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martial arts movies 135
Mass Effect Andromeda 155
mass media 2
Master and Commander 411
master scene technique 204–7
master shot 199, 205–6
matching eyelines 205–6
mateship 232
The Matrix 51, 128, 316
meaning 14

audiences creating 173
media 2

as consciousness industries 56
purpose of the 2

media artists
and documentary productions 367–71
experimentation 355
expressive moving-image 356–64
and expressive productions 355–65

media audiences see audiences
media consumption 260–1
media convergence 56–7
media encoding and decoding 13
media factories 285
media fans 266–7
media institution effects

neglect of smaller and poorer  
audiences 286

sameness and repetition 286
media institutions 56–68

Australian television organisations 
288–91

and big data 292–7
as businesses 284–5
convergence, divergence and 

remediation 56–8
diversification 285
division of labour into roles 285
and the economic context 284–6
globalisation 58–9
and participation 283–301
profit motive 284

Lantana 229
The Late Shift 280
lateral thinking 408, 409
Latin-American cinema 379–83

context 379–81
influential directors 382–3
significant films 382
themes 381

leading lines 422
LED (light-emitting diodes) 416
legal issues 101–7
The Legend of Hercules 142
LEGO Movie 318
leitmotif technique 49–50
length of takes 19–20
Les Horribles Cernettes (rock group) 256
Lessons of Darkness 370
light meters 415
lighting 33

elements of 414–18
indoor shooting 200
mise en scène 36–7
outdoor shooting 201
for stylistic productions 413–18

lighting safety 111–12
outdoor considerations 112

lighting sources 417–18
lighting style 418
Like Water for Chocolate 380, 382
limited third-person narrative 139
linear plot progression 153
lines and diagonals 27
The Lion King 30, 58, 136
The Lion, the Witch and the Wardrobe 151
localisation 58–9
location

through diegetic music 49
through sound effects 46

location and sets, mise en scène 33–4
locations for filming 200–1, 318

no permission needed 108
permission needed 101, 108
permits 108
selecting 107–8

log lines 90
logging footage 208
The Loneliness of the Long Distance  

Runner 393
long shot (LS) 19, 21
long take 19–20
Look Back in Anger 393
The Lord of the Rings 50, 137, 146, 304

fandom 268
loser-generated content 241
loss of nation 59
Lost 305
Loving Vincent 410
low camera angle (LCA) 24, 422
low key lighting 389, 414–15
Luhrmann, Baz 361

key works 361
statement of stylistic intent, case study 438
see also specific films, e.g. Moulin Rouge!

Lumière brothers 81, 82, 160
Lynch, David, use of technology 402
lyrical content 51

internet
and classification 66
cultural context 255
history of development 255–6
and media fandom 268
shaped by context 254–8
social context 255
technology different due to  

context 257
Internet providers (IPs), retention of  

data 296
intersections 420–1
intertextuality 17, 171
inverse-square law 415
invisible remediation 57–8
Iranian cinema 383–4

cultural context 383
features 383
films 384
influential directors 384

ironic commentary on a scene’s visual 
information 50

ISO (gain) 414
Italian neo-realism 364, 383, 391–2

features 392
films 392
technologies and natural lighting 392

James Bond films 188, 210
Jaws 26, 30, 128, 211, 351
Jedda 228, 234–5
Jeepers Creepers 42, 316
Jia Zhangke 379
jib arms 423
jigsaw woman 39
joining camera moves 424
jump cuts 43, 200
Jung, Carl 136
Junior 14
Jurassic Park 75, 351
juxtaposition of shots 38–9

