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Synopsis:

This dynamic, fast-paced, interactie workshop provides Conference participants an opportunity
to explore the categories of cinema sound - dialog, backgrounds, sound effects, and music.
This workshop culminates in a fun and educational "Family Feud' Style Exam.
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This dynamic, fast-paced, interactive workshop provides Conference participants 
an opportunity to explore the categories of cinema sound - dialog, backgrounds, 
sound effects, and music. This workshop culminates in a fun and educational 
'Family Feud' Style Exam. 
             

A UNIQUE, PROVEN TESTING & ASSESSMENT METHOD - a brief history 

Over the past two decades, there have been countless evolutions in the production 
and distribution of moving image content. This combined with myriad evolutions 
in student learning styles, offers possibilities for avant-garde testing and assessment 
methods to gauge student learning in specific disciplines of filmmaking. 

The art of cinema sound is a very specific and often demanding art form, and  
many times students have a built-in apprehension against this art. Many of the 
traditional testing and assessment methods for this art form are also intimidating to 
the majority of film students I have taught. Offering students a mid-term or final that 
is designed to be less intimidating, more interactive and engaging, team-based, and 
much like one of America's favorite game shows, forms the genesis of what I call 
the 'Family Feud' Style Exam. 

In an effort to address these concerns within one mid-term, I have developed the 
'Family Feud' Style Exam, and have administered it during the past two years 
spanning eight sections of an introductory Cinema Sound course. This exam has 
grown in popularity with students, has taught me a great deal about modern 
teaching methods, and has received positive feedback in course evaluations. After 
each mid-term, the students and I review both the final results of the exam, and the 
effectiveness of this teaching and assessment method. I ask whether it fits their 
learning styles better, and whether they feel it is unique, engaging and 
collaborative, as well as educational. 

I ask the students, by show of hands, how many of them would have passed the test 
if it were administered in a traditional multiple-choice, short answer, or fill-in-the-
blank style. None of the students raised their hands. I also asked the students how 
many of them thought they would have failed the exam if the content were to be 
delivered using older, traditional testing methods. It was unanimous consent the 
students knew they would fail the exam. 

Then I asked the students how many of the other instructors of their classes were 
exploring and experimenting with diverse, un-traditional testing methods. It was 
also unanimous that all their other classes still used the traditional testing and 
assessment methods, such as true/false, fill-in-the-blank, etc. In one class, a student 
who was very passionate about learning the art of cinema and sound, expressed 
dismay in regards to another one of his mid-term exams offered in a different class. 
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When I asked him to explain, he said that he had just received a grade of 'A' on a 
mid-term exam in another course, and said that he didn't learn a thing. I asked him 
if it was because it was a multiple-choice exam and that he used the process of 
elimination to arrive at the 'most plausible' answer. He said that was exactly how 
he passed the test, and repeated that he didn't learn anything from that style of 
testing and assessment method.  

I asked this particular student what he thought of the 'Family Feud' style mid-term. 
He said that it was very educational, engaging, collaborative, fun, tense, and 
informative. He said that he was also able to more adroitly apply the skill sets to  
his work. This student said that most of all, he actually learned and retained the 
material, and that he was able to use the basic cinema sound terminology correctly 
in collaboration with his classmates. 

Over the past sixteen years, I have explored and experimented with the teaching 
and assessment methods that most resonate with current learning styles. Based on 
the amount of positive feedback directly from students, I consider the 'Family Feud' 
Style Exam to be a successful, un-traditional, and avant-garde teaching and 
assessment method. Cinema sound is a difficult language and skill set for film 
students to understand and assimilate. This style exam offers a fun and informative 
alternative to student assimilation of what can often be an intimidating art form. 

STUDENT FEEDBACK 

We walk into class, afraid of the unknown, because of the unconventional exam. 
Through the process, we become more comfortable with each other and collectively 
stumbled through it, realizing that we needed to think about what we had learned in a 
more practical way. 

We felt that before that point we were being silly and just learning a little. After the 
mid-term we realized this was a serious class and that we should take it as such. 

The Family Feud style mid-term was not only fun, but I also learned a lot. 

