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  INTRODUCTION




  It wasn’t long after getting my first camcorder and computer that I began making my own videos. Over the years, I became obsessed with learning ways to make my videos both more professional and more fun to watch for my friends and family. My first videos were simple music videos and slideshows, but the more I learned about the improving technology, the more watchable my videos became and the more I enjoyed making them.




  I wanted to learn everything I could about filmmaking, from start to finish. I started reading books on everything from writing screenplays to directing to sound design. With a firm understanding of the technical side of movie-making, I started watching movies differently. Instead of just watching movies for the story or entertainment value, I observed how the movies were constructed from the inside out. To this day, I still enjoy watching movies more the second time around than I do the first time because that second viewing allows me to focus on the production values of the film without getting lost in the story.




  [image: image]




  Opening the doors of film-making to a wider community




  While many young filmmakers of the past persevered through technological restraints to make films on 16mm film and other formats, others didn’t have the means to buy equipment or the motivation to make films when it was so much harder to get started. Many of today’s filmmakers gain considerable experience at a very young age and have a wide variety of digital equipment available to them. There are four distinct developments worth mentioning that have made filmmaking much more accessible to the masses within the past decade:
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  First, video editing software is much more accessible to the general public. All new computers have video editing software included as part of the software package. Film-makers no longer have to have a suite of iMacs or spend thousands of dollars to build their own computer editing stations. The software continues to get easier to use for beginning editors while also allowing for more experienced users to apply advanced effects that could only be executed by large movie studios just a decade ago.
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  Secondly, digital video has become widely available and easy to produce. More importantly, the cost of digital cameras and camcorders has come down significantly. With the move away from traditional film, production costs have decreased, opening up the world of filmmaking to a whole new demographic. In today’s digital-savvy world, most people own at least one device that is able to record video, whether it is a phone, a digital camera, or a camcorder. And DV cameras, with their tolerance for lighting variables and their digital sound recording capabilities, provide movie-makers with a very forgiving tool for capturing stories.
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  Thirdly, although digital video files are very big, most home computers now have the hard drives and processors necessary to cope with them. In addition, portable storage devices like USB memory sticks allow users to move big files between computers very easily.




  Finally, improved and faster broadband Internet connections allow the average person to view and share DV files with ease.




  These advances in technology have not only enabled young filmmakers to learn the language of film much faster and with ease, they have also opened the doors of film-making to a much wider, younger, more digital-savvy community. If you have access to a digital video camera and a computer, you can produce professional-quality work. You don’t need a lot of cash and you don’t need to know the right people. All you need is a great story, a certain amount of technical skill, and the drive and determination to realize your vision.
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  So why should you read this book?




  If you have a digital camcorder, or you’re thinking of purchasing one and want to improve the quality of your edited video projects, you should read this book. You’ll find tips, techniques, and advice that will go a long way toward making the work you do behind the camera and in your editing software look more professional and be more dynamic. Or, perhaps you’re thinking of making your first short film or low-budget film. Knack Digital Moviemaking will help you in all aspects of its creation, from start to finish.
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  Most of the techniques shown in this book are easy to learn and can go a long way in making your videos better. Many first-time filmmakers are quick to find out that their videos might not live up to their original vision. This is often because beginning filmmakers do not know the basic techniques and skills to bring their movies to the next level. Remember, it may be easier to create, edit, and share a video than ever, but that doesn’t mean that it’s easier to create, edit, and share a good video. It still takes the same amount of skill and know-how to produce great work. In fact, it may be even harder now due to the increased competition in this ever-growing field.




  Still, if you are truly devoted to making great movies, this book is only a beginning. Entire books could be, and have been, written on each chapter of this book. Look at Knack Digital Moviemaking as a starting point for your educational journey. After you have read this book, you may find that screenwriting interests you more than cinematography, or that editing interests you more than sound. The field of film-making and digital video is always changing and the best filmmakers are willing to keep learning as the times and technology continue to evolve.
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  This book can be read from beginning to end or you can jump around from chapter to chapter, spread to spread, depending on your interests. And remember, you can learn a lot by reading, but you’ll also learn a lot by doing. Regard less of your experience, quality of equipment, or level of skill, I encourage you to pick up your camera and get out there and start shooting. And remember to have fun.
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  HISTORY OF FILMMAKING




  From the late nineteenth century till the present, film has come a long way




  The very first motion picture was filmed in 1878 using a series of twenty-four cameras to photograph a horse named Sallie Gardner as she galloped on a track. Most motion pictures were a novelty at this time, but the coming years would see movies develop into an established large-scale entertainment industry.