KaBoom! 355
Karate Girl 346
Karawane (poem) (Ball) 336
Kashyap, Anurag 374–5
key light 36, 37
Kiarostami, Abbas 384
King Kong 34, 82
The King’s Speech 431
Kokoda 232, 391
Kubrick, Stanley 314, 334, 426, 429

see also 2001: A Space Odyssey
Kuleshov, Lev 39, 335, 388
Kuleshov effect 39, 116

experiments 39
Kurosawa, Akira 362

La Coeur Fidele 339
La La Land 223
La Roue 339
The Lady in the Lake 140
Lang, Fritz 331, 332–3
language codes and conventions

of moving-image media 11–54
in moving-image media stories 126–58

languages 6, 7
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features 305
audience considerations 308
compelling stories 305–6
distinct media 307

multi-platform characters 306
real life 307
story world 306
necessary characteristics 305

multichannel television 287
multiculturalism 234
multimedia 54

elements 54
structuring information in 54

multiple character subjective point of  
view 141

multiple plot films 150
advantages/disadvantages 150

multiple plot lines 150–1
multiple points of view narrative 154
The Mummy Returns 75
Muriel’s Wedding 50, 229, 233, 234
music 47

classification 64
in moving-image media 49–51

music videos 117–20
classification 64
features 118–19
length and audience range 117

music visualised in the 119
types of 118

musical motifs 50–1
musicals, registers 135
My Brilliant Career 233
My Darling Clementine 353

Napolèon 335, 339
narrative analysis 180
narrative enigma 115, 165
narrative equation 126
narrative film moments and technologies 

388–98
narrative genres 16
narrative identity 330
narrative image

and audience expectation 165
definition 165

narrative medium 82
narrative music videos 118
narrative point of view 139

in novels 139
in television and film 139–40

narrative progression
digital games 156
and the temporal order 153–4

narrative realism 184–5
narrative structure, documentaries 368–9
narrative text, audiences reading a 174–5
narrative time 82
narratives 82, 126

cause and effect 128–30
characters 142–9
climaxes and turning points 128, 133–5
engagement with 161–3
hero’s journey and narrative 

progression 136–7
and identity 330–1

mixed distribution (new media) 62–3
mixed reality 295
mobile and online games, IARC 

classification 64, 66
mobile media platforms 249
mobile phone context 170
mobile phone signals, triangulation 25
modality gratification 265
mode of engagement or participation, 

multi-platform media 271
Moffatt, Tracey 363
Mondrian, Piet, Composition with Red, Blue 

and Yellow (painting) 428
monopolies 284
Monroe, Marilyn 189
montage 152

American 41, 152–3
Soviet 40–1, 116, 334, 335

montage editing 430–1
The Monuments Men 127
mood

through music 50
through sound effects 46

Moore, Michael 343, 367–9
aesthetics and style 369
narrative structure 368–9
persuasiveness 369
representing the ‘essence of truth’ 

367–8
Mother India 372
motifs

in editing 316
mise en scène 34
musical 50–1
recurring 352

Motion Picture Association of America 
(MPAA), trailer length 114

Motion Picture Production Code 64
motivated move 422
The Motorcycle Diaries 380, 382
Moulin Rouge! 51, 229, 334, 438
movement 33
movie theatres 168
movies see film
moving-image media 2

and institutions 54–68
interactive 275–81
language codes and conventions 11–54
music in 49–51
technologies 70–85

moving-image media processes 6
moving-image media stories

audiences 160–75
language conventions 126–58
representations 177–92

moving-image media texts or products 6
Mr Robot 309
multi-platform consumption 270
multi-platform media

appraising the audience’s use of 271–2
audiences and participation in 270–2
features of the experience 270–1

multi-platform projects, pre-production 
308–10

multi-platform storytelling 304–5
case study example, Doctor Who 325–7

public and private 286–8
restrictions on production 318–19
supporting the powerful 284
tending towards monopoly 284

media literacy 300
media processes 6
media production stages 88

post-production 89–90
pre-production 89, 90–5
production 89

media regulation 63–4
classification versus censorship 64

media representations see representations
media structure 260
media technologies 5, 7, 70–85

analogue and digital 80–1
evolution of technology and audience 

engagement 72–9
hot and cool media 80
key components 70
the medium is the message 80

media texts 6
mediation 183
medium 7

is the message 80
and narrative possibilities 132
and technologies 80–5
see also specific types, e.g. film

medium close-up (MCU) 19, 22
medium long shot (MLS) 19, 21
medium shot (MS) 19, 21–2
Mehta, Deepa 375
Memento 131
mentor antagonists 143
Meshes of the Afternoon 338
metaphor 425–6

digital support for 426
shooting for 426–7

metaphor plot lines 150
Metropolis 331, 332–3, 389
metteur en scene 352
Mexican cinema 380
microphones 201–2

