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Logic Behind the Year 9 IT–Video Production Course.

1. Most people enjoy making videos and want to get the camera out straight away. However when they compare their own finished videos with ones made by experts, they feel disappointed. This is because the experts know some things that others do not. This course will show you these ‘secrets’ and let you ‘use the cameras’ a lot as you learn.

2. People learn best when they hear, see, and apply the new thing themselves. We follow that principle. When you meet a new concept, listen, talk about it and try it out yourself. Create something that is totally yours with it. This way it will become an automatic part of you, and you can use it to build more new things.

3. We have built a pattern into this course. Understand its ‘roadmap’. This way you will be able to anticipate what will come next. You will be able to look back and see what you have learnt. You will see where all of the secrets – the Video Production Techniques – fit in with one another.

4. Are you expected to remember everything? No. You just need to know where to look for things when you forget them. If you use them often enough, you will find that you don’t have to learn them – they will become a part of you. Like walking and speaking.

5. Your instructor does not want to waste energy forcing anyone to work – please do that to yourself. If you lose interest, take a breather then come back (but tell your teacher). Be on time or arrive early. Help others and seek help from others. We are a team of unique individuals together, not against one another. There is plenty of room for everyone, for all types, for all ways of thinking. Be accepting of one another and rejoice in difference – it adds spice to a creative existence.

Course Phases

1. This course progresses through three-plus-one phases:

a. Phase one – New concepts being met and incorporated into your own collection of understandings. You will build up a script for a video throughout this phase.

b. Phase two – We watch a movie created by experts. We observe them using the same video production techniques we have learnt. We seek to understand what has happened behind the cameras and why, because we want to do the same ourselves.

c. Phase three - Creating your own video from idea to plan to film to edit to render.

d. Plus - Participation the ‘3in6-2005’ Video Competition, in which many teams will create a 3 minute video in 6 hours. Will you be the State Champions for 2005?

Class Rules.

1. No - Being late (over 5 minutes) for class incurs an automatic detention – be on time. 

2. No - Internet use during class, unless it is a required part of the work. 

3. No - Computer games in class time.

4. Yes - Listening to music (on earphones) while working is OK (if your work is not affected). 

Getting and Giving Help

1. If you need help, place a small object on the top of your monitor – that is a ‘help-please’ sign.

2. You must have sought help from at least two other students before asking the teacher – he is usually busy helping others.

3. How do you best help others? Help in such a way that they learn. Don’t just do it for them. Guide them so that they can do it themselves. 

Tasks and Assessment

1. On your 80GB removable HDD, you will find a folder tree with 14 task folders. 
Save your work here in the CORRECT folder, for marks.

2. Task Summary Grid: 
Each task has a title, a requirement, a sequence of activities, and an assessment component. The tasks are designed to build your skills and knowledge through discussion, observation and practice until you are ready to create your own major video project.

3. You will receive marks for your work, assessment items, theory test, your project, and the assistance and cooperation you give to others.

4. The task files are built on one another but saved with new names into the correct task folder. Please follow the instructions.

5. Students will participate in the VITTA “3in6” video competition on 27th October.

Tasks: (tick these as you complete them).
· 01 Still Photos

· 02 The Story

· 03 Camera Shots

· 04 Camera Angles

· 05 Camera Movements

· 06 Camera Focus

· 07A Camera Speed

· 07B All Camera Techniques

· 08 Lighting Techniques

· 09 Video Editing

· 10 Audio Editing

· 11 Directing Techniques

· 12 VPT in Movie

· 13 Major Video Project

· 14 Audience Screening

· 15 3in6-2005 Competition

Tasks Summary Grid  Have your name in the header of every Word file for every task.
	Task
	Title
	Knowledge/ Skills
	Activity – task files grow from one to the next.
	Assessment

	01
	Still Photos
	A video is simply a sequence of still images (called ‘frames’).
	Follow the Task 1 instructions below.

Load the sets of 5 photos into your computer and use Sony Movie Studio to create your ‘idea-video’. Include title frames at the start and credits at the end. Add a sound track with music, voice-over and sound effects.

