
second cue. You do not need to clear the current In and Out points before marking
new ones.

Click New Cue to create Cue 2. Change the character to Philip. Finally, type the dialogue,
ADA, how is that possible?

01:00:43:02

EMILIANA

PHILIP

PHILIP ADA, how is that possible? L 02 00:00:01:06

ROOM

Setting Up an ADR Session
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As with all recordings, you also need to select a bin for them in the media pool;
otherwise, they will appear only in the Master bin.

Show the media pool and select the Recordings bin. Then, reopen the ADR panel.

Choose Mark > Clear In and Out or press Option-X (macOS) or Alt-X (Windows) to clear
the In and Out points.

Your ADR session is ready for recording.

Recording ADR Cues in the Timeline

Once you've set up your ADR session, you can simply go to the ADR Record panel to record.
However, your talent will probably need to rehearse a few times before recording. In that
case, you'll use the Rehearse button located to the far left of the Record panel controls. In
this exercise, you will open the ADR Record panel and select a cue to record. Then, after
rehearsing the cue, you'll record three takes.

Click the Record tab to go to the ADR Record panel.

In the Record panel cue list, select one of the two cues to record.
Notice that the playhead moves to the In point of the selected cue.

On the A1 ADR track, if necessary, click the Arm button to enable the track for
recording. Unmute the track if you muted it earlier.
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Zoom in to the cue in the timeline, as necessary, and resize the viewer so you can
clearly see the talent speaking onscreen. As you resize the viewer, keep in mind that
the only tracks you need to see during recording are A1, A2, and A3.

In the Record panel, click the Rehearse button.

You will hear the audible cues in your headphones and see the visual cues in the
viewer during the rehearsal.

Tdentify the'person onthe med|abus

Chances are that your first rehearsal was a little rough. No worries, you can rehearse
again. Just remember, when recording replacement dialogue in sync with the picture,
you will need patience and many takes to get it right.

Rehearse the cue again, or as many times as you need. Don't worry about getting it
perfect. When you're ready to record, move on to the next step.

Click the Record button and record the cue.

A newly recorded region, which is the exact length as your cued In and Out points,
appears in the A1 ADR track.

In the Record panel, click the Play button to audition the recorded cue.

Rate your performance by clicking the stars to the right of the take in the list.

Recording ADR Cues in the Timeline
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Repeat step 7 so that you have at least three takes.

The takes are recorded in different layers in the same track and listed in the Record
panel. You can play back any of the takes by selecting the take in the list and clicking
the Play button on the ADR Record panel.

NOTE The take list will remain active during the current recording session.
Once you close the project, the take list will clear automatically. However, all the
takes will remain in the timeline.

AQ03_01020010_CO05.mov

S TE g e

ADR Scene 7_004.wav
EMILIANA : S TR S S
5 Y " WU " g

A003_01020010_€005.mov_1

NOTE If you look carefully at the names of the recordings in the list, you'll see
that they include ADR Scene 7 (the Record File Name that you typed earlier in
the ADR Setup panel) and the take number.

To see the clips for all the takes in your timeline, you need to show the audio
track layers.

Choose View > Show Audio Track Layers. Adjust the track zoom as necessary to clearly
see the multiple takes in the A1 track.
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All'your ADR takes are in the timeline and ready to use in your soundtrack. This
exercise was just an opportunity to see your takes in the track. You'll work more with
audio track layers in the next lesson.

Hide the audio track layers.

When you're finished, select the box in the far-right column to mark the cue as done.
Then, deselect the Arm button on the A1 track.

EMILIANA Identify the person on the medlab 01:00:37:13 00:00:01:19

01:00:39:08

NOTE If you enjoyed recording ADR and want another go at it, feel free to
practice by recording the other cue or additional takes.

Importing an ADR Cue List

DaVinci Resolve 18.1 includes improvements for importing ADR cue lists. Not only can you
create your own cues in the timeline, but you can also import a comma separated values
(CSV) file containing an ADR cue list and either merge or clear the current list during
import. In this exercise, you'llimport a CSV file with the dialogue cues for the entire scene
and use the new merge feature to combine the incoming list with the existing cues.

Hide the viewer.
Click the List tab to go to the ADR List panel.

You'll find the options to import and export cue lists in the ADR panel Options menu
(three dots) located in the upper-right corner of the ADR panel.

Importing an ADR Cue List
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In the ADR panel Options menu, choose Import Cue List. Navigate to R18 Fairlight
Part 2 > Fairlight additional media > and click Open.

01:00:37:13

. Import Cue List...

H

v [7 R18 Fairlight Part 2 B .

A
iii
<

3

Mame

. Hyperlight Scene 7 ADR cues.csv
» B Fairlight additional media

New Folder Cancel m

The .csv list opens into the ADR Setup window. Here, you can verify that the columns
are in the correct order for ADR recording: Cue ID, In Point, Out Point, Character,
Dialog, and Done.

Hyperlight Scene 7 ADR cues.csv
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Notice that cues 9 and 11 are the same as the cues you have already created. You
could clear all existing cues or update the Cue ID on the existing cues to match the
incoming list to preserve them without duplicating them.

Click Clear or press Esc to close the ADR Setup panel without importing the list.
In the ADR List panel, select Cue 1 and change the Cue ID to 9.

Select cue 2 and change the Cue ID to 11.

PHILIP ADA, how is that possible? :00:43:02 00:00:01:06

XS

Now that the cue ID's match the incoming list, you can merge the cues.

In the ADR panel Options menu, choose Import Cue List. Navigate to R18 Fairlight
Part 2 > Fairlight additional media >

NOTE If the column contents do not match the column header in the ADR
Setup dialog, you can use the menu at the top of the column to choose the
correct header. There are also new columns for Cue ID, Done, and Ignore.
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Click Merge Import.

L Merge Import \‘

The ADR cue list is populated with a full set of ADR cues for the entire scene. You can
create, edit, and export CSV files in most spreadsheet programs.

Chances are, you will be recording your cues one character at a time, based on the
availability of the talent. To simplify the sessions, you can use the Cue Sort menu at the top
of the ADR panel to choose which cues show in the list. In this exercise, you'll use the Cue
Sort menu to streamline the list so that it shows only Philip’s cues.

In the upper-right corner of the ADR panel, click the Cue Sort menu icon to show the
dropdown menu.

& ADR

=L n1:00:37:13

Here you will see the option to Show All Characters, a list of characters, and the option
to Hide Cues Marked as Done.

Recording Voiceover and ADR



In the Cue Sort menu, click ADA to deselect her cues and hide them from the list.

In the Cue Sort menu, click EMILIANA to deselect her cues and hide them from the list.

N1:00:37:13

EMILIANA [

SOURCE
ADR

EMILIANA

PHILIP

ADA VO

SOURCE FX

ROOM

The list has narrowed to show only Philip’s cues in the list. You can use the Cue Sort
menu to show or hide cues anytime.
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You never know when you might need to record some ADR for your own projects. As you
have just seen, DaVinci Resolve 18 makes this process easy to set up and use at any time.
ADR recording techniques also work great for recording Foley sound effects to match
onscreen action.

Now that you have first-hand experience with the DaVinci Resolve ADR tools, you probably
recognize the value of the beeps for cueing talent during a session. For the purposes of this
lesson, the beep track was set up for you. However, in the real world, on your own projects,
you'll need to be able to set up your own beep track. Luckily, this is an easy process, which
can be saved as a preset that you can use on future ADR projects on the same system. In
this exercise, you'll find the A9 ADR Beep track in the mixer, and then show the Input and
Path Settings to see how to patch the built-in system generator for ADR beeps.

Select the A9 ADR BEEP track.
Show the mixer.

At the top of the A9 channel strip in the mixer, you can see that the Input is Beeps.

The Beeps input source comes from the built-in System Generator. You'll patch and
record sounds from the System Generator in the next exercise.

Click the A9 Input pop-up and choose > Path Settings.

Path Settings... [}
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The Path Settings window opens and shows the Record Level set to Thru.

Path Settings - ADR BEEP

NOTE Patched tracks can be set to either Record (Rec) or Through (Thru). If a
track is set to Thru mode, it has an open input that can be triggered by talkback
or, in this case, the ADR Beeps.

Close the Path Settings window.

For future ADR timelines that you create in your own projects, be sure to create a track for
the Beeps and patch it to the System Generator Beeps.

You can save global track settings for tracks, such as the ADR Beeps track, in
the Preset Library via the Fairlight menu. Once saved as a preset, you can easily
apply the global track preset to a track in another timeline or project to instantly
turn it into an ADR Beeps track.

