
Film Making Workshop I: The shoot



Question of methods:
St. John Ambulance vs The Karate Kid



Earning the 

ÅWorkshop 1 (2 hours): Film making technologies and 
techniques (with shoot)
ÅWorkshop 2 (2 hours): Editing and sound design
ÅPractical Time (4 hours): Film making project(s) with 

demonstrated incorporation of workshop learning
ÅVideo output
ÅShort (a paragraph or two) explanation of 

technologies and techniques employed and lessons 
learned



Planning a video
Å What stories would you like to 

tell (purpose) and what 
resources do you have (means)?

Å How will you structure your 
story ς what are the parts, and 
in what order will they appear? 
Story board it -------------------Ą

Å Will you use narration, subtitles, 
music?

Å Which images will you use? 
Å Still? Moving? Fictional representations? 

Documentary images?
Å Which words/sounds will fit with the 

images you choose?

ÅWho will assume which role(s)?



This way home!

ÅDocumenting and promoting a 3D design / printing 
workshop with confidence and community building 
objectives
ÅHD resolution, 30 FPS, landscape orientation
ÅAudience: students, with a focus on international
ÅMulti voice narration (overdub)
Å An iteration of: 

https://youtu.be/dzGSczjkxjA?si=bZSFlSNtDOXgaw
mX 

https://youtu.be/dzGSczjkxjA?si=bZSFlSNtDOXgawmX
https://youtu.be/dzGSczjkxjA?si=bZSFlSNtDOXgawmX


Shot list

ÅSequence of video clips to be 
captured

ÅDetails about composition, 
movement, perspective

ÅB-roll is included but some can be 
looser and spontaneous

ÅMost efficient order for shooting 
όǾǎΦ ŦƻƭƭƻǿƛƴƎ ǘƘŜ ǾƛŘŜƻΩǎ 
timeline)



Green Screen
Static/tripod
ά¸ƻǳΩǾŜ ŎƻƳŜ ŦǊƻƳ ŀŦŀǊ Ŧǳƭƭ ƻŦ ŀƳōƛǘƛƻƴ 
ŀƴŘ ƘƻǇŜΦέ



Green Screen
Static/tripod
ά!ƴŘ ƭƛƪŜ ŀƴȅ ŀŘǾŜƴǘǳǊŜ ƛƴ bŜǿ .ǊǳƴǎǿƛŎƪΣ 
there will be sunshine, and there will be 
ǎƴƻǿΦέ



FilmMakingStudio Green Screen
Pull back/gimble
ά¢ƘŀƴƪŦǳƭƭȅΣ ȅƻǳ ǿƻƴΩǘ ōŜ ŀƭƻƴŜΦέ



άά¢Ƙƛǎ ǿŀȅ ƘƻƳŜέ ǿŀǎ ŘŜǎƛƎƴŜŘ ǘƻ ōǊƛƴƎ ǳǎ ǘƻƎŜǘƘŜǊ 
ǘƻ ƭŜŀǊƴ ƴŜǿ ǎƪƛƭƭǎ ŀƴŘ ǎƘŀǊŜ ǎǘƻǊƛŜǎΦέ



Data Visualization Lab
Low orbital + Close up + B-roll
ά!ōƻǳǘ ǿƘŜǊŜ ǿŜ ŎƻƳŜ ŦǊƻƳ ŀƴŘ ǿƘƻ ǿŜ ŀǊŜΦέ



Orbit around / crane poll +  medium/ close-up of 
faces and hands 
ά[ŜŀǊƴ Ƙƻǿ ǘƻ о5 ŘŜǎƛƎƴ ŀ ŘƛǊŜŎǘƛƻƴŀƭ ǎƛƎƴ ǘƻ ȅƻǳǊ ƘƻƳŜǘƻǿƴ ŀƴŘ ŀŘŘ ƛǘ ǘƻ 
ǘƘŜ ǎƛƎƴǇƻǎǘ ƛƴ ǘƘŜ IŀǊǊƛŜǘ LǊǾƛƴƎ [ƛōǊŀǊȅ wŜǎŜŀǊŎƘ /ƻƳƳƻƴǎΦέ 



Ensemble finale / pullback
ά.ŜŎŀǳǎŜ ŀƴ ŀŘǾŜƴǘǳǊŜ ƭƛƪŜ ǘƘƛǎ ƛǎ ǘƻ ōŜ ŎŜƭŜōǊŀǘŜŘ ŀƴŘ ǎƘŀǊŜŘΦέ



For each shot today:

ÅHD (1080p), 30FPS baseline (min. 60FPS for slo-mo), landscape 
orientation

ÅComposition (framing, distance, perspective, movement)

ÅSelect the Lens (appropriate to the distance and composition)

ÅDetermine Focus

ÅExposure: balanced lighting, low shutter speed (1/60)  and just 
enough ISO

ÅWhite balance: auto and lock

ÅSound level: mid range gain (external microphone)



Lenses: Perspective and Depth of Field





Frames Per Second determine motion blur



Frames Per Second (frame rate) conventions

Å24 FPS: Cinematic blur

Å30 FPS: Internet standard

Å60 FPS +: For crisp/jittery action shots OR 
slow motion (e.g., 120 FPS at ¼ speed slots 
into your 30 FPS project)



Shutter Speed influences exposure and blur 
(Recommended 1/2 x FPS)



Exposure and Dynamic Range

ÅDynamic range: 
ÅRange of brightness capability/limitations
ÅThe smaller the lens, the less the dynamic range, 

resulting in over / under exposure

ÅExposure: 
ÅAmount of light hitting the camera sensor via the 

lens
ÅControlled by lens size (aperture), shutter speed, 

and ISO

ÅExposure compensate through balanced 
ŎƻƳǇƻǎƛǘƛƻƴ ŀƴŘ ƭƛƎƘǘƛƴƎΣ ƻǊ ŘƻƴΩǘΣ ŘŜǇŜƴŘƛƴƎ 
on intention



Lighting 
and 
exposing 
for 
balance



ISO: lens sensitivity to light





Setting and locking exposure to balance lighting





White Balance controls for light/colour cast

For reference



White Balance

ÅAll light has a temperature (running from cool/blue to warm/yellow) 
and is measured in Kelvins (k)

ÅAdding in a white colour reference to your shot aids in White 
Balancing (measuring and correcting for light temperature) in camera 
and editing

ÅAuto White Balance your shot, then lock it.



Audio Meter / Gain Control