  Hollywood
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    • In the early 1900s motion picture production companies moved from New York and New Jersey to California to take advantage of the better weather, especially the abundance of sunshine.




    • The city of Hollywood came to be so strongly associated with the film industry that the word “Hollywood” became synonymous with the entire American film industry.




    • The famous Hollywood sign that we know today originally read as “Hollywood-land.” It was erected in 1923 to advertise a new housing development.


  




  During the 1920s, sound recording devices were invented and ushered in a new era of film with synchronous sound. What followed was the Golden Age of film. During this time, eight studios collectively produced 95 percent of all American films.




  The rise of independent movie producers and exhibitors along with the rise of television in the 1950s eventually led to the fall of the studio system. The ’50s and ’60s saw a large number of musicals, historical movies, and other films take advantage of the larger screens, wider framing, and increased sound quality. By the late 1960s, audience numbers were dwindling at an alarming rate. The studios did not know how to reach the youth market. By the time the baby boomer generation was coming of age in the 1960s and 1970s, Old Hollywood was losing money hand over fist.




  Silent Era
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    • The pre-1930s era of film is referred to as the Silent Era of film. Films produced during this time had no synchronized recorded sound or spoken dialogue.




    • Title cards, muted gestures, and body movement were used to communicate acting and dialogue in silent films.




    • To compensate, the visual quality of the movies in this era was often extremely high.




    • A musical instrument almost always accompanied silent film screenings, the most common being a single piano.


  




  To combat the loss in viewer numbers, the studios moved away from a producer-driven system that gave directors little creative control and started hiring young filmmakers, who were allowed to make their films with relatively little studio control. This group of young filmmakers briefly changed the business from the producer-driven Hollywood system of the past to a more director-driven system.




  Hollywood Golden Age
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    • The release of The Jazz Singer in 1927 marked the end of the Silent Era and the beginning of the Golden Age of Hollywood. It was the first feature-length motion picture with synchronized dialogue sequences.




    • Films of the Golden Age were often genre films that stuck to a particular formula.




    • The Wizard of Oz, Gone with the Wind, Casablanca, It’s a Wonderful Life, King Kong, City Lights, and Citizen Kane are just some of the classics that were released during this period.


  




  This setup would once again flip-flop back to the producers’ control when high-concept, moneymaking blockbusters like Jaws and Star Wars became box-office hits in the mid to late ’70s.




  New Hollywood
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    • “New Hollywood” refers to the time from the mid-1960s to the early 1980s.




    • Bonnie and Clyde, released in 1967, was one of the first and most significant movies in the New Hollywood era. It featured a mix of graphic violence, sex, and humor that broke the mold of the typical Hollywood product.




    • Other landmark films from this era included The Graduate, Easy Rider, The French Connection, Raging Bull, Taxi Driver, The Godfather, 2001: A Space Odyssey, and Annie Hall.


  




  STUDIO VERSUS INDEPENDENT




  Studio and independent films differ in many ways




  Money is the key element that separates a studio film from an independent film. Studio films secure a variety of funding sources that make their productions possible. Funding can come from private investors, film production studios, presales, product placements, or a combination of sources. Studio films also tend to use famous actors, directors, and Hollywood production companies that make these projects attractive to investors. Independent films rarely secure funding using the same methods as productions supported by major Hollywood studios. Not having a major star to help sell the film is the main reason why independent films find it difficult to get funded. Many independent film directors or producers fund these projects using their own money because they have limited resources for film production money.




  Hollywood’s Studio System
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    • Hollywood’s major production companies have gradually transformed into management companies that put together artistic teams on a project-by-project basis and distribute the finished products.




    • On average, only one in every six films produced results in bottom line profit. However, the major block-busters take in much more than their production cost and end up paying for less successful films.




    • Most Hollywood films don’t begin to make a profit until they move to TV, DVD, pay-TV, and foreign distribution.


  




  The Sundance Film Festival
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    • The Sundance Film Festival is the largest independent festival in the United States. It takes place annually in Park City, Utah.