CONFERENCE PRESENTATION 

The following pages represent the slide presentations that will guide conference 
participants through the categories and terminology of cinema sound, followed by 
the 'Family Feud' Style Exam Answer Key, and the Exam the participants will see. 
During the actual course, each category of cinema sound is explored over a 3-hour 
class period, and the Exam also requires a 3-hour class period. Exploring this much 
material and a 'Feud' during a 90-minute conference workshop requires it to be 
fast-paced, energetic, dynamic and collaborative. 
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dialog 
• lip synch dialog 

 - Production Dialog 
 - Synchronous w/ Picture 
 - On-Screen Characters –> CU/ECU 

• non-lip synch dialog 
 - Asynchronous 
 - Voice Over 
 - Narration 

• ADR 
 - Automated Dialog Replacement 
 - Why do ADR? 

 
 

lip synch dialog 

• production dialog 
 - Production Mixer 

 - Boom Operator 

 - Utility (cable wrangler) 

 - On set dialog 

 - Room Tone (aka – ‘Presence’) 

 - Ambience (location, environment, industry) 

 - Production Sound Effects 

non lip - 
synch dialog 

• voice over 
 - Represents Internal Character 

 - IS a Character in the Film 

 - Apocaplypse Now 

 - Reveals inner thoughts, ideas,  
   plans, goals, exposition, etc. 

• narration 
 - IS NOT a Character in the Film 

 - Think Documentary-Style 

 

ADR 
• Automated Dialog Replacement 

 - or Automatic Dialog Replacement 
 - or Additional Dialog Recording 
 - On-set dialog = unusable 
 - Sometimes preferable / sometimes not 
 - Actors’ Choice 
 - Looping 
 - Synchronous vs. Performance 
 - http://filmsound.org/terminology/adr.htm 
 - http://img-nex.kongisking.net/kong/movies/PPD-18WeeksToGo_qt6_high.mov 

voices recorded 
on location 

-  Lip-Synch / Sync-Track 

-  Wild Lines – Recorded w/out the 
  Camera rolling - placed in synch 
  during Post-Production Sound Design 

-  Scratch Track – Used as a Guide in Post 
  can be synch or wild 

-  Loop Group – Non-Lip Sync Voices of 
 Groups of People in Background - WALLA 

voices recorded 
in the studio 

-  Narration 

-  Voice Over 

-  Voice to Picture – non-lip sync 

-  ADR – lip-sync 

-  On-Air Interviews / Pre-Recorded Broadcast 

- http://en.wikibooks.org/wiki/Movie_Making_Manual/ADR 

 
Designed and Created by Lee C. Payton for use in Audio Courses offered by Columbia College Chicago
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What Are 
Sound Effects? 

(SFX)	
  

•  SFX are sounds that are added ��
to or layered against the picture, 
that enhance the illusion of 
reality, set a mood or tone, ��
and add theatricality and focus ��
to specific events, or moments ��
in the picture 

We Use  
Sound FX to… 

•  Support the Story 

•  Enhance Realism 

•  Create Illusion 

•  Set a Mood, Tone, or Focus 

•  Re-Create Reality 

•  Bridge Gaps in the Timeline 

•  Transitions 

Sound FX 
can be… 

•  Synchronous – from an ��
on-screen source = accuracy, ��
sync, perspective 

•  Asynchronous – from an ��
off-screen source = more freedom, 
fit sounds for theatricality 

Sound FX 
- by type - 

•  Presence – Ambience – Room Tone 

•  Mechanical – continuous, 
repetitive, machine made 

•  Specifics – on screen / off screen 

•  Foley – human sounds that 
simulate reality 

Sound FX 
- by source - 

•  Location – recorded on set, matches 
production sync, on-set foley 

•  Library SFX – well recorded, 
difficult to capture, needs layering 

•  Custom/created – Ben Burtt 

•  Foley – human sounds that simulate 
reality 

Created by Lee C. Payton for use in Audio Courses for Columbia College Chicago 
Still Images - Public Domain, Wikipedia Commons, and Vancouver Film School
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Sound FX 
- Foley - 

•  Footsteps 

•  Clothing noise 

•  Body movements 

•  SFX per character 

•  SFX per prop 

•  Add LIFE per character 

•  Each Foley Take is called a PASS  
Still Images Public Domain - Used for Fair Use & Educational Purposes Only	
  

Foley is the art of recording post-production sound effects in real time to match the picture. Vancouver Film 
School has its own Foley studios. Find out more about VFS's one-year Sound Design for Visual Media program at 

www.vfs.com/sounddesign - Wikipedia Creative Commons 

Sound FX 
- the work - 

•  Spotting Session 
•  Filling Scenes with Backgrounds, 

i.e. presence, ambience, room-tone 

•  Replacing Mechanical Effects 
•  Designing Specific Effects 
•  Creating Foley – per character, 

per action, per prop 
•  ALWAYS think about the MIX 

Sound FX 
- Foley Recording - 

•  Prepare – analyze action to be 
replaced – spotting session 

•  All about the ‘feel’ or the 
‘impression’ 

•  Gather props before-hand 
•  Record in ‘passes’ – footsteps pass, 

clothing pass, props pass, etc. 