placement 203
Microsoft 64, 293
mid-shot 21
Mifune 397
migratory consumption 260
Milani, Tahmineh 384
Miller, George 347
mind mapping 406–7
Minecraft 76
minor-character subjective point  

of view 141
Minority Report 295–6
mise en scène 32–3, 49, 77, 94, 219, 224,  

309, 341, 395, 411
acting – figure placement 35
and auteurs 350, 352
colour 36
composition 33
indoor locations 200
lighting 36–7
location and sets 33–4
look of the film 33

mistakes (out-takes), using 432
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personal conflict (with others, society, 
nature or fate) 129

personal safety 111–12
perspective 422
persuasion (film reviews) 122
phenomenological stance 174
photo-narratives 363
The Piano 142, 149, 357
Picnic at Hanging Rock 228, 234, 411
picturising 90
pilot productions 311

editing techniques 314–16
types of 311–13

pipe dollies 423
pitch 46
pixilation animation 75–6
planning to experiment 432–3
platform convergence 57
platform gratification 265
platforms 7, 242

and affordances 246–9
appraising 243–4
categorising 242
and context 168–70
as online sites or services 242
as technological mediums 242

Pleasantville 147
plot 126

digital games 155–6
film reviews 112
multiple plot lines 150–1
progression 153–4
subplots in convention films 150

poetic documentary mode 341
poetic images (music videos) 118
point of view in stories 139–41
Pokémon Go 280–1, 321
political power, and counter-stereotypes 

182
political role of the media 2
politics 236
Pollock, Jackson, Blue Poles (painting) 428
polysemy 12
Poseidon 424
The Post 174
post-production stage 89–90

well-being in 113
post-production techniques 208

editing process 208–9
getting a production to the right length 

209–10
titles 210–11
pre-production formats 90
one-liner (log line) 90
outline 91
the script 92–3
shooting script 95
storyboards 93–5
the treatment 91–2

pre-production, multi-platform projects 
308–10

planning the project 308–9
storyboards 310
treatments 309

pre-production stage 89

oligopolies 284
Olive 432–3
omni-directional microphones 202
omniscient third-person narrative 139
On Our Selection 227
on-screen space 27
180-degree rule 43, 108, 207
one-liner 90
one-point lighting 37
‘one-to-many’ media 2, 240, 245
online distribution business 60–2
open-air cinema 164
open closure 134
open world 157
opening stage 131

ending the opening 131–2
exposition/showing stage of the 

opening 131
foreshadowing 132–3
narrative possibilities 132
what the first disruption achieves 132

oral history 187
orientation stage 131–3
originality 96–7
out-takes 432
outback landscapes 233–4
outdoor locations 200–1
outline 91
The Overlanders 227, 232
overlapping dialogue 206
overshot 24
Overwatch 322

packet switching 256
panning shot 28
parallel editing 41–2, 316
parallel plot lines 150
parallel sequential narrative 154
parallel sound 47
paratext 114
Parenthood 426
participation

barriers to 300–1
by individuals and groups 273–6
and degrees of interactivity 252–3
and fans 266–70
how contexts and purposes impact 

260–2
and media institutions 283–301
in multi-platform media 270–2
and platforms 242–9
and technologies 239–58

participatory culture 239–40
and affordances 244–6
collective intelligence 240
skills gained in participation 239
why people participate 239–40

participatory documentary mode 343
The Passion of Joan of Arc 355
passive footprints 294
patching edits 206
patterns of development (film music) 50–1
perceptible affordances 245
performance music videos 118
performative documentary mode 344
performers 107, 108

multiple plot lines 150–1
setting 148–9
structuring time 151–4
three-act structure 131–7

narrowcast audience 2
national identity 230, 231–2
natural environment 254
natural events, as causal agent 128
naturalisation 184
naturalism 36
naturalistic lighting 418
navigability gratification 265
negative green gels 418
negative space 421
neo-realist films 392
Netflix 61–2, 74, 322

areas of operation 62
audience and social impact 62
classification tool 66
context 62

neutral density (ND) 414
new aesthetics, and directors 399–403
New Hollywood 395–6