    • Beginning as a low-profile venue for small budget independent filmmakers, the festival has grown into the premier showcase for independent film.




    • Many filmmakers got their start from showing films at Sundance, including Kevin Smith, Robert Rodriguez, Quentin Tarantino, and Steven Soderbergh.


  




  Many studio films have an advantage over independent film projects when it comes to the production stage, as well. Production teams working on a studio film have access to remote locations, elaborate set designs, and visual effects that help add visual appeal to their projects.




  Equipment expenses alone could potentially bankrupt an independent film before production even starts. Many independent films have simple locations and minimal effects or stunts. Filmmakers who produce these projects usually rely on donated goods, services, and locations, which limit the options for production elements.




  Indiewood
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    • The 1990s saw a convergence of traditional independent films and Hollywood. Following the success of Pulp Fiction in 1994, Hollywood studios opened subsidiary studios focusing on indie films, allowing them to cash in on the independent film movement.




    • Some of the most successful independent films in recent years are hybrids between the traditional independent films and studio films, called “Indiewood” films. These Indiewood movies typically include larger budgets, bigger stars, and increased spending on marketing.


  




  Studio films are often produced by companies that also own a distribution company, thus providing an automatic sales outlet that helps studio films make their production budget money back plus profits.




  Independent filmmakers submit their projects to film festivals and markets to attract distribution offers from larger studios. While thousands of independent films are submitted to festivals each year, only a few get accepted, and an even smaller percentage gets sold.




  

    Advantages of Independent Film




    • Indie films allow the artist to circumvent excessive studio control on their projects.




    • When you finance independently the creative control remains a little more within your grasp: actors can step outside typical typecast roles; directors can craft their own unique vision; and writers can often see their scripted vision through the entire development process.




    • The independent film world is far from utopia, but it definitely has its advantages.


  




  PAST CAMERAS




  The digital revolution has come a long way from its simple camera roots




  The use of film, video, and digital video in cameras has evolved extensively in the last century. Once only reserved for the extremely wealthy, today everyone has the ability to record video.




  Before the video camera became popular for home use in the 1970s and 80s, home movies were made using 8mm and 16mm film formats. Average consumers preferred the smaller gauge of the 8mm film, while more professional videographers opted for 16mm.




  35mm Film
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    • 35mm film is the type of film gauge most commonly used for both still photography and motion pictures. It has remained relatively unchanged since its introduction in 1892.




    • 35mm film is the standard by which all video formats are judged.




    • The introduction and wide use of digital video has not killed 35mm film. While digital cinema is becoming more and more popular, 35mm is still the most popular format used for Hollywood movies.


  




  The increased popularity of television after the 1950s sparked an evolution in home movies. During the 1970s and 1980s, television stations switched from recording on film to videotape. It was easier to work with, more affordable, and could be viewed immediately. Consumers followed soon after. Use of video camcorders and their accompanying VCR systems exploded in popularity during this time and continued into the early 1990s.




  16mm Film
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    • 16mm film is a popular type of film used for motion pictures and nontheatrical filmmaking.




    • It was introduced in 1923 as an inexpensive amateur alternative to the conventional 35mm film.




    • 16mm film cameras were used extensively in World War II and continued to develop in the post-war years.




    • 16mm film has been used extensively in television, movies, and documentaries throughout the years.


  




  After that, since most consumers had previously used camcorders or worked on video, the transition to digital video was an easy, small step. The first mini-digital videocassettes appeared in the early 1990s, allowing camera manufacturers to create even smaller and higher-quality camcorders for consumer use.




  8mm Film
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    • 8mm film is a film format where the filmstrip is eight millimeters wide. The two main versions are Standard 8 and Super 8.




    • Standard 8 was developed by Kodak during the Great Depression and released on the market in 1932.




    • Super 8 was released in 1965. Super 8 featured a better image quality and was easier to load and cartridge.




    • Amateur filmmakers quickly adopted the format.


  




  

    ZOOM


  




  

    Amateur filmmaking has largely depended on the availability of equipment and media formats at affordable prices. Companies strived to develop film formats that would be suitable for hobbyists. VHS, VHS-C, Betamax, and Video8 are examples of videotape-based formats, which record in analog form. Newer digital camcorders include Digital8, MiniDV, DVD, hard disk, and solid-state or flash.


