Media Notes 1
Film Terminology and Cinematic Effects

“the Shot” the building block of all filmmaking.  A single, uninterrupted piece of film.  The image that is seen on screen until it replaced by another image through some type of editing technique.  
ACTIVITY: Create a camera with your hands.  Focus in on an image, blink for just a second – then focus on a different image.  This is a shot.

Watch a film clip.  Every time you notice a scene change (black) clap.  This represents the “shots” in the film.
When discussing framing we are really referring to three (3) different types of shots.  The Long shot: when the entire body can been seen on the screen.  In the long shot the object on the screen appears small or appears to be seen from some distance.
The Close Up or Close Shot: The object or subject takes up nearly 80% of the screen space and therefore appears to be very large.  The CU forces the viewer to look at only what the director intended. 
The Medium Shot- when the subject can be seen from the waist up.  It is a neutral shot
Type of focus 

a. Soft: the subject is just ever so slightly out of focus.   Can be used in romantic films to create a lighter mood, but it can also be used to blur an image slightly in order to communicate uncertainty.
b. Rack: where character is in focus in the background of the shot and then the camera focuses on something in the foreground indicating its importance.  Eg. A character, in focus, is pacing, suddenly the phone rings and the camera is focused on the phone while the character is blurry.  We know that this phone call is important.
c. Deep: allows for all objects in the foreground as well as in the background to remain in focus.
Angles:  
Low Angle:  the camera is below the subject .  Used to  make the subject appear huge, powerful, dominating and in control

High Angle: looking down on the subject.  Used to make the subject appear small, weak, powerless, trapped…

Birds Eye View- looking over the top of the subject from above

Eye Level:  when characters are looking at each other on the same level.  This is a neutral shot.  Characters are usually on an even balance with this type of angle.  
Dutch Angle: tilting the camera to one side while focusing on a subject.  Often used in horror or gangster films to show an evil character or a dangerous situation.  The Dutch Angle can create tension or peculiarity in an otherwise static or normal situation, thus implying danger or moral uncertainty. 

Camera movement .  

d. Pan: when the camera pivots along the horizontal axis (the camera itself does not move).  Used in films to introduce the setting.
e. Tilt: similar to the pan, only the camera moves up and down (tilts) on its axis.  Usually used in a medium shot, and can be effective in communicating distance, size and strength.
f. Zoom: Camera starts out in a long shot, but slowly (without moving the camera, or its position) bring the subject in closer by changing the focal length of the lens.  Zoom is a way to direct the audience’s attention to a detail that the director does not want us to miss.
g. Tracking or Dolly: true movement of the camera itself.  It can enter and actually move us through the imaginative space of the film in the way the other camera movements cannot.  The camera may be on a track, a truck, or a helicopter, or it can even be held by the camera person.
LIGHTING

· the principal source of light on a set is called “key light” all other lights balance/soften this light

· 2 general descriptions

· low key light – chief characteristics = darkness, shadows, and patches of bright key light > creates question, mood of suspicion, mystery, danger (horror and detective type movies)
· high key light – chief characteristics = brightness, openness and lack of shadows (romantic comedies, musicals…)

· neutral lighting – “average” lighting (eg) most TV programs are in neutral light
· bottom/side lighting – light shines below chin – revealing shadows on face, or from side – shows only ½ of face - has the effect of creating characters that are evil or hiding something or morally ambiguous
· front lighting – light shines evenly across subject – sometimes creates halo effect (shows innocence or openness)  

· **the way in which a character and scenes are lit can give an audience quick info. without dialogue – for this reason it is one of the most important tools filmmakers have @ their disposal

SOUND

· 3 basic categories of sound

· Diegetic – any sound that could logically be heard by a character within a movie environment (ie) cough, cat yowl (background noise such as traffic)
· Non-diegetic – sound that cannot logically be heard by characters in the film – it is intended for the audience only (ie – JAWS duuna, dunna, dunna…. ) 
· Internal Diegetic – if only one character can hear these things the sound is internal (eg) soliloquy
EDITING

· simply put, how the director chooses to move from one shot to the next

· **most common edit is called “cut” – quite literally one piece of film is cut and then affixed to another; the result = a tiny split second of black (blink)

· THE FADE – when image entirely fades away to black (used for noticeable period of time, to denote the end of a scene) (eg) old school movies – couple would enter the bedroom – fade to black – refocus on couple in bed smoking – obvious passage of time, and activity

· DISSOLVE – image is slowly fading to black but instead of going completely black another image (different) begins to slowly fade in.  Often used to make connections between 2 things/characters
· CROSSCUT – allows the director to show events that are happening in different spaces simultaneously (eg. Happy suburban town, kids playing in the streets – cuts to missile screaming to earth – cuts back to kids playing, back to missile… suggestion has been planted- impending doom.  It is used to create suspense or create a linkage between characters (2 people in different places thinking about each other at the same time…)
· FLASHBACK/FLASHFORWARD – designed to give the viewer important information about what has happened in the past, or what happens in the future. 

· EYELINE MATCH/POINT OF VIEW SHOT – character is looking at something intently – camera focuses on character first, then breaks to focus on what he/she was looking at and then back to character again.  