•  Use similar microphone as on-set 
•  Record in MONO! 

Sound FX 
- Mixing - 

•  Sound level – too hot, kills ��
the illusion 

•  Perspective – reality counts, 
listener’s perspective 

•  EQ – Foley and added SFX must ��
match production 

•  Placement – movement of sounds 
around the visual plane, 5.1 surround 

Created by Lee C. Payton for use in Audio Courses for Columbia College Chicago 
Still Images - Public Domain, Wikipedia Commons, and Vancouver Film School
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Music in Cinema 

John Williams Conducting the Score!
for ‘Raiders of the Lost Ark’- Wikipedia Commons!

Music for Film can be… 
•  original Score	
 ‒	
 music	
 composed	
 
	
 specifically	
 for	
 the	
 film,	
 usually	
 played	
 ���
	
 by	
 an	
 orchestra	
 or	
 synthesizers	
 

•  Pop Songs	
 ‒	
 either	
 found	
 &	
 used	
 ���
	
 (Martin	
 Scorsese),	
 or	
 written	
 for	
 the	
 ���
	
 film	
 (Titanic)	
 

•  Diegetic Music	
 ‒	
 music	
 coming	
 from	
 ���
	
 a	
 source	
 within	
 the	
 film’s	
 world	
 (also	
 
	
 called	
 ‘source’	
 music	
 ‒	
 Deer	
 Hunter)	
 

Music for Film can be… 

•  non-Diegetic Music	
 ‒	
 music	
 coming	
 
	
 from	
 a	
 source	
 outside	
 the	
 film’s	
 world	
 

•  Stinger	
 ‒	
 a	
 music	
 cue	
 that	
 punctuates	
 an	
 
	
 emotion	
 or	
 action,	
 drawing	
 attention	
 to	
 it	
 

•  Stab	
 ‒	
 a	
 short,	
 sharp	
 stinger	
 
•  Playback	
 ‒	
 music	
 played	
 over	
 
	
 loudspeakers	
 during	
 a	
 musical	
 number	
 

Music for Film!
can come from… 

•  recorded on Location 
•  composer ‒ Performer 
•  commercially released 
•  library Music 
•  Public Domain 
•  Performance Based	
 
(documentaries,	
 concert	
 films)	
 

Some general Music!
Scoring terms 

•  cue	
 ‒	
 each	
 individual	
 piece	
 of	
 music	
 ���
	
 that	
 comprises	
 the	
 score	
 

•  Score	
 ‒	
 only	
 the	
 audience	
 can	
 hear	
 it	
 
•  Source Music	
 ‒	
 characters	
 can	
 hear	
 it	
 
•  Motif	
 ‒	
 a	
 recognizable	
 unit	
 within	
 ���
	
 a	
 composition	
 

Some general Music!
Scoring terms 

•  Leitmotif	
 ‒	
 a	
 motif	
 associated	
 with	
 a	
 
	
 particular	
 character,	
 situation,	
 or	
 action	
 

•  temp music	
 ‒	
 cues	
 in	
 place	
 during	
 scenes	
 
	
 while	
 waiting	
 for	
 the	
 final	
 score	
 

•  Mickey Mousing	
 ‒	
 score	
 where	
 
	
 characters	
 move	
 in	
 close	
 sync	
 but	
 ���
	
 aren’t	
 dancing	
 (Saturday	
 Night	
 Fever)	
 

Created by Lee C. Payton for use in Audio Courses for Columbia College Chicago 
Still Images - Public Domain, Wikipedia Commons, FSU Film School and LCP
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Some general Music!
Scoring terms 