  




  Early VHS Recorders
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    • The first portable video cameras were released in the late 1970s. These early units were big, bulky, and used a VCR with an attached camera.




    • In 1982, the recorder and the camera were combined. These units became known as the camcorder (CAMera + reCORDER = camcorder).




    • In 1985, the VHS-C was released, which allowed camera manufacturers to develop smaller camcorders.


  




  GOING DIGITAL




  Digital video has made it possible for any filmmaker to realize his cinematic vision




  With a digital camcorder in hand, you can now make your very own professional-quality film at a fraction of the cost it takes to make a feature film with a traditional celluloid film camera. With no film reel needed, you avoid high processing costs, which can take up a large percentage of a small film’s budget.




  Panasonic and Sony introduced the first digital video cameras in 1995. These camcorders were small, light, and portable, and they produced better images than analog video. Along with digital video came new film features, such as inherent low-light recording capability and electronic image stabilization, features that eliminated the necessity for large camera crews typical of analog video production.




  Digital Cinematography
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    • While most major motion pictures are still shot on film, digital cinematography has gained widespread acceptance over the last few years.




    • Digital cinematography seems destined to eventually eclipse film-based acquisition, much as digital photo cameras have largely replaced film-based photo cameras in the still photography world.




    • Digital video can also be edited on a personal computer that has the proper hardware and software.


  




  Early Digital Camcorders
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    • In 1995, Panasonic and Sony introduced the first digital video cameras. It was an enormous milestone.




    • These early digital camcorders used digital videotapes, such as the MiniDV.




    • The high quality of DV images quickly gained favor with amateur film-makers and mainstream broadcasters.


  




  With the advent of digital video, editing became much easier; the video no longer had to be converted from an analog signal to digital data, as it was recorded digitally from the start. The FireWire offered a straightforward way to transfer that data without the need for additional hardware or compression. With this innovation, one could edit on standard computers with software-only packages. Digital video enabled real desktop editing that produced high-quality results at a fraction of the cost of other systems.




  Camcorders Today
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    • The storage media, imaging, and audio capabilities have all improved as digital video technology has evolved.




    • Most filmmaking schools have switched from 16mm film to digital video to reduce expenses and for the ease of editing digital video.




    • If you compare today’s digital camcorders’ video with video taken twenty years ago, the evolution in quality is truly impressive.


  




  

    ZOOM


  




  

    Digital technology has largely replaced all other formats, not only for filmmaking, but also for photography, music, television, and graphic design. Digital photo cameras now outsell 35mm film photo cameras, digital videotape has superseded analog tape formats, and digital audio workstations have almost entirely replaced multi-track tape recorders.


  




  

    Directors Going Digital




    • For the last twenty-five years, many respected filmmakers like George Lucas have predicted that digital cinematography would bring about a revolution in filmmaking.




    • Many high profile directors have embraced digital video technology. Slumdog Millionaire, The Curious Case of Benjamin Button, Superbad, Star Wars II and III, and Avatar were all shot digitally.




    • Some directors such as Christopher Nolan, M. Night Shyamalan, and Paul Thomas Anderson have vowed to continue to only shoot on film.


  




  HIGH DEFINITION




  Forget film and standard definition—HD video is the future




  After years of anticipation in the film industry, high-definition video has finally gone mainstream in professional video. HD video is now more popular and more inexpensive than standard definition (SD) was only a few years ago. Almost any video with a frame size greater than 576 lines tall is considered HD. HD video is generally either 1920 x 1080 or 1280 x 720, with a 16:9 aspect ratio. The aspect ratio of an image is the ratio of the width of the image to its height, expressed as two numbers separated by a colon.




  High-definition Television
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    • High definition is rapidly replacing standard definition when it comes to television broadcasts.




    • Today the majority of televisions sold in the United States are HDTVs. To capitalize on this technology, try to purchase high-definition televisions as opposed to standard-definition ones.




    • New technologies come out every year, but nothing on the scale of the shift from standard-def to high-def TV will occur for a long time.


  




  HD video for consumers has been around for about twenty years, even though it has only recently developed a sizable audience. In the early 1980s the Federal Communications Commission (FCC) set up the Advanced Television Systems Committee to define the specifications for HD broadcasts such as resolution, frame rates, and aspect ratios. Broadcasters began HD broadcasts in 1996.