technologies and spectacle 396
new media 2, 3
characteristics 3, 84–5
codes and conventions 52–4
discourse of the ‘new’ in media 85
and UG theory 265–6
what is it? 84
why ‘new’ is seen as good 85

new media affordances 245–6
new media communication, basic units 52
new media interactivity 251–2
news, script format 93
newspapers 245
Nichols, Bill 341
A Nightmare on Elm Street 131, 133, 219
Nineteen Eighty-Four 128
Ning Hao 379
no voice over (trailers) 116
noddies 199
non-diegetic elements 127
non-diegetic sound 47, 123
non-human characters, as causal agent 128
non-narrative genres 16
non-narrative music videos 118
non-premise pilots 312
normal movie lenses 25
Norman, Donald 244
North by Northwest 47
Nosferatu 389
Notting Hill 41
novels, narrative point of view 139

objective character point of view 140–1
objective storytelling 394
objective truth (pre-1980s) 339, 340
objective voice-over 45
objectivity, citizen journalism 298–9
observational documentary mode 342–3
obsolescence 85, 117
Ocker films 228
off-screen space 27
offensive images 108–9
official data collection (Australia) 295–6
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resolution stage 133–4
restricted-information narratives 140
return (hero’s journey) 136
rhythmic relationships 315
Riefenstahl, Leni 82
rim light 416
ring lights 416
Rise of the Tomb Raider 321
risk management – FTVNM students 

109–10
road movies 221

characters 222
features 221–2
plots 222

The Rocky Horror Picture Show 345, 347
Roger and Me 376
romance scenarios 141
romantic comedies 222

characters 223
features 222–3
plots 223

Rome, Open City 391
Romeo + Juliet 30, 97, 438
Room at the Top 393
‘room tone’ track 201
Rope 424
rounded characters 146–7
The Royal Tenenbaums 34
Rube Goldberg machines 129
rule of thirds 27–8, 420
Run Lola Run 42, 132, 154, 316
The Runner 384
rushes 428
Russian Ark 355

safety on set 110
equipment 112–13
lighting 111–12
outdoor considerations 112
personal safety 111–12
useful items 110–11

sail cloths 417
Salesman (1969) 342, 343
The Salesman (2016) 384
Samson and Delilah (Thornton), workflow 

case study 434–7
The Sapphires 230
Sarhadi, Asghar 384
SBS see Special Broadcasting Service
scene elements and goals (filmic  

elements) 204
scenes 128
science fiction 215–16

common themes 216
fandom 268
features 215–16
origin influences and context  

216
stories and characters 217
story types 217

scientific principles 215
Scott, Ridley 345, 346, 347
Screen Australia 318
screen geography 207
screen space 340

quarter turn character 35
Queensland Weapons Act 1990 102, 103
questioning representations 180

Rabbit-Proof Fence 235
rack focus 26
radio 244, 245, 258
Rain 341
rapid shot changes (music videos) 119
reaction shots 199, 206
Ready Player One 401
real life

multi-platform storytelling 307
and representations 185–7

real world 367
realism 36, 162–3, 332, 390–1, 394

aesthetic 390, 391
features 391
and representations 183–5
types of 390–1
in media texts 184–5

reality television 277, 320
Rear Window 131
recording narration 203
recording sound 201

microphones 201–2
techniques 203

recurring motifs, categorising 352
referencing 99–100

influences, inspirations and homage 100
reflected light rays 415
reflection upon resolution, evaluative 439
reflective statements 433–7

case study, Warwick Thornton’s Samson 
and Delilah workflow 434–7

outline of workflow 434
reflexive documentary mode 343–4
Refugee Republic 278
registers 135
regulation of the media 63–8
relationship line of a narrative 143, 151
relationships

between character and actor 17
between characters 147
compositional strategies 421

release form 108
religious barriers to participation 301
remediation 57–8
replica weapons 101–4
report genres 16
representations 5, 7, 178

analysing 180
Bechdel test 191–2
comparing with reality 186–7
and counter-stereotypes 181–2
of gender 178, 181, 187–93
how they work 179–80
and identity 329–53
in moving-image media stories 177–92
questioning 180
and real life 185–7
and realism 183–5
selection construction and omission 