Render to an avi file on your multi-media drive as:
 “still-images-task01.avi” into the “Task01” folder.

This is what video is like – with 15 or 24 or 30 (etc) still photos (or “Frames”) every second.


	Your rendered file.

	Instructions T01
	Split into two idea-groups – “Thief” and “Bully”.

b. As a group create (act) a still photograph that conveys your interpretation of the idea. Using a tripod and a digital still camera, photograph the scene.

c. Now create two more still photos (one ‘Before’ and one ‘After’.) 

d. Now add detail by inserting two more still pictures between the three you have created. 




	02

A

B

C

D
	The Story
	Understand that the story a video tells has a plot, happenings, characters, dialogue, setting and objects.
	Watch portions of the video “Video Toolbox – How to Make a Movie”, make bullet-point notes, then type these using Word, one after the other in the same document. Save as “Video Notes Task02”.

Now using these skills, begin to create your own adventure story.
	Film Notes and Adventure Story files.

	Instructions T02
	BIG CHALLENGE – VERY IMPORTANT!

You will have to write your own adventure story, and develop it more and more during Phase 1 of the course. This will eventually become a complete film script with plot, characters, dialogue, actor directions, camera instructions, audio suggestions, lighting suggestions, locations, props, emotional triggers and descriptions.

We will watch the instructional video first to help you understand your creative writing task (take notes), and then you write your own story based on the still photo sequence you were involved in for Task01. Use the following: 

2A Concept Statement (seven headings), 2B Characters (four headings), 2C Story (six headings), 2D Script (three elements).

	03
	Camera Shots
	Demonstrate and use the 6 camera-shots, and understand the purpose of each one for the videographer.
	Camera Shots (#6) 
The distance the camera appears to be from the subject is called the “Camera-Shot”. There are 6 camera-shot positions:

Establishing Shot (a lot of landscape, often at the start of the film)

Long Shot (people are small but recognizable as people)

Full Shot (you can see all of the subject but he/she fills the screen)

Medium Shot (people would be perhaps from waist up, filling the screen)

Close-Up (for example, person’s face would fill then screen)

Extreme Close-Up (for example, just the eye or ear would fill the screen)
	Word table with examples of 6 camera-shots, names and explanation of purposes.



	Instructions T03
	(a) Use hands to create a camera frame, look around the room and form each of the 6 camera-shots.

(b) Once again act out some of the still shots from Task01, but this time position the camera (and use the zoom control and other settings such as macro for close-up) to include at least one each of the 6 shot types. Think about and discuss each shot before taking it – you want it to serve a logical story-based purpose. These photos will be saved to a share folder to be available for everyone.

(c) Select your 6 photos (one example of each camera-shot) and copy to your folder “Task 03”. Name each image file with its camera shot. Have your name at the top.

(d) Create and save a Word document with a table labeling examples of each camera shot, and explain its purpose. Call the file: ‘camera-shots-Task03.doc’.


	Task
	Title
	Knowledge/ Skills
	Activity – task files grow from one to the next.
	Assessment

	04
	Camera Angles
	Demonstrate and use the 5 camera-angles, and understand the purpose of each one for the videographer.
	Camera Angles (#5) 
The camera can look at the subject along 5 recognized angles. Know these and use them in your planning. Each one has a different psychological effect on the viewers:

e. Overshot

f. High Angle

g. Eye Level

h. Low Angle

i. Under Shot


	Word table with examples of 5 camera-angles, names and explanation of purposes.



	Instructions T04
	a. Once again act out some of the still shots from Task01, but this time position the camera to include at least one each of the 5 angles. Think about and discuss each angle before taking it – you want it to serve a logical story-based purpose. These photos will be saved to a share folder to be available for everyone.

b. Select your 5 photos (one example of each camera-angle) and copy to your folder “Task 04”. Name each image file with its camera angle. Have your name at the top.

c. Create and save a Word document with a table labeling examples of each camera angle, and explain its purpose. Call the file: ‘camera-angles-Task04.doc’.