  Standard-definition Television
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    • Standard-definition television is based on 480 lines of vertical resolution and may have either 4:3 or 16:9 aspect ratios.




    • While standard definition has not gone away completely, when compared to HD, its disadvantages are clear.




    • Standard-definition programming is available in both widescreen and nonwidescreen formats.




    • Standard definition offers marginal video quality, but only uses a small amount of space when placed on storage media such as a hard drive or DVD.


  




  High-definition image sources include digital cable and satellite broadcast, high-definition disc (Blu-Ray), Internet downloads, and the latest generation of video game consoles. Most computers are capable of HD or higher resolutions over VGA, DVI, and/or HDMI cables. Storing and playing HD movies requires a disc that holds more information, like a Blu-Ray disc, the optical disc standard.




  HD Video
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    • Take one look at the image on an HDTV compared to the image on an SDTV and you will see the dramatic difference in picture quality.




    • HD video beats out SD video in every conceivable category, and with prices of these TVs decreasing every day, HD is also proving to be the best bang for your buck.




    • HD video capture takes much more hard drive space than SD video, approximately five times as much.


  




  

    ZOOM


  




  

    While the quality of HD video is very high compared to SD video film is still able to resolve more image detail than current HD video formats. In addition, some film formats are better at resolving extreme contrasts of dark and light than even the best HD cameras. The biggest arguments for HD over film include cost savings and the ease of transfer to editing systems for special effects.


  




  HD versus SD
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    • The chart above illustrates the relative sizes of different video formats and sizes with a count of total pixels.




    • High-definition video has one or two million pixels per frame, roughly five times that of SD.




    • There are many different types of HD, which we will explain in a later chapter.


  




  3D & THE FUTURE




  3D movies are experiencing a resurgence; here is what you should know




  Three-dimensional film technology may seem like a brand new invention, but filmmakers have been experimenting with this type of film for a long time.




  The first theatrical screenings of 3D test reels occurred in 1915 in New York City. The footage shown was of dancing girls and Niagara Falls. The 3D images were produced by using two film strips projected on top of one another, one using reds, the other greens. The film was then viewed using filtered glasses to decipher the image.




  Cell Phone Camera
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    • Imagine a future where the cell phone you have in your pocket right now is capable of producing images that rival the video produced by today’s high-definition camcorders.




    • Granted, this technology is a ways off, but it is coming.




    • Such technology will open up a new world of film-making, allowing people to shoot, edit, and distribute their films with their mobile devices.




    • Even today there are online film festivals that specifically showcase short films made with cell phones.


  




  The early 3D film tests never caught on with audiences. Movie studios started experimenting with 3D films again in the early 1950s when television first started gaining popularity. People flocked to movies like Bwana Devil, House of Wax, and Creature from the Black Lagoon. However, high cost and technical difficulties plagued 3D films from this era.




  Digital Camera
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    • The digital photo cameras of today can take stunning pictures in addition to producing good video.




    • Camera manufacturers will work to improve the video quality of these devices as demand increases.




    • Having a hybrid device that can fit in your pocket and perform equally well when shooting video or taking pictures will open up many possibilities in the worlds of filmmaking and photography.


  




  In the early 1980s, 3D cinema again experienced a brief resurgence, this time in part due to a decrease in box office sales because of the VCR. This round of 3D films included Friday the 13th 3D, Jaws 3D, and many others.




  Although some might disagree, the 3D craze brought on by Avatar in 2009 seems to be more than just a passing fad. Major theater chains are acting quickly to expand the number of 3D theaters. Theaters offering 3D screenings are still a minority, however, so a 2D version of the film is almost always simultaneously released.




  3D Movies
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    • With the financial success of Avatar, movie studios will continue to produce more and more 3D movies.




    • Movies that were originally shot in two dimensions will be converted to 3D and re-released to capitalize on the 3D trend.




    • 3D digital technology is still in its infancy. As it continues to grow and evolve, we will see movies with more immersion and impressive three-dimensional graphics.




    • DVDs, video games, and television will all experiment with 3D technology in the future.


  




  A well-made 3D movie can provide an audience with an unparalleled cinematic experience that stimulates the imagination in a way that is undeniable. The 3D photography uses special cameras to record two perspectives (left eye and right eye) to create the depth illusion of a three-dimensional image. Making a 3D movie requires a completely new workflow system at every level, from scriptwriting to post-production.




