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History of films

e gAUNION (A.A. 1815 — 190/)
e IANULIDYU (A.A. 1908 — 1928)
e JANUDIAID (A.A.1928-1945)

o MwauasuJooUu (A.A. 1965-Tooul)
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wunAalaalad (Phenakistoscope)

Y »* ’ ! v - ) - i
~ 4 { - ‘-.&JJv" ol v . h
3 ’ \ L e e LS. V' — \ d
T | i = T
: — e Fa; o o o

A A AN AR RANRNRRRRNRRRRRRN
>> 0 >> 1 >> 2 >> 3 >> 4 >>



THE EIITEOGRAPH.
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Yloalad (Mutoscope)

The Mutoscope

For Pennies A Moving Picture Machine

enlific Amer
7. No example of this version is known to | ant. It may
produced, but used only for demonstr: 1 within the
])ILIIIISC\ of the 84 badway establishment. (See pages 59f]).
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VVL]ODC\S:QanL_JIIOS' 1a: Aulaalau (Kinetoscope)
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SARULIDYU (A.A. 1908 — 1928)
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A STORY OF LIFE AND LOVE IN THE ACTUAL ARCTIC

Pol\? fure
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SARULIATD (A.A.1928-1945)
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Nationality Ot Film

o Story Telling
e Maya
o Time & Space
—  Flashback Flash forward
e Conlflict
e Theme/Plot /Treatment /Screenplay
e Act/ Sequence /Scene / Shot
e Open Form & Close Form/formalism & realism

e GENRES >> doais

A A AN AR RANRNRRRRNRRRRRRN
>> 0 >> 1 >> 2 >> 3 >> 4 >>



WUDUYOLMWEUCIS

e NDUNLNUJOLMWEUQAS
— mwnoowiu View Fielder 13ranmsuon “mwaac” (Persistence of vision)
- &0

e Jolancnouov TV NU Movie
— Aspect Ratio

— Film Rate

— Context
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ADUIANCNOS:KHIIOMWEIUAS a:AasinshiAd la:a:Asion

e ADWIANCNOS:HIDAMUN
e IONChORANUUMISIAQD

e ADWICNCMOYOLSUIVUUNA:ASKHSOUNNMWEUQAS
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Story board

Screenplay

ldea ,Theme
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Inuidoo rso 8u(Theme)

e SunIdunmswuovlan (Focus on the world view)

A

pRIdudhuosund ( Focus on emotion)

L
oL

pnIdudna:as(Focus on character)

[
oL

e SunitiulAsoiSov( Focus on plof)

o SuNilualndndosieaidaauovonsuni( Focus on style and

texture)

e sunibunuoAa (Focus on ideas)
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Inuidoo rso 8u(Theme)

e SunIiuUrumavAU(social problems)

uAIunoWAGAUArUsssU(Moral)

L
oL

b

IJucnurndAsaWIduuyue(Human dignity)

[
oL
L.

U
o MwauasnItiuacWAadU&Dsssuuoouuus(Truth of life)

o MmwauasnitiunowAaMudrumIasu(Coming of ages)

e SunaNNItuAWELWUSHBUBOUYODUUUE(Human relations)

o nOWAAKANNILUUSOU(Philosophical riddle)
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Insoidoo nsowdoa (Plof)

e AOWAUWUSNCIOIToLIKTIUUNU 8U(Theme)ia:dina:as(Character)
o Uudangin(Conflict) H3ooUassANInadUiUBoD

e (INO3LIAIISOLSONLRUANINAZUUUIANITUISODUOLAASTTIUNKINE
(Goal) uvoghoiiarMLIKIATLICKLNSUU
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Judangio(Conflict)

e Uudangionmelu (Internal Conflict)
e UudangiooinMmeuon (External Conflict)
e AoWdJangonusssusd (Conflict with nature)

e AOWJAITOAUEDAU ©oFNs KSonuoamucnos (Conflict with

social)
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InsoiSovuens (Treatment)

e BIAOUE (Sequence)

e 0N (Scene)
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Three-Act Structure