	05
	Camera Move-ment
	Demonstrate and use the 7 camera-movements, and understand the purpose of each one for the videographer.
	Camera Movement (#7) 
The camera is moved while filming is happening. This affects what viewers see when watching the film clip, and may be used to create special effects. Camera movement should not be over-used, because it can be un-nerving for viewers. There are 7 recognized camera movements. Use these correct terms in your planning so that everyone will know what you mean:

1. Pan movement- The camera pivots around a fixed vertical axis – pan rotates sideways. Use the tripod for this.

2. Tilt movement - The camera pivots around a fixed horizontal axis –tilt rotates up and down. Use the tripod for this.

3. Track movement – camera moves along with the subject, and reflects his or her movements. The movement can be quite jerky and may upset a viewer. Audiences can more easily ‘empathesize’ with subjects. It can be useful to convey the impression of a journey.

4. Dolly movement - camera is on a moving platform, usually moving towards or away from the subject. The movement is controlled and very smooth. Although we do not own this piece of equipment, you can use such things as skateboard, wheelchair, bicycle. This may be similar to the movement in a ‘cherry-picker’ which tends to be more vertical.

5. POV (Point of View) movement – This is the view as it would be seen by the subject. For example, if a subject is searching in a cupboard, the camera would look into the cupboard. It is often used in conversation scenes between two or more people. Note also that the actor’s eyes should e.g. look into the camera if the camera is ‘being’ the other person.

6. Zoom-in movement (adding-detail) – Wide Angle to Telephoto. Useful if you wish to draw particular attention to something specific e.g. a nervous person’s hands can reveal his mental stress level.
(Use Zoom sparingly, and if it is used, do it slowly. Zoom can have a serious distortion effect on subjects, and can significantly change the appearance of distances and how close to or far away from one another various objects seem to be.)

7. Zoom-out movement (revealing surroundings) – Telephoto to Wide Angle – by this method of camera movement, a subject can be placed into its wider context. Often used in establishing shots (see Camera Shots).
(Use Zoom sparingly, and if it is used, do it slowly. Zoom can have a serious distortion effect on subjects, and can significantly effect distances and how close to or far away from one another various objects seen to be. It is better to “Reveal” (telephoto gradually changing to wide angle.)

	Two items ;

Word document discussing the camera movements, and a video demonstrating the 7 movements.

	Instructions T05
	a. Once again act out some of the situations from Task01 but this time you will be using a video camera so some of the clips will be of moving subjects and some still. Move the camera to demonstrate each of the 7 camera-movement types. Think about and discuss each movement before taking it – you want it to serve a logical story-based purpose. These video clips will be downloaded using firewire from the video camera, burnt to CD and thus made available for everyone.

b. Select your 7 video clips (one example of each camera-movement) and copy to your folder “Task 05”. Re-name each video file with its camera movement. 

c. Create and save a Word document with a table listing examples of each camera movement, and explain its purpose. Call the file: ‘camera-movement-Task05.doc’.

d. Create a video that will showcase each of the camera movements using Sony Movie Studio. Begin it with a suitable title frame that includes your name and “Camera Movements”. Before each example have a sub-title frame that identifies the camera movement and explains the purpose of it within your story and how it was achieved. Render the completed video as an avi to your multi-media disk drive calling it ‘camera-movement-Task05.avi’. Burn a copy of it to CD, and give to your teacher.

e. We will view all created videos and discuss. What we are trying to do is create in your minds a strong awareness of what you can do with the camera and why.