  

    4D




    • 4D film is a system that could see future use.




    • It will combine 3D film techniques with physical effects in the theater that will occur in sync with the film.




    • Some of the effects simulated in 4D films include rain, wind, strobe lights, and vibration.




    • Due to the expense of setting up physical effects, 4D films are usually only presented at special venues, such as theme parks.


  




  




  AUDIENCE




  Try to understand everything you can about your audience




  One of the first things you need to ask yourself before you set out to make any film is, “Who would be interested in watching this?” Sometimes we filmmakers get so caught up in the making of a video that we forget that someone else has to watch it. We tend to assume that just because we enjoy making videos, others will enjoy watching them. You can make a video that to you is a masterpiece, but that masterpiece may go completely unappreciated by the audience.




  Captivating Your Audience
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    • Before you start production on your film, consider how and where the audience will be watching it.




    • The movie theater produces the most captive audiences.




    • An audience watching a DVD or TV at home is less captive. If your film doesn’t hook them they can simply change the channel or turn off the DVD.




    • The audience watching streaming video online is by far the least captive. You only have seconds to hook them before they click away to something else.


  




  Spend time learning about your target audience so you can keep their needs in the forefront of your mind while writing your script. The key to success as a video maker is to know who is likely to watch your video and to then produce the video specifically for that group.




  Let’s say you wanted to make a short video about how to ride a bike. While any how-to video about bike riding will contain similar details, a video made for little kids will look and sound much different than one made for adults.




  Young Audiences
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    • Teenagers tend to favor movies with a lot of action and fast cutting.




    • Young people have a shorter attention span but they can process and interpret quick editing better than older audiences.




    • You can pack lots of information into documentaries made for younger audiences as long as the subject matter is shown in an entertaining way.




    • The pace of movies has gotten progressively faster as more young people have been raised on music videos and Internet clips.


  




  It can be said that there are three distinct purposes for any video you will make: to inform, to instruct, or to entertain. The goal of the nightly news program is to inform; a cooking show to instruct; and sitcoms to entertain. Some videos will fall into multiple categories, but anything you tape will fall into at least one. Keep these categories in mind as you move forward with the production of your film.




  Older Audiences
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    • Older people may have trouble keeping up with the pace of movies made for younger audiences.




    • Because they have a lifetime of movie watching behind them and expect certain things to happen, older audiences may be less open to experimentation.




    • Use common sense: A video made for an older audience shouldn’t include slang and subject matter that they are not familiar with.


  




  

    Genre, Then Audience




    • Most of the time, you will decide your genre before you decide the audience.




    • When making a movie for a specific genre, you must include key elements that a certain audience will recognize.




    • For example, a drama that takes place in a high school should include issues that a teen audience can relate to.


  




  NARRATIVE




  The most common type of film, it tells a fictional story meant to entertain




  The narrative is a type of film that tells a story using the production elements of camera, sound, editing, lighting, acting, visual composition, and effects combined with story elements of character, setting, plot, cause and effect, and time structure. Narrative films have been the most popular types of films since the early twentieth century. When you think of “the movies,” you are most often thinking of narrative films.




  Drama
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    • A drama film is a film genre that depends mostly on in-depth development of realistic characters dealing with emotional themes.




    • All film genres can include dramatic elements, but typically, films considered drama films focus mainly on the drama of the main issue.




    • Drama films have been nominated for the Academy Award more than any other film genre.


  




  Continuity editing is the dominant style of editing used in film narratives. Films are edited to suggest a progression of events in a logical way, which allows the audience to lose themselves in the fiction that unfolds onscreen.




  Narrative films fall into different genres or subgenres. A genre is a type of film with recognizable plots, locations, subject matter, and techniques. If your goal is to make a genre film, you must know the components of the genre that your film will fit into. You need to know the genre rules and your audience’s understanding of them before you decide if you want to replicate or reject them.




  Comedy
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    • Comedy film is a genre of film in which the main emphasis is on humor. Comedies are light-hearted dramas, made to amuse, entertain, and provide enjoyment.




    • Comedies usually come in two general formats: comedian-led and situation-comedies that are told within a narrative.




    • They come in many forms and subgenres such as musical-comedy, romantic comedy, slapstick, parody, gross-out, and screwball.