Climax of
Midpoint Act Two

Climax of (a big twist) Di Crisis

Act One Climax of
Act Three

(confrontation) (resolution)
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-
Dramatica Act Structure
Crisis, |

Climax,
clulion of
Complications . _Flot Points &
and Interactions Story Dynomics

| Acrt | Acrn | Actm | AcTiv
Big Picture Throughli Overall Story Overall Story Overall Story Overall Story
Pursuit of the Story Gao Signpost 1 Signpost 2 Signpost 3 Signpost 4
Personal Throughline Main Character Main Character Main Character Main Character
thoin Chorocier Arc Signpost 1 Jignpost 2 Jignpost 3 Signpost 4
Oppaosition Throughline Impact Character Impact Character Impact Character impact Character
Impact Chorocter Arc Signpost 1 Signpost 2 Signpost 3 Signpost 4
Relationship Throughline C/IC Relationship | MC/IC Relationship | MC/IC Relationship | MC/IC Relationship
Relofianship Growih Signgost 1 Signpost 2 Signpost 3 Signpost 4

.+ Journey 1 Jouvrmey 2 ++., La="

Inciting Event First Act Turn Second Act Turn Third Act Turn Cencluding

(Stary Driver] (Story Driver) [Story Driver) (Story Driver) _ Event
{Story Driver)

* NOTE: The nature of each Signpaost and Journey is determined by the story’s Starytarm.
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e O0EUMW (Aspect Ratio) lla:wsuisa (Frame rate-FPS)

e YLNOMW LUUOODMW llamsindoundoo (Shots size, Angles and

Camera Movement)
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O0SAUNMW (Aspect Ratio)
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WsuIsA (Frame rate-fps)

o S:UuUWND( PAL)

e sUUBUNBAD (NTSC)
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JuUNONMW JUUOODMW lla:1n&ounaon

(Shots size,Angles and Movement)

Camera Shots, Angles and Movement




Frame Rate

e Pal: 25:]
o NISC: 301
o Film: 24:]
e Sound : 25:]
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Aspect Ratio

e On Web / VCD : 360%240

o CCIR Pal : 4:3 /20%576

o CCIR NTSC : /20%486

e HD/20 : 169 (4:3%4:3) : 1280*/720
e Full HD /Wide screen/ 19201080

e Anamorphic : 2.35:]
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[U9A widescreen/1.85
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Process
Concept & Big | H
Production SFX
dea
(:I ) (:I ) (:I
Script Storyboarad Edit & Sounad
f:I :I A r:I
Producti
- U.C - Casting Tape & Film
Design
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chIKUDIUOOENHNSSUKUD

E fi Assist
PTS;E;\S Producer Sale Director Direcstscl)sr Q]H/C; /3 Script Writer
_ Production e
Casting Actor/Actress , Art Direction Costume Make up
Design
Director Of St &
Gaffer e Best Boy o e Nellllelilely Continue
Photography Stand In
Script Product
C“F_) oueen Catering SFX Sound Design Music
Supervisor Manager

Editor
..........LT.J.........'
>> 0 >> 1 >> >> 3 >> 4 >>
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GENRES

Crime &
Action Adventure Animation Biography Comedy e
Gangster
Documentary Drama Family Fantasy Film Noir History
Mystery &
Horror Independent Musical U Romance Sci-fi
Suspense
Sport Shot Thriller Epic Western Wars
Erofic
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Camera

e Scale

e Movement
e Speed

® focus

e Point of View

e Continuity
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Shot

e JQULNODINAU
e MWILNID Fowounals 1aad Action
e MWEDIAU EIduosucd 88090

e OONIUUMUAIUSANUOLMSIANISOD
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Estrablish Shot : ES.

e Uonamunnuniy

® ASILUSSENNMA

4 : }
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long Shot : LS.
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e UONMsIaNsouon Action
e Wounale

e Full Shot
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Medium Long Shot : MLS.

e [SUIRUARUNUNIAAD

e IKUNMMY Acting
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Medium Shot : MS
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J\

e IKUAKLN 8L Acting
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Close-up : CU.

e IRUSIUAIDSIQOEHUN

e laavosund Dramatic ‘f:
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Big Close - up : BCU.

