
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)?



¢ƻŘŀȅΩǎ ǎƘƻƻǘΥ ¢ƻǿŀǊŘ нлол

ÅEstablishing shot

ÅSetting up the FilmMaker Studio

ÅWhite backdrop: Introduce yourself, where you see yourself in 2030.

ÅGreen screen representative shot (find a backdrop between sessions) 
ς medium close up, close up

ÅClosing QR code soliciting further participation







For each shot today:

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

ÅSound level: mid range gain (external microphone)

ÅDetermine Focus

ÅCompose the shot (framing, distance, perspective, movement)

ÅSelect the Lens (appropriate to the distance and composition)

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

ÅWhite balance: auto and lock



Activating guides ( Rule of thirds grid)



Lenses: Perspective and Focus (depth of field)





Setting focus



Focal point and Depth of field



Frames Per Second determine 
crispness vs smoothness (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 capabilities/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.  

Å¢Ƙƛƴƪ ƻŦ ǿŀȅǎ ǘƻ άǇŀƛƴǘ ǿƛǘƘ ƭƛƎƘǘέΦ



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)

ÅWhite balance accounts for the colour cast by light sources

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



Recording audio

ÅMeasured in decibels, topping out at Zero (above which audio is 
ŘƛǎǘƻǊǘŜŘ ƻǊ άŎƭƛǇǇŜŘέύ

ÅGain adjusts microphone sensitivity to either boost a weak signal or 
reign in loudness.

ÅMetering or visually monitoring volume helps to set appropriate gain

ÅAim for setting the gain slider where the loudest recorded volumes do 
not rise above -10db

ÅExternal microphone highly recommended



Sound recording
ÅMicrophones:

ÅDirectional: lav. / shotgun: isolates specific 
sound (e.g., the human voice), either attached 
to camera or to separate capture device

ÅAmbient: optional/advanced, for room sound, 
attached to separate device

ÅUse a clapperboard (or just clap!) to assist in later 
synchronizing audio with video during editing.



Stabilization to reduce the shakes