Recording the Built-In
System Generator

Fairlight includes a System Generator that you can use to generate sounds such as white
noise, beeps for ADR audible cues, or tones that you can transform into sound effects. In
this last recording exercise, you will create a new timeline, patch the System Generator, and
record different sounds that you can later use for sound design.

Recording the Built-In System Generator
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First, let's create a new timeline and track.

Show the media pool, and create a new bin named My Timelines.

This bin is where you can save any new timelines that you create while working
through the various exercises.

Press Command-N (macOS) or Ctrl-N (Windows) to create a new timeline.

In the Create New Timeline dialog, in the Timeline Name field, type Sound Design FX.
Leave the default settings as they are, and click Create.

Create New Timeline

01:00:00:00

Sound Design FX|

1

Use Fairlight Preset

Stereo

v Empty Timeline

My Timelines

A new, empty timeline opens with one stereo audio track.

Name the A1 track GEN FX. Also, toggle automation off so you don't see the bus tracks
in the timeline.

01:00:00:00 Sound Design FX *

V1 Video 1

GEN FX

Now that the timeline is created, let's take a moment to select the Recordings bin in
the media pool. Keep in mind that if you ever forget to select a specific bin for your
recordings and no bin is selected, they will appear in the selected bin or under the
Master bin. You can move them to another bin after you've finished recording.
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In the media pool, select the Recordings bin. Hide the media pool.

You can use the Patch Input/Output window to patch the built-in System Generator to
the track just as you would a microphone or other external audio device. Previously,
you opened the Patch Input/Output panel from the mixer. This time, you'll do so within
the Fairlight page.

Choose Fairlight > Patch Input/Output.

Fairlight Workspace Help

Bus Format...
Bus Assign...
Presets Library...
Link Group...
VCA Assign...

Patch Input/Output...

Test Tones Settings...
Remote Control Settings...

The Source Audio Inputs menu offers numerous options from which to choose, so you
might need to scroll down in the Audio Inputs menu to find the System Generator.

Source System Generator

System Generator I
3

Choose Source > System Generator.

The System Generator can generate three types of sound that you can patch and
record. Let's start with the Noise generator.
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Click Noise as the System Generator Source. Then, choose Destination > Track
Input. Select both channels of the GEN FX track for the destination because thisis a
stereo track.

Patch Input/Output

Source Destination

Click Patch and close the Patch Input/Output window.

WARNING! Do not arm the A1 track yet. You just patched a noise generator to
the track, so if you armed the track, you would immediately hear it just as though
it were a live microphone. Let's first take a moment to find and use the master
playback volume controls.

Whether you are recording, building tracks, or mixing your final project, it's always a good
idea to know how to control your master playback monitoring levels. In the upper-right
corner of the timeline, you'll find the master playback volume controls. These controls do
not affect the levels of your main output or individual tracks. However, they are incredibly
useful for quickly adjusting the playback levels in your speaker system, computer speaker,
or headphones.

Mute button DIM button

i &

Click the DIM button to instantly lower the playback volume by 15 dB.

The playback volume fader turns yellow to indicate that the DIM button is on.
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NOTE The ability to quickly lower the playback volume is very useful when
you're in the middle of a session and someone asks you a question and you
need to answer, or, as in this case, to protect your ears from the incoming noise
generator until you are prepared.

Arm the A1 track.

As promised, you can really hear that noise generator through your headphones

or speakers, even with the playback dimmed by 15 dB. So, how loud is the System
Generator source? The System Generator generates sound at -15 dB. This is also the
dialogue target level when you start editing dialogue and mixing.

In the playback controls, click the Mute button to mute playback.

You can combine the playback controls to go from DIM to mute and back whenever
necessary.

Resolve's built-in System Generator settings are available in the Fairlight menu. In this
exercise, you'll open the Test Tone Settings for the System Generator and experiment
with some of its controls.

Choose Fairlight > Test Tone Settings to open the Test Tone Settings window.

Unmute the playback volume controls. Leave the DIM button turned on.
Feel free to mute the playback volume at any time, and vice versa.

In the Noise controls (located in the middle of the Test Tones Settings window), you
can change the noise type from White to Pink.
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If necessary, lower the Tone Level until it reads -12. Click the Pink button to change
from white noise to pink noise. Click back and forth between the two types of noise to
compare them. When you're finished, leave the Noise set to Pink.

Test Tones Settings

Oscillator » Noise > Tone Level

©: - ®

NOTE Both white and pink noise include all the frequencies that the human
ear can hear. The difference is that white noise has equal energy per frequency,
similar to white light that contains all the wavelengths of the visible spectrum

at equal intensity. Pink noise is filtered white noise that has equal energy per
octave. With pink noise, the intensity decreases as the frequency increases,
which is how humans perceive sound; therefore, it's easier on the ears.

Now let's record a bit of that noise.
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Click the Record button to record about 10 seconds of pink noise. When you're
finished, click the Stop button or press the Spacebar.

Al GEN FX

Vi Video 1

Al GEN FX 4
II GEN FX_002 L.wav-L

R A

GEN FX_002 L.wav - R

Now let's record a tone that you can control using the oscillator. To do so, you'll need
to change the patch input setting. This time, let’s open the Patch Input/Output window
right from the Test Tones Settings window.

Click the Options menu (...) in the Test Tones Settings window and choose > Patch
Input/Output.

Test Tones Settings

I Patch Input / Qutput

In the Patch Input/Output window, click Noise in the Source controls, and then click the
Un-Patch button to unpatch the Noise generator.
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In the Source controls, click the Osc button. Then, in the Destination controls, select
both channels of the GEN FX track. When you're finished, click Patch.

NOTE When you unpatch a track in the Patch Input/Output window, the
corresponding track is automatically disarmed. Likewise, whenever you open
the Patch Input/Output window, you must first select the source or destination
before the option to Patch or Unpatch is available at the bottom of the window.

Close the Patch Input/Output window. Then, arm the A1 track.

The default oscillator tone should sound familiar. It is the 1-kHz tone used for 2-pops
and for setting up audio monitor levels.

In the Oscillator Settings, drag the Frequency knob to the left to lower the frequency,
and drag to the right to raise the frequency.

Test Tones Settings

Oscillator - Noise > Tone Level

O

544

Click the buttons to the right of the Frequency knob to switch the Oscillator to that
frequency preset.

You can double-click the knobs in the Test Tones Settings to reset them to
the default settings.

Disarm the A1 track and save your project.

Press Shift-9 to open the Project Settings window. Then, in the Fairlight settings,
uncheck the “Pre fader metering on tracks” option.

Although you might not need to record an oscillator sound every day, it's useful to know
where it is and how to record it for your projects.

You have successfully executed three different types of recording in the Fairlight page.
In the next lesson, you'll work with audio track layers.

Recording Voiceover and ADR



Practicing More FX

Because your oscillator is patched and handy and the track is set up, let's record a few
more sounds. In the following list, you'll see several sounds that you can record using the
oscillator. When you're finished, be sure to disarm the track and save your project. Also,
as you go, it's a good idea to create markers over each type of sound that you record in
the timeline so you can easily identify them later. While you're at it, change the clip colors
as well. If your ears are sensitive to some of the frequencies, you can always record the
oscillator with the timeline playback dimmed or even muted.

Record approximately 10 seconds of each of the following oscillator sounds. Leave at least
1 second between recordings in the track.

— 100 Hz

— 200 Hz

— 440 Hz

— 1000 Hz (or 1 kHz)

— 2000 Hz (or 2 kHz)

— Ascending frequencies from 20 Hz to 10 kHz (by dragging the knob while recording)
— Descending frequencies from 10 kHz to 20 Hz

— White noise

When you're finished, disarm the track, close the Oscillator Settings window, turn off
the DIM button, and save your project.

NOTE Ifyou'd like to see a finished version of the recorded frequencies, open the
timeline 2e Sound Design FX Recorded.

01:00:00:00

Practicing More FX
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Lesson Review

After connecting a microphone to your computer, what two steps are necessary before
you can record to a specific track?

Patch the audio source to the track and select the track.

Select the track and Shift-click the Record button.

Patch the audio source to the track and arm the track.

Select the track and click the Record button in the track header or mixer.

What keyboard shortcut can you use to disable or enable a selected clip in
the timeline?

Shift-R

Shift-D

E

D

Shift-D
What happens to a recorded clip in the timeline when you record another take in the
same track?

The new take overwrites the previous take.