	Task
	Title
	Knowledge/ Skills
	Activity – task files grow from one to the next.
	Assessment

	06
	Camera Focus
	Demonstrate and use the 3 camera focus techniques and understand the concept of depth-of-field (see notes).
	a. Camera Focus (#3) 
When you look at an object, your eye’s lens changes shape to make the object appear sharp and clearly defined. This is called ‘accommodation’, or ‘focus’. Some of us require glasses to assist our eyes to focus, otherwise everything looks blurry or out-of-focus.

b. Close one eye and place your finger about 30 cms away but in the line-of-sight between you and another student standing a distance away. Focus first on your finger and see how the student is out-of-focus or blurry. Now focus your eye on the background student – what does your finger look like now? Carry out this experiment in both brightly lit and dark conditions. In what ways were your results similar? In what ways were they different?
Hopefully you will discover that in bright light close and distant objects are more able to remain in focus. We call this having a large ‘depth-of-field’ (which means the range of distances in which both close and far things are still in focus). This happens when the pupil’s aperture (opening size) is small
A camera has a focus control (usually automatic, but this can be changed to manual on most cameras) and an aperture control (indicated usually in ‘f-stops’) that changes the diameter of the opening that lets light into the camera.
Advanced camera operators are able to achieve four different ‘camera-focus’ effects:

c. Sharp Foreground Focus – the foreground subject is sharply in focus and items in the background are out-of-focus or blurry. Your audience will take more notice of the in-focus object and not be distracted by other items on screen. We call this having a narrow depth-of-field. 
(‘Technical Detail’: Achieve this with dull light, and/or a large aperture. It can also be achieved by changing the effective film speed to ‘slow’ which forces the camera’s automatic aperture control to open more fully thus reducing the depth-of-field.)

d. Sharp Background Focus – the foreground subject is out-of-focus or blurry and items in the background are sharply in focus.

e. Deep Focus – both subjects are kept simultaneously in focus – easier to achieve this large depth-of-field with very bright light and a tight aperture setting. Large depth-of-field.
(Achieve this by the opposite method to that described above in ‘technical detail’.)

f. Soft Focus – everything has a romantic softness by being gently out-of-focus. Take care and use this sparingly. This is sometimes achieved with a special filter attached to the camera. It can also be achieved later on by using special video effects during editing on computer.
	Create 4 jpg composite images demonstrating the four logical variations of focus. Place these into a word document with explanations.

	Instructions T06
	a. Students take two photos – one full shot of themselves (sharp focus) and one suitable background photo (also sharp focus). If these are not sharp go back and take them again taking care with the camera. Use a tripod to prevent camera-shake. Work through the group until everyone has their 2 photos. These will be downloaded to a share folder on the network.

b. Using Paint Shop Pro load each photo onto its own layer. Label these as foreground and background. 

c. Working on the foreground layer, erase everything except the foreground person. Do this as neatly and accurately as possible. There are several different ways of doing this – seek help if required. Save often, calling it ‘camera-focus-Task06.psp’, into your multi-media drive folder Task06.

d. Duplicate each of these layers twice (there will now be six layers), naming them foreground sharp, foreground blurred, background sharp, background blurred respectively.

e. Using Gaussian Blur, blur the two “blurred” layers until you are satisfied they are sufficiently blurry. 

f. Work through the 4 logical combinations of visible layers, (sharp-sharp, sharp-blurry, blurry-sharp, blurry-blurry) saving each one as a jpg file with logical names.

g. Create a table in a Word document that displays each of the 4 different pictures, explain how it was done, and indicate why each arrangement may be selected by a photographer. Suggest where it might be used in your story.

h. Save it as ‘camera-focus-Task06.doc’

	07A
	Camera Speed
	Demonstrate and use the 3 camera speed techniques (see notes).
	Camera Speed (#3) 
Three camera-speed settings are available on advanced cameras:

a. Normal Speed – used for virtually all filming.

b. Slow Motion – emphasizes beauty and power of movement, or violence. It can also be used to psychologically enable subjects to observe every detail in an otherwise busy scene – time appears to be slowed down.

c. Fast Motion – a comic technique that suggests the ridiculous. It can also be used to signify a confusing situation in which everything seems to be happening at once – time is sped up.

d. It is possible to replicate these three speed-effects in the computer – you will do this in your final video as well as this module.
	Your rendered demo video.