179–90
stereotypes 181
types of 178–9

premise pilots 312
presence 163
presentation pilots 312
primary medium 82
primary sources, for case studies 323
princess 146
Prisoners of the Sun 412
privacy protections, Australian citizens 296
pro-filmic events 340
prod-users 240, 246

features of prod-usage 240–1
user- and loser-generated content 241

producers as auteur 350–1
product distribution 319
product testing 319
production 88

the basics 88–113
copyright and referencing 96–100
creating expressive moving-image 

media artworks 366–7
drones, talent and locations 104–9
experimentation in 432–3
film trailers 114–17
genre stories 214–24
legal issues 101–4
for multi-platform storytelling 304–11
music videos 117–19
pilot productions 311–13
post-production stage 89–90, 113, 

208–14
pre-production formats 90–6
safety 109–14
stages of media production 88–90
for story 195–214
too long 209–10
too short 210

production context 7
production legality 101

drones 104–7
fake weapons and Queensland law 

101–4
filming legally – FTVNM students 101

production stage 89
professionally generated content (PGC) 61
profile character 35
project folder 208
Propp and character roles 145–6
Propp’s narrative theory 145
proprietary platforms 301
prosumer 240
protagonist 139, 142, 389
Psycho (Hitchcock) 24, 27, 34, 48, 131, 133, 

142, 148, 153, 162, 167, 315, 424
Psycho (Van Sant) 100
psychological needs (film reviews) 122
public and private media organisations 286

background 286
present trends 286–7

public versus commercial media 287–8
public service media 287
public television (Australia) 289–90
public transport, filming on 101
publications, classification 64
pull focus 26
Pulp Fiction 150, 154
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sound levels 203
sound perspective 46
sound sources 47
soundscapes 216, 375
soup bowl experiments 39
South Park 181
Soviet montage cinema 388

features 388–9
films 388
technologies and dielectic  

montage 389
Soviet montage/collision of images 40–1, 

116, 334, 335, 388
space relationships 315
Special Broadcasting Service (SBS) 288, 

289–90
special effects 312, 396
specific genres 16
spectacles 74, 82, 340, 396
speculative fiction 215
speech qualities 46
spheres of action 145
Spielberg, Steven

and auteur structuralism 351–2
use of technologies 399–401

spuns 112, 415
Star Trek 90, 174, 216, 268
Star Trek Trexels 76
Star Wars 51, 136, 137, 146, 163, 216, 217, 

268
franchise 304, 395
stars 115, 122
and audience expectation 165–6
definition 165
as signs 166
starting the ideas process 405–6
statement of stylistic intent 438
Baz Luhrmann case study 438

static characters 146–7
statistics as indicators of the real world 

186–7
steadicam shot 29
steadicams 423
stereotypes 180–1

and representations 181, 190–1
stills 107
Stolen Generation 235
stop-motion animation 355
stories 126

diegesis 127
differences from narratives and plot 126
multiple story lines 150–1
point of view in 139–41
see also narratives

story-based productions
casting and directing actors 195–8
shooting 199–203

The Story of the Kelly Gang 81, 226, 227
story time 82
story world 304, 306
storyboards 93

drawings/images 94
features 94
in FTVNM 94–5
multi-platform projects 310

storyboard text 94–5

shot sizes
and narrative purposes 19, 20–3
used in Australian films 23

shot/reverse-shot 205
Shrek 319
shutter speed 414
Sicko 343, 369
sightlines 205
signifiers 11
signs 11

denotation and connotation 12
types of 11

silent film 160
Silent Generation 274
silks 417
Silver City 234
similes 425
shooting for 426–7
The Simpsons 17, 58, 71, 249, 284
simultaneous time 41–2, 152, 316, 394
Sin City 402
single-protagonist subjective point  

of view 141
sink dollies 423
six thinking hats (de Bono) 409
SLiDE 307
sliders 423
sobriety 340
social activism 322
social characteristic (new media) 84
social class 235

demographics of 275
social context 254, 255
social credit systems 297
social impact, case studies 320–2
social labouring 213–14
social loafing 213
social media

engagement strategy 294–5
and fandom 319–20
as storytelling 319
use by big media to build  

