Film and television texts, some technical terms
The following glossary may be used to discuss, analyse and create film, video and television texts. Each term may be thought of as part of the narrative equation:
	story elements     +     production elements     +     audience    =    NARRATIVE


	
	

	Story
	All the events in the narrative, those shown and those inferred but not necessarily shown on screen.  

	
	

	Plot 
	Only those events shown in the film including any added non-diegetic material such as text and special effects.

	
	

	Setting 
	Provides a location for the action of a narrative to take place.  The setting of a film or television narrative not only provides a place for the narrative to develop, it can become part of the narrative in itself through the manner in which it contains and constrains onscreen action.  

	
	

	Multiple storylines
	Storylines that run parallel to, comment on or intersect with the main storyline.  They are designed to add depth and colour to the narrative by, for example, complicating the lives of characters, adding to the range of narrative possibilities, illustrating a moral dilemma, providing a red herring or false lead, contrasting characters, situations or ideas or to provide relief as a counterpoint to a difficult plot.  Multiple storylines allow for the development of allegory and metaphor. 

	
	

	Parallelism 
	Storylines or subplots that do not intersect but the actions and characters in each add to our understanding of the plot and themes in a text.  

	
	

	Narrative
	A chain of events in cause and effect relationships occurring in space and time.  Constructed through the combination of story, production and audience elements.

	
	

	Opening 
	Openings establish some or all of the following: time, place, setting, mood, character, style and genre.  At the conclusion of an opening a range of narrative possibilities has been established.  

	
	

	Narrative possibilities
	How will the narrative develop?  What will happen?  What part will these characters play?  How might it all resolve?  

	
	

	Closure and denouement
	The section immediately following the climax in which loose ends are tied up and, in some genres, the possibility of a sequel is introduced.  Allows the audience the opportunity to return to the real world from the cinematic world.

	
	

	Mise en scene
	Everything that is in a frame.

	
	

	Motif 
	A motif is a recurring element which suggests meaning beyond its literal meaning, it stands for an idea.  Motif may take the form of an object, character, colour, sound, or action.  

	
	

	Character
	Characters are created through a combination of script, costume, makeup, setting and acting.  

	
	

	Acting 
	The use of movement, body language, gestures and facial expressions to create character.

	
	

	Point of view
	May refer to a character, the director or the audience.  It is important to differentiate which point of view is being referred to (see POV).

	
	

	Genre
	Type of text, eg science fiction, horror, western.  An audience uses its knowledge of genre codes and conventions to read a text.  

	
	

	Film Noir
	Style of film from 40s and 50s which have urban settings and deal with corruption and the dark side of life.  Characters are often stereotyped.  Much of the film is darkly lit. 

	
	

	Text and sub text
	The main storyline and themes in the text.

	
	

	Suspension of disbelief
	The emotional and psychological state into which viewers enter that allows them to participate in the narrative experience created by the director.

	
	

	Intertextuality 
	The process of drawing on, even unconsciously, other texts to provide a structure of meaning.

	
	

	Production values


	Production values refer to the quality and classiness of a text and the way these are reflected in a text’s construction.  This includes all aspects of production from the script through production and post production.

	
	


Shots

	Frame
	The rectangle formed by the edge of the screen. The basic unit of visual construction, it not only defines what an audience views, but also what it does not.  The frame works physically and symbolically to construct narrative.  

	
	

	Shot 
	Single piece of film from ‘action’ to ‘cut’.

	
	

	Scene 
	Series of shots within one location.

	
	

	Sequence
	A series of shots and/or scenes that are edited together to form a small section of a text, for example, a dream sequence or a titles sequence.

	
	

	Establishing shot
	Locates time and place. 

	
	

	Master shot
	A recording of an entire scene, start to finish, from an angle that keeps all the players in view. Usually supplemented with other shots--groupings of two or three of the actors at crucial moments, close-ups of individuals, etc. 

	
	

	Long shot  LS
	Shows whole location of action.

	
	

	Medium or mid shot  MS
	Chest to head.  Establishes who is in the scene and who is talking.  A basic tool for dialogue.