	Instructions T07A
	Because our camera equipment is not capable of speed changes, we will demonstrate this technique using normal speed footage and adjust the speed with video editing on computer.

a. Create and save a Word document with a table listing examples of each camera speed, and explain its purpose. Call the file: ‘camera-speeed-Task07A.doc’.

b. Select three appropriate parts of your story, one that would be ideal for each speed type. Choose ones in which there is obvious movement by the actors. Film them and download via firewire, then burn to CD to be shared with everyone. For variety take a few different examples for each speed type.

c. Create a video that will showcase each of the camera speed using Sony Movie Studio. Begin it with a suitable title frame that includes your name and “Camera Speeds”. Before each example have a sub-title frame that identifies the camera speed type and explains the purpose of it within your story and how it was achieved. If you are able to use full Sony Vegas 5 or higher, there are more sophisticated means of achieving speed changes including freeze and reverse. Movie Studio still allows you to vary apparent speed. Render the completed video as an avi to your multi-media disk drive calling it ‘camera-speed-Task07A.avi’. Burn a copy of it to CD, and give to your teacher.

d. We will view all created videos and discuss. What we are trying to do is create in your minds a strong awareness of what you can do with the camera and why.

	Task
	Title
	Knowledge/ Skills
	Activity – task files grow from one to the next.
	Assessment

	07B
Camera and Story
	All Camera techniques
	Apply camera shots, angles, movement, focus and speed to story.
	Now comes the time to integrate all of these many camera-VPT’s (Video Production Techniques) into your story. Be able to SEE the story happening in your mind’s eye, as it will be seen through the eyes of the camera, because THAT is what your audiences will see!
	Your completed ‘camera and story’ Word table file.

	Instructions T07B
	(a) This creative activity should be saved as ‘Camera-Story-Task07B.doc’ into the ‘Task007B folder.

(b) Make a 7 column table (see headings below) in a landscape-oriented Word document that allows you to indicate your story briefly including every one of the 24 camera techniques you could use, and why. Each row should be one SCENE from the story. Beside this, indicate the camera technique planned.

(c) Column headings Story, Shot, Angle, Movement, Focus, Speed, Reasons.

(d) Remember the learning purpose of doing this –you need to turn these techniques into ‘a-part-of-you’, so that you will use them almost automatically later on in your own video. This is our aim and purpose!

	08
	Lighting Tech-niques
	Students must be able to explain the following aspects of lighting: key-light, fill-light, back-light, brightness, height, quality, psychological or dramatic effect, and be able to set lights up and use them
	Lighting Techniques (#5) 
Although it is possible to film using just the available light, professional still and video production teams regularly use artificial light sources, in a combination of three. The background behind the subject should be non-reflective – special materials are available for this. We will be using artificial lighting for interior shots.

Different lighting arrangements create different psychological effects, such as romantic, scary, intensely dramatic, or simply to make the subject appear more three-dimensional. Coloured filters can also add interesting colour effects to a scene.


Usually there are three lights onto a subject (key, fill, back). 

Brightness may be adjusted by moving each light closer (brighter) and further away (duller). 

The light may also be sharp or diffuse, and come from different angles on both the horizontal and vertical planes. These all produce different effects. Shadows are just as important as lit areas, and should be identified.
	A word table with 7 quite differently lit images being montages from your story, explained fully.