You create a punch-in recording.

The new take is recorded in an audio track layer above the previous take.

The new take is recorded in an audio track layer below the previous take.

The new take temporarily replaces the previous take, but all takes can be recovered

by choosing the Restore Takes option in the right-click menu.

Where do you set up an ADR session?

In the media pool Preview player

In the Setup tab on the ADR panel

In the Cue Index tab on the ADR panel
In the Sound Library, ADR Cue tab

Recording Voiceover and ADR



True or false? To record beeps, noise, or tones, you must first open the Test Tones
Settings bin in the media pool.

Identify the two types of noise available in the Test Tones Settings window?
(Select two.)

White noise
Brown noise
Pink noise
Noise print

Ambient noise

What file format can you use to import and set up an ADR Cue list?
TXT

XML
.CSV
.CUE

What creates the beeps, noise, and tones that you can generate on the Fairlight page?
Velociraptor

Noiseinator
Noise FX plug-in
Oscillator

Beep generator
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c. To record a connected microphone to a specific track, you must patch the audio
source to the track in the Patch Input/Output window and arm the track.

d
C
b

False. To record beeps, noise, and tones, you must first patch the Test Tone Settings as
the audio source in the Patch Input/Output window. The Test Tones Settings window is
in the Fairlight menu.

aandc
C

d
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Lesson 3

Working with
Audio Track Layers

Audio track layers are a powerful
device for editing multiple takes
together to realize the best
performance. You can stack multiple
sound effects or music selections

in several layers in the same track,
enabling you to experiment with
alternative versions, and then store
those versions in lower layers for later
access. In this lesson, you'll work with
audio track layers in two different
timelines. First, you'll split and edit
together the best takes in the scratch
voiceover track from the previous
lesson. Next, you'll use audio track
layers to create crossfades between
music clips in the same track.

Time

This lesson takes approximately
30 minutes to complete.
Goals

Preparing the Project

Streamlining the Fairlight
Interface for Audio Editing

Moving Clips to
Different Audio Layers

Aligning and Splitting Audio Clips
Working with a Nested Timeline

Building a Voiceover
Composite Track

Preparing the Project

Creating Crossfades in
Audio Track Layers

Lesson Review
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132
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Preparing the Project

For the first exercise, you'll use the pre-recorded voiceover (VO) in the Recording VO
Finished timeline.

Open DaVinci Resolve 18, if necessary.
In the Fairlight page, show the media pool.

Open the 2a Recording VO Finished timeline.

Your recording is in the ADA Scratch VO timeline, and you'll work with it toward the end
of the lesson. For now, you'll edit a pre-recorded version so that it matches the steps
and screenshots in this book.

Let's duplicate the timeline to create a version you can use for this lesson.

In the Lesson Timelines bin, select the 2a Recording VO Finished timeline, and choose
Edit > Duplicate Timeline or right-click the timeline and choose Duplicate Timeline.

Lesson 02

Clip Name

B8 2a Recording VO Finished 01:00:0(

_ Duplicate Timeline

iy

The duplicate timeline is directly below the original in the Lesson Timelines bin.
Now, you can give it a new name.

Double-click the duplicate timeline’s name (2a Recording VO Finished copy) and type
3 Audio Layers Editing. Press Return/Enter.

Clip Name

B 3 Audio Layers Editing I

NOTE Another method for duplicating timelines is to use Copy and Paste
available in the Edit menu or by using standard keyboard shortcuts.

Working with Audio Track Layers



Because you will use this duplicate timeline in Lesson 3, let's move it to the
Lesson 03 bin.

Drag the 3 Audio Layers Editing timeline from the Lesson 02 bin to the Lesson 03 bin.
Then, select the Lesson 03 bin to see the timelines for this lesson, including the one
you just added to the bin.

Lesson 03

Clip Name

Lesson 03 L
iy

Excellent. The timeline is duplicated and moved to the correct lesson bin. Next, let's
open the timeline and disable the text clip in the Video 1 track.

Double-click the 3 Audio Layers Editing timeline's icon in the media pool to open
the timeline.

If necessary, show the Video Tracks. In the V1 track, select the beige text clip and press
D to disable it. Hide the video tracks again.

The clip looks the same in the timeline, so you'll need to use the viewer as a guide to
see when the text clip has been disabled.

Save the project.

The timeline is open and ready for action. Before you dive into the audio track layers, this
is a good time to streamline the interface for editing.

Streamlining the Fairlight
Interface for Audio Editing

One of the great features of editing audio in the Fairlight page is the large amount of
user-interface real estate dedicated to the timeline. In fact, with only a few clicks, you can
focus your entire screen on your tracks and clips, such as the A1 Scratch VO track. In this
exercise, you'll hide all the panels that you won't be working with and resize the A1 track to
maximize your view of the voiceover clips that you will edit.

Streamlining the Fairlight Interface for Audio Editing
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Hide the media pool, mixer and viewer, if necessary.

Next, let's move the playhead to the middle of the voiceover recording, and zoom in
horizontally several times. Remember that zooming with the View menu or keyboard
shortcuts centers the playhead and zooms horizontally from that position.

In the timeline, move the playhead over the second clip. Choose View > Zoom > Zoom
In or press the Zoom In keyboard shortcut several times to make the clips in the A1
track wider and easier to work with.

You can use the Vertical zoom slider to change track height or resize tracks individually
rightin the track’s header.

Position the mouse pointer over the bottom of the A1 track header and wait until it
becomes a resize arrow. Drag down on the A1 track header to enlarge the A1 track. You
can make the track’s height as tall as you'd like within the timeline window.

Choose View > Show Audio Track Layers to see the layers within the A1 track.

Now, you can clearly see the audio track layers to edit the multiple voiceover takes.

NOTE If for any reason the layered clip colors do not match the image shown, feel
free to right-click the clips in each layer and choose a new color.

Working with Audio Track Layers



Moving Clips to
Different Audio Layers

When you're working with audio track layers, an empty clip-sized space will always be
present at the top of the track so you will have room to drag clips up or down to change
their priority. When you drag a clip to the top layer, the other clips shuffle down in order.
Let'stryit.

In the A1 Scratch VO track, drag the yellow clip in the lowest layer upward to the empty
space at the top of the track.

fer  dwr 0L LE ISR tprwn . o »

Start playback to hear the uppermost clip (yellow) in the AT track.

This technique is really useful for selecting takes because you can move clips to
different layers during playback.

Continue playback and drag the lowest clip (orange) to the top position.

Continue playback and drag the short clip in the lowest position (apricot) to the top
position. Stop playback.

Moving Clips to Different Audio Layers
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As you can see, it's easy to move clips between layers, even during playback. Next, you'll
set the navigation options for easy maneuvering between edits, and then divide the clips
into segments and assemble the best performance.

With DaVinci Resolve 18, you can use the Up Arrow and Down Arrow keys as “jump” keys

to jump to the previous or next clip, fade, marker, or transient. This is similar to the jump
functions available on the Fairlight Audio Editor. You can enable or disable the different
navigation options in the Timeline View Options menu. Like all Timeline View Options, the
settings work independently for each timeline. In this exercise, you'll disable all the jump
options except Clip so that you can use the Up Arrow and Down Arrow only for clip navigation.

Show the Timeline View Options menu.

Track Display Options

Navigation Options
I
Timeline Scrolling

>

Scroller

Zoom Presets

You'll see the four Navigation Options depicted as icons from left to right,
including Clip, Fade, Marker, and Transient. The default settings have the first three
options enabled.

Deselect the Fade and Marker Navigation options and select the Jump to Clip option,

if necessary.

Navigation Options

B ik

Click anywhere in the timeline to hide the Timeline View Options menu.

Working with Audio Track Layers



Press the Up and Down Arrow keys a few times to test drive the new streamlined
“jump” navigation to the heads and tails of the clips. When you're finished, jump the
playhead to the beginning of the stack of clips.

Now that you know how to set up the new Jump to navigation options, you can enable or
disable them as needed while you work.

Aligning and Splitting Audio Clips

One advantage that audio editing has over video editing is that you can cut together the
best phrases, words, or even syllables without the audience being aware of your edits.
Although you'll work more extensively with precision dialogue editing in Lesson 5, “Editing
Dialogue Tracks,” for now you'll focus on splitting long voiceover clips into phrases and
selecting the best takes.

In video editing, you use a Blade tool or a Razor keyboard shortcut to place an edit within
a clip. The resulting edit is referred to as a through edit. Because through edits do not lose
frames at the edit point, the video will play straight through as if no edit existed.