•  cue Sheet	
 ‒	
 a	
 record	
 of	
 each	
 cue	
 used,	
 
	
 where	
 &	
 how	
 used,	
 rights	
 

•  Logo	
 ‒	
 music	
 that	
 represents	
 a	
 studio	
 
•  Main titles	
 ‒	
 introductory	
 music	
 cue	
 
•  Bridge	
 ‒	
 cue	
 that	
 makes	
 a	
 transition	
 ���
	
 from	
 one	
 mood,	
 time	
 or	
 place	
 to	
 another	
 

•  curtain	
 ‒	
 music	
 cue	
 that	
 opens	
 or	
 ���
	
 closes	
 a	
 sequence	
 

Some general Music!
Scoring terms 

•  underscore	
 ‒	
 music	
 under	
 dialogue	
 
•  End title Music	
 ‒	
 final	
 music	
 curtain,	
 
	
 wraps	
 up	
 the	
 story	
 

•  End credits	
 ‒	
 music	
 cue	
 played	
 ���
	
 over	
 credits,	
 refers	
 back	
 to	
 Main	
 Title,	
 ���
	
 or	
 reflects	
 changes	
 

Types of Music Licenses for 
Film & Video Production 

•  Synch License	
 ‒	
 to	
 sync	
 music	
 with	
 ���
	
 the	
 picture	
 

•  Master use License	
 ‒	
 to	
 use	
 a	
 
	
 prerecorded	
 piece	
 of	
 music	
 

•  performance License‒	
 to	
 broadcast	
 
	
 on	
 TV,	
 internet,	
 project	
 in	
 theater	
 

•  Mechanical License	
 ‒	
 to	
 make	
 &	
 
	
 distribute	
 DVDs	
 

Ways we use !
Music in Films (Aaron Copland) 

•  Music	
 ‒	
 evokes	
 a	
 time	
 or	
 place	
 
•  Music	
 ‒	
 expresses	
 or	
 augments	
 ���
	
 unspoken	
 or	
 unseen	
 thoughts,	
 emotions	
 ���
	
 &	
 circumstances	
 

•  Music	
 ‒	
 provides	
 a	
 neutral	
 BG	
 for	
 ���
	
 voice	
 &	
 picture	
 

•  Music	
 ‒	
 helps	
 build	
 continuity	
 
•  Music	
 ‒	
 contributes	
 to	
 theatrical	
 buildup���
	
 &	
 plot	
 resolution	
 

Ways We Use !
Music in Cinema !

by AARON COPLAND


Music in Cinema… 

Evokes A Time or Place!
 

Created by Lee C. Payton for use in Audio Courses for Columbia College Chicago 
Still Images - Public Domain, Wikipedia Commons, FSU Film School and LCP
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Music in Cinema… 

Expresses or Augments Unspoken 
or Unseen Thoughts, Emotions!

or Circumstances!
 

Music in Cinema… 

Provides A Neutral Background!
for Voice & Picture!

 

Music in Cinema… 

Helps Build Continuity!
 

Music in Cinema… 

Contributes to Theatrical 
Buildup & Plot Resolution!

 

Created by Lee C. Payton for use in Audio Courses for Columbia College Chicago 
Still Images - Public Domain, Wikipedia Commons, FSU Film School and LCP
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CONFERENCE PRESENTATION, continued 

During the first half of the workshop, I will present the categories of cinema sound 
using the slides, but without the usual in-depth class discussion employed in the 
actual course, for that would take too much time. This will require conference 
participants to be thoroughly active and engaged, and to take notes. During the 
second half of the workshop, participants will divide into two 'Families' and 'Feud' 
over the answers. 

The game itself is created using a simple Excel spreadsheet, with all the answers in 
white text. Each Family receives a color, and when they get a correct answer, the 
cell background in the spreadsheet is changed to their color, and the correct 
answer appears in the type. There are usually no more than three correct answers 
before the next Family takes a turn. This makes the final grading more consistent, 
and fair for all participants. In many instances, both Families may receive a point, 
and two categories offer double points. 

SUMMARY 

The 'Family Feud' Style Exam has proven to be a fun, entertaining, and educational 
way to study the art of cinema sound. This art poses a tangible intimidation to most 
film students. By presenting the testing and assessment method in an un-traditional 
and avant-garde style context, this method reaches out to contemporary learning 
styles, and provides a challenging and nurturing environment for students to 
explore the art of cinema sound. 

 

ACKNOWLEDGMENT & CITATIONS 

http://www.familyfeud.com/ 
http://en.wikipedia.org/wiki/Family_Feud 

• Created by Mark Goodson 
• Originally Produced by Goodson/Todman Productions 
• Original Premiere on ABC - July 12, 1976 
• Original Host - Richard Dawson 
• Current Host - Steve Harvey 
• Original Distributor - Viacom Enterprises 
• TV Guide Ranking - 3rd out of 60 greatest game shows 
• 5th highest rated show in syndication (2011-2012) 
• 2nd highest rated show in daytime television (2012-2013) 

Photo at left - Public Domain 
http://commons.wikimedia.org/wiki/File:Richard_Dawson_Family_Feud_1976.JPG 