	Instructions T08
	a. We will examine a series of professional photographs that provide good examples of lighting to highlight certain features, to create a 3D effect, to emphasize texture or to set various moods. We will de-construct each photo, attempting to place each light source so that we are able to re-construct it ourselves with lighting and a subject.

b. Using professional lighting we will explore single, and multi-light setups, direct and reflected lighting, sharp and blurred shadows (soft and hard light), low-angle, median-angle and high-angle light sources, bright and dull intensity, the use of various backgrounds for contrast or atmosphere, coloured filters or gel film. We will explore the psychological and perceptual effects that can be achieved with different lighting arrangements.

c. Compose and photograph different setups, then save the images to a common share folder. Download your choice of 7 of these, saving them to your Task 8 folder.

d. Create a Word document called ‘lighting-Task08.doc’ with three table-columns, and save into your Task008 folder. Include in it seven very different photos you took (first column). Using Word-Draw draw a diagram of the setup used showing lights, reflectors, subject and camera placement, and shielding location (second column). Indicate the perceptual and psychological effect on the viewer of this lighting arrangement (third column).

e. Create a Word document. Identify three scenes in your story where you will be able to use lighting to create dramatic effect. Describe each one, and draw the light positions. Explain why you have decided to do each example. Save this as ‘lighting-story-Task08.doc’

	09 & 10
	Video Editing Tech-niques and Audio capture and editing
	Know many of the editing techniques available through the video editing software, be able to use them correctly, and understand the impact of each on the video’s final quality. Know how to effectively record to and edit the sound track of their video.
	Video Editing Techniques 
Text: At the start of your video you create a Title Frame with text and also images if you so decide.

At the end of the video you must have the Credits. This includes the film crew roles and who does each one, the locations, the music that you used and who played and wrote it, and when the video was shot. 

Video Transitions: On the computer you change from one film clip to another using ‘transitions’. There are hundreds available, and out of these there are five you should know about:

a. Cut – a sudden transitional change from one shot to the next. 
This is the commonest transition.

b. Fade In – transition from a blank or coloured frame to the video clip. This can suggest the passage of time, or may be used at the start of a movie.

c. Fade Out – transition from the video clip to a blank or coloured frame. This can suggest the passage of time and is often used at the end of a movie or dramatic scene.

d. Dissolve – both scenes are simultaneously visible as you transition from one clip to another. The first gradually disappears and the second gradually appears.

i. May suggest a special relationship between subjects

ii. May show change of location or time

iii. May show a dream or what someone is thinking 

e. Wipe – one subject is replaced by another with a ‘wipe’ from one side of the screen to the other (a variety of patterns are available, including circular etc. Explore to find then use the wipe that suits your exact purpose.)

Panning: It is possible to focus the audience’s attention on specific parts of the frame and zoom in or out, or achieve movement across an otherwise still image. You need to be able to do each of these.

Special Effects: There are many special video effects available to you in the software. Explore and apply these so that you can use them with discrimination (i.e. choosing the best for a particular need) in your major video project.

If you are fortunate enough to have access to Sony Vegas 5 or 6, there are many more special effects such as 3D movement, compositing and so on.

Recording Audio
Audio is placed into the video editing software by any of the following: recorded by the camera with or without video, via a microphone, from a CD, via the many sound clips available from other sources or the Internet. These may be songs, speech, musical noises or sound effects.

Editing Audio.

The audio tracks may be edited with such effects as volume or pan envelope, graphic equalizer, mixed with other sounds, loops.
	Your created and rendered video file.

	Instructions T09 & 10
	Video and Sound Editing Activity 
 Eight pictures have been taken from a Peter Cox and Fred Goldsworthy book on Video Editing – they are image files and are called “space01 to space 08”. 

a. Copy these into a folder called “Media” in your “Task09” folder.

b. Create a Sony Movie Studio project called “Editing-Space-Adventure Task09-10.vf or .veg”. Remember to set the project properties (Alt + Enter) folder locations correctly to the above folder in your Multi-Media drive.

c. Add a suitable title screen at the start.

d. Import them into the media pool.

e. Decide for yourself the correct order (there are a few OK possibilities), and place them in this order on the video timeline. You can vary the length of each clip as you go.

f. Apply appropriate panning and special effects to some of the frames.

g. Add suitable transitions between clips. Include examples of each of the above five types.

h. Insert representatives of the following audio: music, voice, sound effect and edit appropriately including some audio transitions, volume envelope and pan envelope.

i. Add suitable credits at the end.

j. Render to an avi file and save on your multimedia drive called “Editing-Space-Adventure Task09-10.avi”.