When working with audio tracks, the same type of edit is referred to as a split because
you split a single audio clip into multiple audio clips. The more you split the original audio
clip, the more separate audio clips you'll have with which to create your finished audio
composition, or comp.

& ADO4_D1020213_C001.mov @ AD04_01020213_C001.mov

Through edit { (
(O Mg | O AAOII CO0Nmen

Split

¢ AD04_01020213_C001.mov & AD04_01020213_C001.mov
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Because DaVinci Resolve supports professional-level video and audio editing, you'll find
shortcuts in the Timeline menu to Razor or Split Clips at the playhead position. Just keep
in mind that the results are identical. A handy Razor tool (scissors) is also available right in
the toolbar.

‘ Clip Mark View Playback

In this exercise, you'll align the stacked clips and, with one operation, split all the voiceover
clips between phrases.

If you compare the waveforms between the voiceover clips in track A1, you'll see repeated
patterns in each track, separated by silence (no waveform). Each waveform pattern
indicates words or phrases. Although the waveforms don't indicate which words they
represent, you can definitely see where and when the spoken phrases start and stop.

)i@ae e ot

+- e wer 1P e >

Scratch V0_001 way.
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At a glance, the first phrase in the orange clip clearly starts earlier than the same phrase
in the yellow clip. Let's move the orange clip to the right to align the first phrase with the
same phrase in the yellow clip.

Rather than drag the clip into position, this is a great opportunity to use the Nudge
commands available via keyboard shortcuts and in the Trim menu. Unlike manually
dragging, the Nudge commands allow you to precisely move a selected clip one frame
at a time to the left or right by pressing the , (comma) and . (period) keys for single-
frame movement, or the Shift-, (comma) or Shift-. (period) key combinations to nudge
multiple frames.

Timeline Clip Mark View Playback Fusion Colol

Nudge

Let's use the playhead as a guide to mark the beginning of the first phrase in the
yellow clip and then nudge the orange clip into position.

1 Inthefirst layerin the A1 track, move the playhead to the beginning of the yellow
clip’s waveform.
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2 Select the middle clip in the A1 track (orange). Choose Trim > Nudge > Multiframe Right
or press Shift-. (period).

DL A L

Scratch VO_0017.wav

The selected clip moves five frames to the right but still needs to move another
15 frames or so.

Press Shift-. (period) three more times to move the clip 15 frames to the right. Then,

using the , (comma) and . (period) keys, nudge the clip one frame left or right to line up
the beginnings of the waveforms.

T

Scratch VO_001.wav

Remember, the goal in this exercise is to align the different takes for each phrase,

and split them into a layered stack. Then, you'll be able to choose the best take for
each line of voiceover and move them into position.
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The trick to splitting multiple takes in multiple layers at once is to line them up as you
go. This first phrase is aligned. However, you probably noticed that the waveforms for
the other phrases are still out of alignment. No worries. You'll align these layers one
phrase at a time. After you split the first phrase from the others, you can align the next
phrase, and so on.

Now you can split the clips at the end of the first phrase. To do so, you will move the
playhead to the space after the first phrase, select the clips, and split them using the
Razor tool.

Press the JKL keys to play the clips from the beginning, and stop playback after the
phrase, “"Emiliana Newton,” at around 01:00:03:05.

In the A1 track, select the orange and yellow clips.

Click the Razor button or Press Command-B (macOS) or Ctrl-B (Windows) to razor cut
the selected clips at the playhead position.

Scratch VO_001.wav | | Serarch VO_001 wav

Press the JKL keys to play forward to the end of the next line of dialogue, “Yes.”

In the lowest layer, select the yellow clip and nudge it to the right until the second
phrase is roughly aligned with the orange clip. The alignment of each phrase doesn't
have to be perfect. If they are close, you'll still be able to split them into stacks.

Aligning and Splitting Audio Clips
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9  Select the yellow and orange clips and press Command-\ (backslash) in macQOS or

Ctrl-\ (backslash) in Windows to split the clips at the playhead position.

e S 1

Scratch VO_002Z wav Scratch VO, vav Scratch VO_002.w

Scratch VO_001.wav Scratch..001T.wav | Scratch VO_001.w

The results are the same regardless of the shortcut, razor or split, that you use. From
this point, you can choose whichever method you prefer when splitting audio clips in
the timeline.

TIP Ifyou are simultaneously splitting all the audio clips beneath the playhead,
you can press Command-A (macOS) or Ctrl-A (Windows) to select all the clips on
all the tracks. Doing so will select and split only those clips currently visible in the
timeline. Tracks with their visibility turned off in the index will not be affected.

So far, you have been working in Pointer mode using the familiar Selection tool (arrow
pointer). In this exercise, you'll switch to Range mode so that you can simultaneously select
and split a range of clips.

The waveforms line up fairly well for the next three phrases, and then they drift out of
alignment for the last phrase. The drift is due to slight timing differences in the voiceover
performance in each take.

In Range mode, you can quickly separate the remaining phrases and align them before
selecting the best takes.

Lesson 3 Working with Audio Track Layers



Press R or click the Range Mode button to switch the timeline to Range mode.

You've already split the clips at the beginning of the third phrase, “Philip Maeda,” so
you needn't select that phrase. Instead, you'll use the Range Selection tool to select
the fourth phrase, which also happens to be “Philip Maeda.” After you drag a selection
using the Range Selection tool, you can drag or nudge that selection to a new location.
For the first example, you will drag the selection down slightly to jiggle it into place,
which will also split all clips within the selection at the range In and Out points.

Drag the Range Selection tool from just above the orange clip at the beginning of the
fourth phrase to below the yellow clip just after the fourth phrase. Make sure that the
range selection includes the entire phrase on both clips. Then drag down slightly on
the lowest clip in the selection to split the clips at the range In and Out points.
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Click any empty track space above or below the clips to deselect the current range.
Click the track header to deselect the track.

ner e NS sy e

Scratch VO_002 wav Scratch ... 002.wav Scratch VO_002.wav

NOTE If any of your clips moved to different layers, it was because they
were overlapping other clips in the same layer. If that occurs, you can press
Command-Z (macOS) or Ctrl-Z (Windows) to undo the move. The clips will
remain split even after you undo the previous move. If you repeat the undo
shortcut, you will undo the split.

Drag a range selection around the last phrase in the orange and yellow clips when
ADA says, “Earth date is March 22, 2103.” Then, press . (period) to nudge the selection
one frame to the right to create the split.
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Click any empty track space to deselect the current range. Press A to return to
Selection mode and deselect the clips. Deselect the track header.

Trim the tail of the last yellow clip so it matches the length of the last orange clip.

ﬁ
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atch . 002wav Scratch VO 002 way. Scranch VO_002wav
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Scratch . 002w | Scratch VO_002 wiy

Trim the head of the first yellow clip to match the length of the first orange clip.
Deselect all the clips.

e e tP g ofe -

et W 2w
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The clips are split and stacked and ready to swap between layers to piece together a
composite voiceover track.

The clips are split and stacked and ready to swap between layers to piece together a
composite voiceover track.

Instead of building the composite voiceover in this timeline, let's build it in the primary
timeline for the scene so you can make choices in context with the other dialogue clips and
action onscreen. To move these clips to another timeline you could either copy and paste
the clips or drag one timeline into the other as a nested timeline. For this exercise, let's try
the second option.

Working with a Nested Timeline

DaVinci Resolve 18 includes new and powerful workflow options for nesting and
decomposing timelines within timelines in the Fairlight page.

Nested audio timelines look and play back just like a clip. The difference is that nested
timelines can be opened and edited, and the results update in the nested version.
Additionally, you can decompose the nested timeline to add tracks and clips as well as
preserve all the bussing, processing effects, and mixing from the nested timeline. You'll
work more with nested timelines during the mixing lessons later in this book.

In this exercise, you will add the 3 Audio Layers Editing timeline to an empty track in the 3a
Scene for Comp timeline, play the nested timeline, open the nested timeline, edit one of
the clips, and then decompose the nested timeline in place to instantly add all the clips and
layers to the primary timeline.

First, it's a good idea to rename the 3 Audio Layers Editing timeline based on the contents.

NOTE If you did not complete the previous exercises for the 3 Audio Layers Editing
timeline, feel free to use the timeline 3d VO Backup for Comp to catch up.

Hide the audio track layers, If necessary. (Deselect Show Audio Track Layers in the
View menu.)

In the media pool, change the name of the 3 Audio Layers Editing timeline
to 3 ADAVO.

