Research Timeline
Researcher:  Dr Leslie McMurtry  
	Date
	Rationale of research activities and decisions undertaken

	15/01/17
	Purchase of the Zoom H1 microphone
Having been accepted as the spring 2017 Artist in Residence, my residency was due to start in March 2017.  With a growing interest in soundscapes, I made an investment in a Zoom H1 microphone, a small, basic but industry standard microphone for recording audio.  In preparation for its use in the Badlands, I began using it to record foley.  

	08/03/17
	Site visit 
After arriving in Rapid City, SD, the night before, I was picked up by Ranger Ed Welsh, who drove me to the Badlands National Park (about 2 hours’ drive) and introduced me to the physical landscape of the Park as well as shared his geological and paleontological expertise about the area.  This discussion began to frame the way I began to approach the gathering of materials to write the audio drama.  It also inspired the possibility of including a Pteranodon
 in the audio drama.  We also drove by the ghost town of Conata, which also inspired me to include it during its heyday in the audio drama.  I also made my first field recordings in the Badlands on the Zoom H1, some of which would ultimately be used in the production of the drama. 

	10/03/17
	Gathering of soundscapes 

After discussion with Ed Welsh, I embarked on creating a series of soundscapes for educational purposes, each to illustrate a particular time in the Badlands’ history and to coincide with dioramas/specific exhibits within the Badlands Visitors’ Center, some of which were later heard by school children (see below). This time-consuming process stretched my abilities as an audio producer.  It also impacted on the writing of the script (in that I could see the possibilities of a prehistoric soundscape as a setting) and later on the production, as I understood the complex process of layering sounds to create an aural environment.

	12/03/17
	Wrote ‘Wanted qualities in final piece’ & first notes/draft of audio drama
A decision informed by having lived and researched in the Badlands for a week; the first notes on the script began to form as I decided which stories I wanted to tell within the methodology I had set for myself.  

	27/03/17
	Interior Do It Yourself Audio Drama Story - The Legend of the Big Race – script completed 

As part of the Artist in the Schools session at Interior School (see below), I composed two scripts intended for live performance by the school children, one for the lower grades and one for the older grades (the schools in both Interior and Kadoka were small enough to make this practical).  The script for the older grades, “The Legend of the Big Race,” was based on writing by James LaPointe, recounting a Lakota legend.  It was intended to give the students the chance to perform as if in a live radio drama broadcast, providing their own foley effects.  I had never written such scripts before, and in writing them for this specific purpose, I began to understand SFX in audio in a different way and consider how little was actually needed to create a convincing storytelling environment for audio.

	29/03/17
	Artist in the Schools session at Interior School

Meeting with inhabitants of Interior, the small town just south of the Badlands north unit, gave me an insight into the lives and personalities of people living in a remote, rural area with the Badlands landscape on their doorstep and gave me a better understanding of the cultural mix of people whose backgrounds were likely to include some Lakota ancestry/family ties.  This impacted the writing of the 20th and 21st century characters in the finished audio drama.

	17/05/17
	Completion of character sketches & Script v. 15 (final draft)
The final draft of the script was completed shortly after I finished writing character sketches for all of the characters (which I had begun to compose on 20/03/17).  Knowing the entire histories of these characters from birth to death helped me not only understand them but also make clear in my own mind their genealogical connections to each other. 

	05/08/17
	A Cup Clinking mixed and completed

This short audio drama was my “test” for production purposes, allowing me to play around not only with the functionality of Desktop Audio Workshop Adobe Audition, but also to use dialogue, Freesourced music and SFX, integrating them with studio radio recordings I’d made in Radio Studio A and foley I extensively recorded myself using the Zoom H1.  I uploaded the finished drama to Soundcloud.

	26/01/18
	Actor recording using Zoom H1

While the majority of actors’ performances in LUYF were—by necessity—recorded remotely by the actors themselves, I had the opportunity to record a few of the actors (including Sebastian Touray, playing Jean-François Hunoult) in studio or in make-shift studio.  The recording itself presented challenges that necessarily changed elements in the script—Jean-François was in scenes with Joseph Morgan and Wanaghi, vocal performances that had been recorded remotely and against which Touray had no reference point.  This recording was one of my only opportunities to offer direction to a performer in situ
 which changed my relationship with the script (in terms of how I spatially envisioned the scene and what could ultimately be achieved practically).  It also required me to use good microphone technique using the Zoom H1.

	05/04/18
	Artwork donation sent 

The final package of script and audio files were posted back to the Badlands, marking the completion of the project.


� Strictly speaking, in the Cretaceous period, the area of the Badlands National Park was a shallow sea, part of the Western Seaboard, and therefore no dinosaur or flying reptile fossils have yet been discovered (instead, Cretaceous turtles and marine reptile fossils have been found).  The discussion with Ed Welsh centered around pterosaur fossils found outside the Park boundaries on the eastern approach. 


� Direction of a kind is available to the satellite audio drama producer by asking performers to do corrections to lines or choosing the most appropriate performance out of a series, but this is necessarily a limited way of working.