	11
	Direct-ing Tech-niques
	Students must understand the role of Director as well as filming-crew roles generally.
	Many people (often hundreds) work in the film crew of a major commercial film during its creation. You will have a much smaller crew making your video, but many of the roles will be the same, all tied together by the Film Director. Often you will have the one person occupying several film crew roles. You must know what each one does, and how the Director should relate to each role.
	Your saved word document

	Instructions T11
	Do an internet search on “Film Crew Roles”, recording the URL’s of the sites that prove to be the most useful. 

Create a Word document saved as “Film-Crew-Roles-Task11.doc” into your Task 11 folder.

Set us a three-column table, with column headings Role, Task, Director Responsibility.

Into the first column, one per row, list all of the film-crew roles you can thing of or find.

Into the second column type what each of these role persons has to do.

Into the third column, against each of the crew-roles, state what the Director has to do so that the crew person can do their job effectively.

Under the table, finish with a paragraph that summarizes what a good Director should do.

Finally, under the heading “References” list the URL’s of the websites from which you obtained information.

	12
	Watch Master and Commander 
	Be able to recognize, in a commercially produced film, each of the various video-production techniques applied by the film makers.
	Every VPT (Video Production Technique) you have learnt so far in the course is used in professional major movies. You will watch some of the movie “Master and Commander” starring the New Zealander Russell Crowe and Directed by the Australian Peter Weir. You should be able to see these techniques at work and so gain more confidence in using them yourself in your own video productions.
	Completed VPT check sheet first by hand then on computer as a word document.

	Instructions T12
	You are provided with a checklist of all VPT’s. Find examples of each one of them as you watch segments of the movie.

Create a word document (VPT-Movie-Task12.doc) saving it into your Task12 folder.

Select six scenes in the movie, and for each one describe the VPT’s used by Peter Weir, and evaluate how effectively this has been done.

Select two more that contain sequences or combinations of VPT’s that you will use in your own video. Describe them in detail, and explain why you want to use them.

	13
	Major Video Project
	Be able to apply all of the theory they have learnt to producing your own videos.
	Turn your story into a successful adventure video.

You CANNOT begin filming UNLESS and UNTIL you have completed all planning and had this approved by your teacher. You have only three lessons to do this.

Filming MUST be done quickly and efficiently without mucking around. You will need a lot of time for the editing – believe me!

Some of you may wish to combine stories – get teacher permission first.

Each crew will have to film several movies.

Rendering as an avi file to your multi-media hard drive concludes editing.

You then create a poster advertising your adventure video.
	Students will be assessed on both the quality of their cooperation as film crew members, and on their final video product and their promotional materials.

	
	Write a complete detailed script including: story, action, spoken words, instructions for camera, audio, lighting, stills and video clips required. Get approval. Do filming. Capture clips. Do editing. Do rendering. Make poster. Smile happily.

	14
	Audience Present-ation
	Show Videos to Audience
	(a) Students act as presenters and ushers, and experience the reaction of an audience to their videos. It feels great!
	

	3in6
	Video competition
	Be able to create a high quality 3 minute video within 6 hours.
	Groups of students will enter the “VITTA-3in6-2005” video competition on approximately Thursday 27th October, 2005, competing against teams both in this school and in other schools in the State.
	


References:

Books:

· “The Digital Filmmaking Handbook”, Second Edition by Ben Long & Sonja Schenk, 2002 ISBN 1-58450-098-0

· “Making Digital Videos”, Ben Long, 2002, ISBN 1-58450-099-9

· “$30 Film School”, Michael W.Dean, 2003, ISBN 1-59200-067-3

Video:

· “Video Toolbox: How to Make a Movie” – created by the Australian Film, Television and Radio School
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