Working with Audio Track Layers



Open the timeline 3a Scene for Comp.

-h—--“---l-l |- B -)—luul'ﬂ"}t'q.'r o

This timeline contains six audio tracks including the original production dialogue in the
Al track and an empty A2 Scratch VO track for the nested timeline.

Drag the 3 ADA VO timeline from the media pool to the A2 track.

In the A2 track, drag the nested 3 ADA VO_1 toward the right until it is beneath the
disabled clips and yellow markers.

= L4 = u A
5 .

— g L 4 *-ﬁ ’ - b Lo * ~{ F

AD0S..0v1 .. AQ._1 AD0301020.. - wl | A At ADD401.003.mov  ADQ4

A2 Scratch VO v

f&1 3ADAVO1
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Notice that the nested timeline looks like a clip except for the badge in the lower left
corner that indicates it is a nested timeline.

Solo the A2 track and play some of the 3 ADA VO clip to hear the contents. When you're
finished, unsolo the track.

Next, let's open the 3 ADA VO timeline and edit one of the clips.

In the A2 track, right-click the 3 ADA VO clip and choose Find in Media Pool.

The 3 ADA VO timeline is selected in the media pool.

In the media pool, open the 3 ADA VO timeline.

This is the same timeline you were working with in the previous exercise, and the
timeline that is currently nested in the 3a Scene for Comp timeline.

Expand the A1 track height and select Show Audio Track Layers.

Déja vu, right? Now let's trim the second orange clip.

Trim the beginning of the second orange clip to match the beginning of the yellow clip
beneath it.

e * o

Seratch VO_002.wav Serat.2wev | Seratch VO...

WYY

NOTE While trimming clips within audio track layers, the clip you're working
with always appears in the empty space above the layers to accommodate
your edits.

Hide the audio track layers.

Open the 3a Scene for Comp timeline.

The nested timeline has updated to include the edit you just applied to the 3 ADA VO
timeline. How do you know that it worked? Let’s decompose the nested timeline.

Working with Audio Track Layers



You can decompose a nested timeline via the right-click contextual menu in the timeline.
Keep in mind, once you decompose a timeline, there will no longer be a live connection
between the clips and the formerly nested timeline in the media pool. In this case,
decomposing the timeline will achieve the original goal of pasting versions of the edited
voiceover takes and layers from one timeline to another.

Right-click the 3 ADA VO clip and choose > Decompose in Place > Preserving
Audio Data.

a1 | AC..1 ALl A004_01020.. A004_01...003.mov

3ADAVO_1

Decompose in Place

L Preserving Audio Data...
iy

The Decompose Preserving Audio Data dialog offers three routing options: New
Matching Busses, “Preserve existing paths,” and “Leave unassigned.” These choices
affect how the tracks and busses in the nested timeline are routed to busses in the
master timeline. The New Matching Busses option creates new busses for each bus
that was in the nested timeline. "Preserve existing paths” will route tracks to existing
busses in the master timeline that have the same name and channel format and only
make new busses if they don't match busses in the master timeline. The last option,
“Leave unassigned,” does exactly what it says and doesn’t route any of the incoming
tracks or busses. Don't worry if this seems confusing, you'll work more extensively with
busses in a later lesson.

For this exercise, both timelines contain only one output bus (Bus 1), so you'll use the
second option to “Preserve existing paths” and seamlessly route the tracks from the
nested Bus 1 to the Bus 1 in the master timeline.

Working with a Nested Timeline
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In the Decompose Preserving Audio Data dialog, choose “Preserve existing paths”
from the dropdown menu.

Decompose Preserving Audio Data Decompose Preserving Audio Data

Click Decompose.

rfllm"

Voila! Just like that, the edited voiceover takes from the nested timeline are in the A2
Scratch VO track and ready to build a comp. Next!

Building a Voiceover
Composite Track

By definition, a composite is made up of several parts, or elements. Composite images

comprise multiple visual layers. Composite audio tracks refer to audio tracks containing
the best takes that have been edited together seamlessly, as in the case of this finished
ADA voiceover track.

In this exercise, you'll finish building the voiceover composite by moving the clips into
position in the timeline, selecting the best take for each section, and moving it to the
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uppermost layer. Once you're finished moving and selecting takes, you can hide the audio
track layers so that only the finished composite (comp) is visible in the timeline. You already
have the skills to perform this section, so this exercise will guide you through the first two
stacks of clips and then leave you on your own to complete the rest. As you do so, you can
practice using many of the Fairlight page shortcuts and techniques that you have learned
in the previous lessons.

Hide the media pool, if necessary.

Show the tracks index.

Edit Index Tracks

Tracklist

Let's turn off the visibility for the other audio tracks except for A1 and A2.

In the index Tracklist, turn off visibility (eye icon) for tracks A3, A4, A5, and A6. When
you're finished, only the AT DIALOG and A2 Scratch VO audio tracks should be visible in
the timeline.

Tracks

Tracklist

DRONE 2

Building a Voiceover Composite Track
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NOTE Notice that the B1 Bus 1 is also showing in the Tracklist. Turning off bus
visibility in the track index hides them in the mixer. With DaVinci Resolve 18,
both tracks and busses are included in the Tracklist, and you can freely drag
both tracks and busses to whatever order you'd like in the Index. Changing
track and bus order in the Index also changes the order in the timeline and

mixer, respectively.

Hide the Index. Show the audio track layers.

Press Shift-Z to zoom the timeline horizontally to fit all the timeline clips onscreen,
including the clips on hidden tracks.

You should see six yellow markers in the timeline. Each of these represents the
starting position of a corresponding voiceover clip. To keep things simple, you'll work
from right to left, moving the last phrase to the corresponding marker, and so on.

You'll want to make sure the snapping control is turned on so that the clips you move
will snap to the marker’s position. When snapping is turned on, the playhead, markers,
and clips snap into alignment as you drag them toward each other. In this case, the
head of the clip you are dragging will snap to the closest marker as you drag. Press N
to toggle snapping on and off.

In the toolbar, make sure that the Snapping button (which looks like a magnet) is
turned on (white).

Using the Selection tool (arrow), drag a selection around the last stack of voiceover
clips to select them. Then, drag the clips to the right to the last yellow marker.

Dragging audio clips from the area below the waveform and volume line
avoids accidentally changing the clip’s volume levels as you drag.
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You can also select and drag stacks of clips without seeing the track layers. This is
useful if you need to move layered clip stacks during normal recording and editing
workflows. The trick to moving a stack without seeing the audio track layers is to select
the track by dragging to it from any nearby empty space in the track. If you just click
the stack and drag, you'll only select and move the clip on the top layer. Let's try it.

Choose View > Show Audio Track Layers to hide the layers within the A2 track.

Click the empty track space to the right of the apricot colored clip, and then drag over
the apricot clip to select all three clips within that stack.
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Working from right to left, select the next stack of clips, and move them to the last
available yellow marker.

Repeat step 5. As you move the clips to the markers, feel free to either drag them or
use the nudge keyboard shortcuts. When you're finished, deselect all clips.

|.1_...,. } bl b b g + kb {hﬂp‘;'.} W+ li-:---l

Next, you'll choose the best take in the context of the other tracks.

Tracklist

DIALOGUE

Solo the A1 and A2 tracks.

Show audio track layers. Resize track height as needed to be able to select or move
each clip in the A2 track.

Show the viewer. Resize and place the viewer in the lower-left corner of the timeline
window so it doesn't cover any of the clips in the A6 track.

Working with Audio Track Layers



Play the timeline from the blue marker through the fifth voiceover clip, “I can't explain
this discrepancy.”
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The clips line up fairly well with the production dialogue track. However, the first line,
“Emiliana Newton,” seems to start a little late. Instead of aligning the beginning of the
clips with the yellow marker, you need to align the beginning of the waveforms.

Move the playhead to the first yellow marker.

Select the first two voiceover clips. Nudge the clips to the left until the waveform starts
at the playhead position (first yellow marker).

ACO3 0102001 0_C005. a1
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Play the first group of clips again to see if the timing is better. Nudge the first clips until
you're happy with the timing of ADA's response to Philip’s first question.

Now that you have heard the first five voiceover clips in context, and the first stack is in
position, you can focus on the takes one at a time and move the best take in each stack to
the uppermost track layer. To simplify this process, you'll use the looped playback feature.

NOTE If you didn't follow all the previous exercises, feel free to open the timeline
3a Audio Layers Comp Finished to catch up.

