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ADD PRODUCTION VALUE IN THESE 3
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ADDING PRODUCTION VALUE TO OUR VIDEO
PROJECT WITHOUT SPENDING TOO MUCH.
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ADDING PRODUCTION VALUE TO OUR VIDEO
PROJECT WITHOUT SPENDING TOO MUCH.
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Don‘t Be Lazy
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Record Proper Audio Shoot Slowmo/ High Frame
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DON TBE LAZY
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ADDING PRODUCTION VALUE TO OUR VIDEO PROJECT
WITHOUT SPENDING TOO MUCH.
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SHOOT IN INTERESTING LOCATIONS
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ADDING PRODUCTION VALUE TO OUR VIDEO PROJECT
WITHOUT SPENDING TOO MUCH.
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KNOW THE BEST ANGLES TO SHOOT
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ADDING PRODUCTION VALUE TO OUR'VIDEO PROJECT
WITHOUT SPENDING TOO MUCH. ‘
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USE PROPS
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ADDING PRODUCTION VALUE TO OUR VIDEO PROJECT
WITHOUT SPENDING TOO MUCH. ‘
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CLEAN AUDIO

CBLE

ADDING PRODUCTION VALUE TO OUR VIDEO PROJECT
WITHOUT SPENDING TOO MUCH. ‘
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SHOQT SLOWMO

RO — =E—*/E|/’C#H§€>

ADDING PRODUCTION VALUE TO GUR VIDEO'PROJECT
WITHOUT SPENDING TOO MUCH. -
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GET THE RIGHT CAST
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ADDING PRODUCTION VALUE TO OUR VIDEO PROJECT
WITHOUT SPENDING TOO MUCH.
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MAKE THE RIGHT VIDEO PROJECT
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ADDING PRODUCTION VALUE TO OQUR: MIDEQ PROJECT
WITHOUT SPENDING TOO MUCH.
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USE THE RIGHT FRAME RATE
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ADDING PRODUCTION VALUE TO OUR VIDEO PROJECT
WITHOUT SPENDING TOQ:MUCH...
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ADDING PRODUCTION VALUE TO OUR VIDEO
PROJECT WITHOUT SPENDING TOO MUCH.
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Shoot in Interesting

Don‘t Be Lazy
A ELSEHBIEL Locations
= E/

Know the Best Angles to di quP AVNSFTTiIRRZ T 5
Shoot se Props
BUOAEEMS MERERS
Record Proper Audio Shoot Slowmo/ High Frame
RLEZHRS Rate
Get the Riaht C AA—FE—v3arPnNAIJb—LL—}
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Jee Project
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REMEMBER

“The depth of your story and the
quality of your video, audio and shot
selection impacts the ability to
communicate your message.”
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THE GOAL OF EVERY
STORY TELLER IS TO
REACH THE INTIMATE
OF THE VIEWER.
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THREE PRIMARY
ANGLES THAT
CREATE EMOTION
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HERO ANGLE
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VICTIM ANGLE
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NEUTRAL ANGl?E
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This is how see the world from l T AR e - r
our perspective. , ' 4B
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Used to emphasize or observe

the character's emotion.
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HERO ANGI,E
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Gives power and dominance

to the subject.
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Used when one wishes to
Inspire awe or excitement
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WHAT DOES
THIS SHOT
MAKE YOU FEEL?
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. These slanted

images should be
used with care, and
reserved if you desire

to convey weird,
~ violent or unstable
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feeling.




OTHER TYPES OF ANGLES

GROUND LEVEL

’«
HIP LEVEL 3LYDE Overhead Shot Ground Level #E®DEE
Eﬁib\go)ff*ﬁ « Stylish way to track a

« Mostly used in cowbow

. GOd'S eye view character’'s movement
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FRAMIN
GUIDES

JL—=29

AP MEDIA




» I"h "

RAMING GUIDES
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THE HORIZONTAL LINES
ARE PERFECT GUIDES FOR
SHOOTING LANDSCAPES.
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WE ARE NATURALLY DRAWN
TO THE POINTS OF THE
FRAME WHERE THE LINES
INTERSECT.
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FRAMING GUIDES
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KEEP THE CAMERA IN ONE
SIDE OF THE SCENE.
v—2 D FRAIZHATE

BV TLESLY

YOU CANNOT CROSS THIS
IMAGINARY LINE BECAUSE IT
WILL BE CONFUSING FOR THE
AUDIENCE.
REEFZEIASEDD
CDREBAAHILIETETFEA




KEEP THE CAMERA IN ONE
SIDE OF THE SCENE.
v—2 D FRAIZHATE

BV TLESLY

YOU CANNOT CROSS THIS
IMAGINARY LINE BECAUSE IT
WILL BE CONFUSING FOR THE
AUDIENCE.
REEFZEIASEDD
CDREBAAHILIETETFEA
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THIS CREATES BALANCE AND
STABILITY

it rEREEYET,

SOMETIMES USED FOR D T ¥ 6 E][E:
MASTERCLASS AND mememm—m—— 4 e
TEACHERS.
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LIMITS THE DISTRACTIONS
THAT HAPPENS ON THE SIDES
OF THE SCENE.
BlYDR[MILLD%E
HIfRIHEMNTES

WHEN USED WELL,
SYMMETRY IN FILM MAKES
THE FILM INCREASINGLY

MEMORABLE.

SFGE,

KYEETE

19 HE AFEDL—UIE

ZHRYPT LD ELRYS

3]




—

SHOTS FROM "FA

ETARTA

=




N e -

B e e e
A ~
S .

RSSSSSSSS RS S
—




FRAMING GUIDES |
JUESOTHAR im0

_‘Y-A-A-—‘, A A A A




THERE IS BEAUTY IN ASSYMETRY.
MOVE ELEMENTS AROUND UNTILIT
FEELS BALANCED.
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FRAMING GUIDES




LINES GIVES DIRECTION.
RICE>THAZRLET

IT DOESN'T HAVE TO BE
STRAIGHT LINES.
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