)

e |UULINA -

e U IEAIDNN
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AWADU

e Over shoulder shot
— Wlha AUQSAnTdonsunisouNdU

— U WanuoLMwW
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Movement
e FDINAOUNAOD FDESILONSUNISOU
o ADWSEND:SUISHIU
e Stafic
e /oom in/ Zoom out
e Dolly / Track / Dolly s10lAb
e Pan / Tilt

e Crane

e Handheld
.......................'
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Speed

e Hi Speed
- Qoan

o low Speed
- Wollu

— laqusheaida
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Focus

e WolluNoaNoeNNKkAUAURD

o MKMWQaNJIU

N
:
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Point Of View

e UARAN 3
— IKJounuqiDuuanan 3 NIUQIKaMsnUludon
o UANAN |
— IKJounuqiducansiuison hivogukamsniuuias

— Handheld

— Shot INULYEN
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Angle

e LUUOLNADL

N

‘ Uiliog ) DA
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Point of view

e LUNU Bird eye view

— NOAU AUQOEIKTONMN

—  MYUSOUAUMWNID DARULULOLNIIKNY
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Angle

e JUbY

— MWQaLIKNJ AUQENADENN
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Continuity

e MSIUAILULNOMW
— JUnosthuLnawsuImMe UL cionu

— MSUTUNGoLAOLIUINNDY 30 oM

e Acting
— Eye line
— Movement

e 1AU180 ouvmM

A A AN AR RANRNRRRRNRRRRRRN
>> 0 >> 1 >> 2 >> 3 >> 4 >>



au 180 oovm

S
.f#
2

=
o
- -
=

A |3
AN




The rule states that the A way in which the 180-degree
Camera should stay on one side an ! rule may be broken would be
imaginary line. The aim isto allow through camera movement. If the
the filming to stay interesting, but line is crossed during a pan or
whilst not breaking the continuality dolly shot this can change the

of the shots. audience’s viewpoint and

therefore the actor’s eye-line.
To avoid confusing the audience,

this rule isn’t usually broken
Another way that the 180-degree

rule could be challenged is by

especially in casessuch asa

conversation and action

sequences. However, sometimes having one character look off-

the rule may be broken for screen toward a secondary

character, and then cut to them

PersonTwo looking back. Whilst they are
—

effect, for example if the aim is

to purposely disorientate the

audience. It may also be used to shown facing different directions

the audience assume they are
set the scene.

looking at each other.

If the 180-degree rule is broken in over-the- The statecthat the camerashould

shoulder shots it may appear that the actors move 30-degrees around the same subject to avoid a

eye-line’sdo not match and therefore are jump cut. This works hand in hand with the 180-

looking in the opposite direction, therefore the degree rule asit reduces the movement surrounding

two people should always be on the same side of it. The rule is helpful in overcoming jump cuts that

the frame. may occur if same kind of shot is being repeated as

Rebecca Gatfield well allowing the narrative to flow seamlessly.
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Master Coverage shot
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Reaction Sho

mmm&mz
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Mise en’ Scene

e Camera

e Composition

e Psychology

o Colors &Texture

e lighting
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Camera

e frame
e Movement
e [ocus
e Angle

e Point of view
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Composition

e Shape & Space
e Direction / Swingline
e Flat Composition

e Golden Section
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mell

e Theory of Rational Editing
- 30/30
— 180 degree

— Moving Camera

e Montage
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Transition

e Cutto Cut
e fFade in & out
e Dissolve

® Iris

o Wrap
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