Earlier, you moved clips to different track layers during playback. In this exercise, you'll
mark In and Out points in the timeline to determine the range that you'll play back. Then,
you'll turn on looped playback to play the range over and over while listening to and
moving the different takes between layers. Let's start by setting a playback range that
includes Phillip’s first two questions and ADA's responses.

Press the JKL keys to move the playhead just before Phillip asks his first question,
“Identify the person in front of me” (1:00:24:21). Press I to mark an In point.

Use JKL to play through the timeline until after the second stack of clips when ADA says
“Yes.” Press O to mark an Out point (01:00:31:00).
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In the playback controls, click the Loop button, or press Command-/ (slash) in macOS
or Ctrl-/ (slash) in Windows, to turn on looped playback.

Choose Playback > Play Around/To > Play In to Out or press Option-/ (slash) in macOS
or Alt-/ (slash) in Windows to start looped playback between the In and Out points.

Keep in mind that you can later adjust the volume levels of the clips and apply effects

to make the voiceover track sound more like a computer. For now, just go with your gut

and your ears and choose a best take for the first two voiceover sections. Don’t worry
if you can't decide; the other take will still be there in the lower layer, so you can always
change your mind later.

Holding Shift while dragging clips up and down between layers constrains
the vertical alignment. This is helpful when you are quickly auditioning different
takes because you don't have to worry about accidentally moving the clips out
of sync horizontally.

During looped playback, listen to the takes in the uppermost clip (orange) and drag
the lower clips up one at a time (yellow) to audition each of them in context. Continue
moving between the clips until you choose a best take.

You can also set In and Out points in the timeline using the Range tool.

Building a Voiceover Composite Track
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Press R to switch to Range mode. Move to the next two stacks of clips. Drag a range
selection that includes the production dialogue in the A1 track and the next two stacks
of clips in the A2 track. Press A to return to Selection mode.

Start looped playback and use the Selection tool (press A) to swap the positions of the
takes during playback. When you've identified the best take, place it in the uppermost
layer. Nudge the position of the clips, as necessary, to best fit the production dialogue.

Repeat step 6 for each of the remaining stacks of takes in the A6 track. Don't forget the
last stack of clips near the end of the scene.

When you have finished, choose Mark > Clear In and Out or press Option-X (macOS)
or Alt-X (Windows).

Choose View > Show Audio Track Layers to deselect that view option and hide
the layers.

In the Tracks Index, turn on the visibility for the A5 and A6 tracks. Then use the Vertical
slider to resize the height of your tracks.

Press Shift-Z to zoom the tracks to fit the current timeline space.
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Un-solo the AT and A2 tracks.

Remember, tracks A3 and A4 are still hidden.

Play through the timeline once from start to finish to hear the entire scene with the
new voiceover clips in place.

Save the project.

In the next lesson, you'll work more extensively with dialogue editing. First, you'll use audio
track layers to overlap and crossfade some music clips.

Preparing the Project

In the next series of exercises, you'll work with a different scene from Hyperlight. The music
selections that you'll use are from the actual soundtrack, composed by Mathieu Lafontaine.
You'll start by opening the timeline and watching the scene to get a feel for the context and
existing music track.

Open the 3e Music Crossfade Start timeline.

Play the timeline from the beginning and listen to the music in the context of the

scene, a part of the movie's dramatic opening sequence.

Move the playhead to the beginning of the timeline.

Notice that the current frame in the timecode display does not match the timecode
burn-in in the viewer.

Preparing the Project
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The default start timecode for a timeline is 01:00:00:00, which you can change in the
Editing User Preferences or when creating a timeline in the New Timeline dialog. Once a
timeline contains media, you can change the starting timecode in the media pool as you'll
do in this exercise. Also, this is a great time to show Resolve’s floating timecode window,
which is available in the Workspace menu.

Choose Workspace > Timecode Window to show the floating timecode window.

01:00:00:00 """=R-wT

As you can see, the timecode window shows a larger version of the current playhead
position, also visible in the timecode display. You can resize and move this window
anywhere on the screen. In the viewer, the timecode window burn-in shows a starting
timecode of 01:00:33:20.

NOTE To add a timecode data burn-in to the viewer or to your rendered
output, choose Workspace > Data Burn-In and configure the options
as necessary.

Show the media pool.

Right-click the 3e Music Crossfades Start timeline, and choose Timelines >
Starting Timecode.

Lesson 03

Clip Name

T2 3e Music

by, Starting Timecode
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You can now enter the new timecode in the Set New Start Timecode dialog. When you
type in the new number, you do not need to add the colons between pairs of numbers
because they are added automatically as you type. Your goal is to type a number that

matches the timecode data burn-in in the viewer: 01:00:33:20.

In the Set New Start Timecode dialog, type 01003320. Click OK.

Set New Start Timecode

The first frame of media now starts at the new timecode. However, you'll also see an
empty space in the timeline that indicates the space between the original starting
timecode and the new timecode. To refresh the timeline, you need to close the media
pool or go to another timeline and return.

Hide the media pool.

- v W

ke A PTETT t e i P T i e

01:00:33:20 , =

Now the starting timecode matches the window burn-in.

Close the timecode window.

Now that the timeline is set, you can commence with creating crossfades between the
music selections on the A5 track.
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Creating Crossfades in
Audio Track Layers

You have three ways to transition between music cues in a soundtrack: You can cut from
one piece to another. You can fade one clip out entirely and fade in a new selection. Or, you
can fade one clip out while the other fades in, hence the term crossfade.

In this exercise, you'll create crossfades between three music clips in the same track to
seamlessly change music during the scene. This time, you'll work with stereo music clips
that include two audio channels and an empty layer above each channel. Since you will
be working with fades, this is a good time to use the Up and Down Arrow keys to jump to
fades as well as clips.

In the Timeline View Options menu, make sure the default Jump to Clip, Jump to Fades,
and Jump to Markers options are enabled.

With all three default Jump to options enabled, you'll be able to use the Up Arrow and
Down Arrow keys to quickly navigate to the previous and next clip, fade, or marker.

Choose View > Show Audio Track Layers.

AYPERLIpAT

You can clearly see the empty layers above each channel in each track. Tracks A1 and
A2 are mono tracks, tracks A3 and A5 are stereo tracks, and track A4 is a 5.1 surround
sound track with six channels of audio.

Drag the Vertical zoom slider all the way to the left to minimize the track heights as
much as possible. Then, drag down the bottom of the A5 track header to increase the
height of that track.
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Move the viewer below the music clips and horizontally resize the tracks until you can
see all three clips in the A5 track.

AYPERLIpAT

In the A5 track, play from the beginning of the second music clip (green).

This clip starts with a bit of strings like a stinger and then kicks into a cool tension-
inducing percussion beat. Let's trim off the bit of that stinger in the green clip. To trim
a clip in audio track layers, you need to drag from the edge of the clip.

It is easier to transition from non-percussive music to percussive music
because you don't have to match the tempo or key of the clips.

Using the waveform as a guide, in the A5 track, drag the lower-left edge of either
green clip channel to the right until the clip starts with the percussive beat.
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Drag the second music clip (green) to the left, and place it above the first clip (teal). Drag
the upper music clip until it starts at the green timeline marker.
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Remember, you'll hear only the uppermost layer during playback. So, you'll hear the
teal clip during playback until the playhead reaches the green clip. Then, the sound will
cut to the percussion music in the green clip on the second layer.

Play the transition between the first two music clips to hear the abrupt cut from the
clip on the lower layer to the clip on the upper layer.

Sometimes, cuts between music clips work. This transition actually sounds fairly good.
However, it might work even better if you smooth the transition by adding a fade-in to
the upper clip (green).

Let's add a 5-second fade-in to the upper clip. To measure seconds using the playhead,
you can hold down Shift and press the Left or Right Arrow keys.

Move the playhead to the beginning of the upper music clip (green). Press Shift-Right
Arrow five times to move the playhead 5 seconds to the right.

Select the upper channel of the green clip to see its fade handle. Then, drag the fade
handle to the playhead.
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As you drag the fade handle, a mirror image of the fade appears on the lower clip to
indicate a matching fade-out.

Play the transition between the clips to hear the musical crossfade.

It sounds great. Feel free to experiment with changing the length of the fade to hear

the impact of a shorter or longer crossfade.

Now you'll add the third music clip. This could be placed above the green clip on a new
layer or on the lowest layer. The result will sound the same.

Drag the third music clip (blue) to the blue marker position above the other music clips.

Instead of manually dragging the fade handle, you'll use the Fade In to Playhead
command in the Trim menu.