	
	

	Close Up  CU
	Head and shoulders.  A subjective and expressive shot for the director.  Often casts the audience as voyeur.

	
	

	Extreme Close up  ECU
	Usually eyes or mouth.  The most intimate shot of all.  Conveys emotion.

	
	

	Tracking or dolly shot
	Camera moves from one place to another.

	
	

	Reverse shot
	Shot from the point of view of the opposite side of the previous shot, such as cutting between two characters talking or the shot that follows a point of view shot.

	
	

	Two shot
	A medium shot of two subjects, usually framed from the chest up.

	
	

	Over the shoulder shot
	A shot of one actor taken from over the shoulder of another actor.

	
	

	Pan
	Camera swivels from one thing to another.

	
	

	Pull focus
	The depth of field changes from focussing one character or part of set to another.

	Tilt 
	The camera is placed on an angle, usually used to unsettle or disorient the audience.

	
	

	Zoom 
	Camera zooms in or out to reveal more or less of the action.

	
	

	Point of View  POV
	Shot taken as if through a character’s eyes.

	
	

	Depth of field 
	The section of the shot that is in focus.

	
	

	Deep focus
	Both foreground and background are in focus at the one time.

	
	

	Editing
	

	
	

	Cut
	Change from one shot to another.

	
	

	Dissolve
	One scene dissolves into another.  Often invisible without analysis.  May indicate the passing of time.  Advances the narrative visually.

	
	

	Shot-Reverse Shot
	Action- reaction between two characters.

	
	

	Cut Away
	Shot is related to but not part of the action.  May be used to convey information.

	
	

	Cut in
	Tighter framing of the action.

	
	

	Parallel action
	Intercutting of two or more sets of action that are happening in separate locations at the same time.

	
	

	Fade
	Shot fades to a solid colour (usually black).

	
	

	Wipe
	One shot is wiped from the screen by another.  

	
	

	Montage
	Rapid editing to create visual excitement using a variety of shots.

	Camera Angles
	

	
	

	High Angle
	Camera is placed above the subject.  Subject may appear small, insignificant or threatened.

	
	

	Low Angle
	Camera is placed lower than the subject.  Gives the impression of looking up at the subject.  Implies power resides in the subject.

	
	

	Eye level
	Camera is on the same plane as the subject.  May imply normality.  May indicate confrontation.

	
	

	Tilt 
	The camera is tilted on an angle.  Indicates discord, unsettles the audience.

	
	

	Lighting
	

	
	

	High key
	Eliminates most shadows.

	
	

	Low key
	Creates strong contrast and sharp and deep shadows.

	
	

	Chiaroscuro
	Low key lighting that produces strong contrast between light and dark in an often stylised manner.

	
	

	Three point lighting 
	Key light (the main source of light), back light and fill light (softening) balances shadows to light a character.

	
	

	Frontal lighting
	Eliminates shadows but may produce a ‘flat’ image.

	
	

	Sidelight or crosslight
	Lighting from the side, emphasises a character’s features.

	
	

	Backlight 
	Lighting from behind a character, may be used to create silhouette or to make the subject glow. 

	
	

	Underlighting 
	The subject is lit from below. 

	
	

	Top lighting 
	The subject is lit from above.

	
	

	Temperature 
	The colour cast of the lighting, warm or cool.

	
	

	Gel
	Coloured filter placed over a light.

	
	

	Filter 
	The use of a colour cast over a shot or scene, evokes time, place or emotion. 

	
	

	Naturalistic 
	Lighting simulates what audiences would expect in the real world.

	
	

	Expressive lighting
	Deliberate manipulation of lighting to emphasise mood or character.

	
	

	Sound
	

	
	

	Soundtrack
	Everything that is heard in the film.

	
	

	Diegetic sound
	Sound coming from a character or object in the story world.  It may be manipulated or exaggerated to emphasise meaning.

	
	

	Non diegetic sound
	Sounds added to the soundtrack which does not originate from the scene, eg narration, music or SFX.  Used to add tension or emotion. 

	
	

	Dialogue 
	The words spoken by characters. 

	
	

	Voice over
	Narration originating from a source other than the on screen action.

	
	

	SFX
	Sound effects.
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