    • Comedy films typically have a happy ending.


  




  Dramas are the largest genre, with a wide variety of subgenres housed under this category. Dramas are serious films that portray realistic characters, settings, situations, and stories.




  Comedies are meant to make you laugh. They tend to be audience-specific because what you may find funny, somebody else may not. Comedies have many subgenres such as romantic, slapstick, parody, and dark.




  Action
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    • Action film is a film genre wherein the story is largely told through physical action as opposed to dialogue.




    • While action films are often box-office hits, relatively few action films receive critical praise.




    • They almost always have a hero or heroine struggling against incredible odds, life-threatening circumstances, or an evil villain.




    • Action films have traditionally been aimed at male audiences.


  




  Action and adventure movies are full of fight scenes, gun battles, car chases, stunts, disasters, and explosions that are meant to excite your audience. Horror movies entertain viewers by scaring them and placing them in frightening situations. Thrillers and suspense films combine elements with other genres such as action, crime, and horror to keep the audience on the edge of their seats throughout the movie.




  Horror
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    • Horror films are movies that are meant to elicit the emotions of fear, horror, and terror from the audience.




    • Horror films have been dismissed as violent, low budget B movies but all major studios and many famous directors have made films that fall into this genre.




    • Many horror films incorporate elements of other genres such as science fiction, fantasy, thriller, and even comedy.


  




  DOCUMENTARY




  A documentary’s central goal is to tell a realistic and true story




  A documentary film is a movie that attempts in some way to document reality. Its goal is not to tell a fictional story but essentially to tell a realistic and true story by presenting facts and interviews. The scenes are carefully chosen and arranged but they are not scripted, and the people in a documentary film are not actors. Some documentary films may rely on narration while others let the footage speak for itself.




  Documentary Filmmaker
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    • Digital video has made it much easier for the average person to pick up a camcorder and make a documentary.




    • Technically, anything that is “documenting reality” falls into the documentary category. For example, when you pick up your camcorder and film your cat, you are making a documentary.




    • Any good documentary must have a reason for being made. What do you want your audience to take away from the viewing of your film?


  




  Interviews are the backbone of most documentary movies. You can easily intercut interviews with other elements, such as archival footage, graphics, pictures, and animation. When the audio portion of interviews is laid over visuals, it is referred to as a voiceover and shouldn’t be confused with a narration.




  You have infinite choices in what kind of documentary you can make. Many of today’s documentaries focus on political and controversial issues. Others may cover sporting events, people, concerts and music, history, travel destinations, or other topics.




  Sports Documentaries
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    • Sports naturally lend themselves to documentary filmmaking. They are filled with interesting characters, action, and conflict.




    • The 1994 documentary, Hoop Dreams, follows two inner city kids as they try to make their dreams of playing in the NBA come true. Intended originally to be a thirty-minute short, filming lasted five years resulting in over 250 hours of footage.




    • Murderball, a documentary about paraplegic athletes who play wheelchair rugby, was shot on an inexpensive digital video camera and nominated for an Oscar.


  




  If you want your documentary to be full of factual information, you should do an in-depth study of everything to be included in the film. Gather information by searching the Internet, reading books on the subject, and watching other related nonfiction films and TV programs.




  Unless you make a propaganda film, try your best not to be biased when presenting information in your documentary. Some would argue, however, that it is impossible to be truly neutral when making a documentary film. The filmmaker’s choices and edits can present a biased view. If three different filmmakers were asked to make a documentary on the same story, each story would come out differently.




  Rising in Popularity
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    • Though still not as popular as narrative films, documentaries are becoming more and more popular with audiences.




    • Audiences turn to documentaries to find more credible information than what they can get from the mainstream media outlets.




    • Amateur filmmakers tend to make documentaries because they are often easier and more affordable to produce than narrative movies.


  




  Good documentaries are always entertaining, informative, and factual.




  Cinéma Vérité and Direct Cinema
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    • Cinéma vérité is a style of documentary started by the French in the 1960s that strives for candid realism by showing people in everyday situations with authentic dialogue.




    • Direct cinema is the American version of cinéma vérité. While similar in many ways, the two differ in that cinéma vérité filmmakers use the camera to provoke subjects and reveal stories while direct cinema is strictly observational.




    • Direct cinema was made possible by the advent of light, portable cameras and sound recorders.
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