Select the highest music clip (blue) and move the playhead to the end of the green clip.

Choose Trim > Fade In to Playhead.

Creating Crossfades in Audio Track Layers
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The selected clip fades in to the playhead.

NOTE If a track is selected, it is not necessary to select a clip before applying
the Fade In or Fade Out to Playhead actions. Fades to the playhead will

be applied automatically to the uppermost clip beneath the playhead on
selected tracks.

Play the scene from the beginning to hear the scene with additional music clips.

Now, you will move the third clip to the lowest layer and remove the fade. Instead of
a fade-in, you will add a fade-out to the green clip.

Drag the third music clip down to the lowest layer. Drag the fade handle on the third
clip to the left to remove the fade. Drag the fade handle at the end of the upper clip
(green) to the left so that it starts at the beginning of the third clip.

B oW Y S S T ety TN N
- .

e g e

-Hation Hyperlight STERE) STEM, MUSwav- A

B .

Working with Audio Track Layers



Play the transition between the last two music clips and listen to the crossfade.

As promised, the results are identical. So, when you apply musical crossfades between
layers in your own projects, keep in mind that you can stack them whichever way you
want to create the musical transitions.

NOTE The audio fade handles include a center control for changing the
fade curve.

Choose View > Show Audio Track Layers to hide the layers.

Drag the horizontal and vertical zoom sliders to resize your tracks to fit the window.
Press Shift-Z.

You can clearly see the crossfades between music clips in the A5 track. Creating
crossfades between audio track layers is an easy and effective way to make seamless
audio transitions in your soundtrack.

More Audio Layer Editing Please!

It's your turn to apply the skills that you have learned to the voiceover track that you
recorded in the previous lesson. Earlier in this lesson, you stacked and edited the voiceover
takes that were provided with the book media. Now, you will create a finished voiceover
comp track based on your recording. Once you open the timeline, you can follow along
guided by the steps in this lesson or try it on your own without guidance. Have fun and
take your time. Remember, the more you practice these Fairlight page techniques, the
more proficient you'll be when working on your own projects.
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Here are some loose guidelines to get you started:

Open the ADA Scratch VO timeline in which you recorded the voiceover takes in the
previous lesson. You'll find your ADA Scratch VO timeline in the Title for Prompt bin.

Show audio track layers.

Color the different takes, if necessary.

Stack and split the phrases. Nest the timeline in a new mono track in the 3a Scene for
Comp timeline. Then decompose the nest.

Move the phrases to the timeline markers moving right to left.

Select the best takes and move them to the upper layer.

Hide the audio track layers when you are finished.

NOTE DaVinci Resolve 17 introduced a new crossfade functionality where you can
right-click the edit point between two clips on the same track and add a crossfade
from the shortcut menu. Once added, you can select the crossfade and drag to
change the duration or fade shape. You can even select the crossfade and edit it in
the Transition tab of the Inspector. Additionally, DaVinci Resolve 18 includes options
to drag a range between clips and crossfade the selection.
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Lesson Review

How do you move clips between layers in the same track? (Choose all that apply.)
Option-drag (macOS) or Alt-drag (Windows)
Press Shift-Up Arrow or Shift-Down Arrow.
Drag the clip up or down to a different layer.
Press, (comma) and . (period) to move the selected clip up or down to a
different layer.

True or false? During playback, the lowest audio track layer will always be audible.

How do you split a selected clip at the playhead? (Choose all that apply.)

Click the Razor (scissors) tool.

Press Command-B (macQS) or Ctrl-B (Windows).

Press Command-X (macOS) or Ctrl-X (Windows).

Choose Timeline > Cut.

Choose Timeline > Razor.
True or false? To create a crossfade between overlapping music clips in track layers,
you need to add fades to the upper clip.

True or false? Clips on the lower audio track layers are automatically deleted when
you deselect the Show Audio Track Layers option in the View menu.

How do you nest a timeline in the Fairlight page?

Select a timeline in the media pool and click the Nest button.
Drag a timeline into a track of another timeline.
Select a group of clips and choose Timeline > Nest.

You can't nest timelines in the Fairlight page.

Lesson Review
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¢. You can drag clips up or down to a different layer, and you can drag or use keyboard
shortcuts to nudge clips left or right in the same layer.

False. Only the uppermost clip beneath the playhead is audible in audio track layers.
a, b.

True. When fading from one layer to another in the same track, it's important to place
the fade on the uppermost clip so it will be audible.

False. Clips in lower track layers remain in the track unless they are manually selected
and deleted.

b. Drag a timeline into a track of another timeline.
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Lesson 4

Preparing

Multichannel Clips

for

Fairlight gives you the flexibility

to change clip, track, and bus
channel mapping at any time. This is
incredibly important when dealing
with multiple microphone sources
and multichannel clips. This chapter
on audio channel mapping and

track types is crucial for properly
setting up your clips and timelines
for successful audio editing. In fact,
about 80% of all the troubleshooting
questions this author receives
regarding audio editing in Resolve
stem from a lack of understanding
about channel mapping. The good
news is that once you step through the
following exercises, you'll be armed
with the skills needed for all future
projects, whether you're dealing with
multichannel audio, eliminating an
unwanted channel, or simply isolating
the center channel (dialogue) from a
7.1 surround timeline clip.

Dialogue Editing

Time

This lesson takes approximately
20 minutes to complete.

Goals

Preparing the Project 154
Evaluating Dialogue Tracks

and Audio Channels 155
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NOTE The exercises in this lesson build from the tools and skills that you
learned in the previous lessons. If you skipped ahead to this lesson, you
might need to look back at the previous lessons as a guide for skills and tools
already covered.

° ]
Preparing the Project
In this exercise, you'll continue working with the scenes from Hyperlight. Let's start by
opening the first timeline, setting up the viewer, and previewing the scene.
Open the 4 Multi-Channel Dialogue timeline.
The timeline opens with three audio tracks.

Move and resize the viewer so that it fits in the lower-right third of the timeline.

Resize the tracks so you can clearly see the clips in all three tracks.
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NOTE For this example, most of the color correction and visual effects have
been completed. Also, for the purpose of this book, the A2 ADA VO TEST track
contains the temporary ADA voice read by a personal computer, and the clip in
the A3 SFX track is from the finished sound effects stem: the final stereo mix of
the soundtrack’s sound effects, as created by Cult-Nation Studios.

Play the scene and listen to the dialogue exchange between the characters Emiliana
and ADA, the computer.

This timeline is an example of what a dialogue editor might receive from the editorial
department as “locked picture.” In other words, the picture edit is not supposed to
change. Meanwhile, the visual effects team, colorists, and audio artists are free to
begin work.

Of course, with DaVinci Resolve 18, all four departments can work on the same project
and timelines without leaving Resolve.

Evaluating Dialogue Tracks
and Audio Channels

The first step in preparing dialogue clips for editing is to evaluate the existing tracks to
determine if the audio clips and tracks have the correct channel mapping and microphone
channels exposed. Basically, you need to look at the tracks and clips to make sure that they
have matching channels. If not, you'll fix them. Luckily, the Fairlight page displays audio
track information so that you can quickly determine how the synced audio tracks and
channels are mapped in the timeline.

In the following figure, you can see all the available audio channels in each track.

The meters to the right of each track header, as well as the number above the meters,
indicate each track’s audio channel mapping. Additionally, in the Fairlight page, you can
always see the audio channels in the timeline. The Edit page, however, shows only one
channel per track, so editors might inadvertently edit an entire mono channel dialogue
scene without realizing they're working with a stereo track.

Evaluating Dialogue Tracks and Audio Channels
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The 1.0 or 2.0 in the upper-right corner of each audio track header indicates the presence
of one mono channel or two audio channels: L (left) and R (right), or stereo. The audio clips
display available channels based on the track settings.

Count the number of audio channels visible in the A1 track.

The track header shows “1.0" to indicate the presence of one mono audio channel, and
the clips in the track display only one channel of audio.

Count the number of audio channels in the A2 and A3 tracks. Each track should have
two channels.
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However, the clips reveal that one of the tracks might be mismatched. Looking closely
at the clipsin the A2 and A3 tracks, you'll see that the A3 track clip occupies both
channels, whereas the A2 track clips appear only to have media in the upper channel,
and the lower channel appears empty, which is an indicator that the clip does not
match the track settings. Although this discrepancy might not seem like a big deal, it
can later become an issue when you are editing, panning, and mixing tracks.
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What kind of issue? An empty channel in the track is the same as a silent channel in a
clip, resulting in silence in the corresponding channel during playback. In this example,
there are both visual and audible clues that there is a channel mapping problem.

Let's listen again to see if you can hear the issue caused by the mismatched formats.
This example will be easiest to hear if you are wearing headphones or listening to
stereo speakers

Play the first clip in the A2 track.
Did you notice that ADA's voice is only coming out of the left speaker?

Play the timeline starting with the first clip in the A1 track. Listen to the dialogue
exchange between Emiliana and ADA.

Emiliana’s voice sounds as though it is coming from the middle of the screen, while
ADA's voice comes only from the left speaker. That's because Emiliana’s mono track
plays equally out of both speakers, which gives the illusion that it is coming from the
center. ADA's voice is only on the left channel in a stereo track, so you only hear it in the
left speaker. You'll work more with track panning in a later lesson. For now, you can fix
the mis-mapped A2 track by simply changing the track format from stereo to mono.

Right-click the A2 track header and choose Change Track Type To > Mono.
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The visible clips now match the track type in the A2 track as a single channel of audio
in a single channel (mono) track.

There are several options you can use to access independent control of each channel
in the timeline. In the next series of exercises, you'll explore different options to remap
clips and their constituent channels to suit your needs.

Solo the A1 track. Play the last two clips and focus on Emiliana’s dialogue lines, “Plot a
course to put me next to him,” and “Positive. Do it.”

Although both clips sound good, the first one (colored lime green) definitely has a
different sound quality. Perhaps another microphone source channel is embedded in
the clip. In this case, that's exactly what you're hearing. In Resolve, a clip can have up to

Evaluating Dialogue Tracks and Audio Channels
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24 embedded audio channels, so there might be more to this clip than meets the eye
and ear. There's one way to find out. Let's compare the clip attributes for both clips.

Right-click the last clip in the A1 track and choose Clip Attributes. In the Clip Attributes
Audio pane, click the Source Channel dropdown menu to see the number of audio
channels embedded in the clip.

Clip Attributes

Audio

Embedded Channel 1 ~ Audio1

Embedded Channel 1

The Source Channel dropdown menu reveals that the last clip contains only one
channel of audio.

Click OK to close the Clip Attributes window.
Now let's check the lime green clip, which sounded a bit muffled.

Right click the second-to-last clip (lime green) in the A1 track and choose Clip
Attributes. Click the Source Channel dropdown menu.

Clip Attributes

Audio

Embedded Channel 5 Audio 1

xS

Embedded Channel 5
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As you can clearly see, the clip format is Mono and Embedded Channel 5 is currently
exposed. The dropdown menu also reveals that the clip contains eight embedded
audio channels.

In the Clip Attributes window, click any empty space to close the Source Channel
dropdown menu. Then, click OK to close the window.

There you have it. The clip has quite a few embedded audio channels. In fact,
eight channels seems to be a little excessive for a dialogue clip. Usually, a clip
with eight channels indicates a 7.1 surround sound clip. Chances are that this clip
has multiple audio channels but was simply incorrectly mapped as a 7.1 surround
clip when it was first synced. No worries. This audio channel mystery can easily be
solved and fixed in the media pool.

Although final dialogue tracks are usually contained in a single mono audio channel
(one for each character), the original production sound was probably recorded with
multiple microphones. For example, a typical dialogue recording setup would include
a boom microphone and a wireless microphone on each actor. The boom microphone
sound is usually the best quality and therefore will be best for use as the final track.
However, sometimes the wireless microphone sound is preferable, or a combination
of the two independent microphone sounds is needed to optimize dialogue clarity.

When you are editing dialogue, it is most important that you be in control of the recorded
audio channels you want to use. Independent control of the channels starts at the clip
level, even before the clips are edited to the timeline. Fortunately, you can always change a
clip’s mapping for dialogue editing.

In the following exercise, you'll open the lime green clip in the media pool to see the clip
attributes displayed there. Then, you'll apply different channel mapping configurations to
the clip to determine which is best for this scene. Finally, you'll go back to the clip in the
timeline and change the mono channel to the best embedded channel.

Evaluating Dialogue Tracks and Audio Channels

159



In the A1 track, right-click the last clip, and choose Find in Media Pool.

©@®® [ MediaPool
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HyperLight Footage
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> Hyperlight Footage
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The media pool opens with the source clip selected in the list. In the preview player,
you can also see that it has only one audio channel.

In the A1 track, right-click the second-to-last clip (lime), and choose Find in Media Pool.

|Z| Media Pool
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Dialogue_Channels

Clip Name

Dialogue_Channels
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In the media pool preview player, you can see the eight embedded channels of audio
and can also see that the clip really was incorrectly mapped as a 7.1 surround clip when
it has audio only on channels 1, 4, 5, and 6. To better understand channel mapping,
let's edit this clip into a new timeline.

In the media pool Dialogue Channels bin, right-click the clip and choose
Create New Timeline Using Selected Clips.

Clip Nai

In the New Timeline dialog, name the timeline Channel Mapping. The other default
settings are fine as they are (especially Audio Track Type > Based on selected media).
Click Create.

Create New Timeline

The Channel Mapping timeline opens with a single track containing the eight channels
of audio.

Click anywhere in the timeline to make it active. Hold down Shift while scrolling up with
your mouse wheel, or in the toolbar, drag the vertical zoom slider to zoom in vertically
to the timeline track.

Hold down Option (macOS) or Alt (Windows) while scrolling up with your mouse wheel,
or drag the horizontal zoom slider to zoom in horizontally.

Evaluating Dialogue Tracks and Audio Channels
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The timeline clip confirms eight channels in a 7.1 surround track with audio waveforms

visible in channels 1, 4, 5, and 6. Each waveform is slightly different, indicating that they
were recorded using different microphones or represent a mix of several microphones
created by the production sound Mixer. The channels with larger waveforms indicate a

louder, more focused microphone recording of that person’s dialogue.

To evaluate and balance the levels of the dialogue tracks, you need to mute, solo,
delete, raise, or lower the levels of each audio channel. However, to exert that level of
control, you must map individual channels to separate tracks in the timeline. This is not
possible for multichannel tracks, as you will see in the next step.

Move your mouse pointer over the white volume overlay on the upper channel of the
clip. When the pointer changes to an up/down arrow, drag the volume overlay up to
raise the volume of that channel of the clip.

Notice that any change you make to the volume overlay on the upper channel also
applies to all other channels in the clip. So, that method clearly will not work for
dialogue editing because it doesn't allow you to adjust each channel independently.

Double-click the volume overlay to reset it or press Command-Z (macOS) or Ctrl-Z
(Windows) to undo the changes to the volume overlay.

Click the Toggle Automation button to turn off automation in the timeline.

With DaVinci Resolve 18, you can quickly convert any multichannel track to linked mono
tracks via the right-click shortcut menu. Once converted, you'll get linked mono clips

in separate mono tracks that are linked as a group. The clips are linked to each other
to maintain sync. This is especially handy when editing or moving them in the timeline.
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Additionally, the tracks containing the mono clips are linked as a group with a single
fader in the mixer for easy control and continued multichannel playback. You can keep
both clips and tracks linked as a group or unlink them as needed to achieve different
results. Let's try it.

Reduce the Vertical height of the A1 track so there’s plenty of room in the timeline for
eight tracks.

Show the mixer. Hide the media pool.

In the mixer, you'll see the eight-channel AT Audio 1 track and the B1 Bus 1 output.

Right-click the AT Audio 1 track header and choose Convert to Linked Group.

Evaluating Dialogue Tracks and Audio Channels 163



The timeline now includes eight tracks containing eight linked mono clips, while the
mixer still has only one eight-channel track.

Linked clips act as a single clip for editing, trimming, or moving in the timeline.
Selecting one linked clip selects them all. Plus, you can always recognize linked clips at
a glance because they show a Link badge in the lower-left corner of each clip.

One exception to the linked clips all-or-nothing restraints is that you can toggle off the
Linked Selection button to temporarily override the linked status of all timeline clips. If
Linked Selection is off, you can adjust the clip levels for the individual tracks.

Click the Linked Selection button (links connected) or press Shift-Command-L (Mac) or
Shift-Control-L (Windows) to turn off linked selection.

In the A1 track, drag the volume curve on the clip upward to increase the clip’s level to
match the approximate waveform size as the clip in the A4 track.

Toggle on Linked Selection.

NOTE It's a good idea to keep Linked Selection turned on unless you have a
reason to turn it off so that you don't accidentally move linked clips o