interactivity 277
social realism 373
social structures and economic factors 

(setting) 148
social television 276–7
socially constructed technology 71, 72
society, and big data 296–7
socioeconomic barriers to  

participation 300
soft premise pilots 312
software 70
Solanas, Fernando 371
Soldiers of the Cross 226
sound

codes and conventions 45–8
elements of 45–7
indoor shooting 200
outdoor locations 201
recording sound 201–3
studio locations 201
types of 47–8

sound bridge 48
sound editing 48
sound effects 46–7

scrims 112, 415, 417
scripts 92

formatting for dramas 93
formatting for news, documentary and 

advertising 93
in FTVNM 93
show, don’t tell 92

scrolling credits 210
seamless realism 390
The Searchers 347
second act: the development or 

complications stage 133
second cinema 371
Second Life 281
second-person narrative 139
second screen television 277
Second World War images 233
secondary climaxes 134, 135
secondary sources, for case studies 323
The Secret in their Eyes 382
security 201
segue 48
selective blocking of light 417
selective focus 26
semiotics 11
Sen, Ivan 357
The Sentimental Bloke 226
A Separation 384
sequels 134
series format of television 249
setting 126, 148–9

film reviews 123
four factors of 148
mise en scène 33–4
purposes of 148–9

Shame 232
shared characteristic (new media) 84
Sharknado 346, 347
shooting dialogue for story-based videos 

204–7
editing dialogue 206–7
screen geography 207

shooting ratio 43–4
shooting script 95
shooting story-based productions 199–203

avoiding jump cuts – the 30-degree 
rule 200

coverage 199
locations 200–1
recording sound 201–3
the take 199–200
vox pops 200

shooting techniques for stylistic 
productions 420

abstract elements 428–9
camera movement equipment 423–5
composition and framing 420
compositional strategies 420–3
using symbolism 427
visual metaphor and figurative use of 

imagery 425–7
shopping centres 101, 108
Short Circuit 349
shot 18–19

definitions 19
length of takes 19–20
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 complications stage 133
third act: closing or resolution stage 

133–4
three-act structure (trailers) 115
Three Cs of Convergence (Barr) 57
3D screenings 74
three-dimensionality 422
300: Rise of an Empire 27
three-point lighting 36–7
three-quarter turn character 35
three Ws and one H 407
tilt shot 30
time and space 395
time context 254, 318
time factors (setting) 148
time relationships 316
timeslots (television) 249
timing your titles 211
Tin Toy 78
title card 210
titles 209, 210–11
timing your 211
totalitarian cinema 371
A Touch of Sin 379
Touching the Void 174, 344
A Town Like Alice 228, 235
Toy Story 319
tracking shot 28–9
traditional journalism versus citizen 

 journalism 299
traditional media 2

features 2–3
traditional media affordances 245
traditional media interactivity 251
TRAIL 7
trailers 114–17, 312
train stations 101, 108
transitions

for sound editing 48
visual punctuation 42–3

transportation 162
trashy cult films 345–6

treatments 91
digital game details 92
in FTNVM 91–2
key concepts and intent 91
multi-platform projects 309
story details (Units 1–3, Years 11  

and 12) 91–2
stylistic details (Unit 4, Year 12) 92

trespass 101
tridolly 423
Triumph of the Will 82
Tron Legacy 77, 304
The Truman Show 50
tungsten filament lights 416
turning points 128, 134, 135
12 Years a Slave 162
Twitter 296
two-point lighting 37
two-shots 21
2001: A Space Odyssey 215, 216, 314, 334, 429

Un Chien Andalou 337, 338
Uncanny Valley 77–8
uni-directional microphones 202

TCP/IP 156
teasers 312
technical codes 12, 13, 309
technical production realism 185
technological affordances and changes in 

social conventions 246
technological determinism 70–1
technological innovation 85
technologies 5, 7

available at the time 319
consumers and users 240
and contexts 254–8
and directors 399–403
hardware and software 70
and institutions 70
and the medium 80–5
and narrative film moments 388–98
and participation 239–58
practices and processes 70
prod-user 240–1
theories 70–1
see also media technologies

technology panics 78
can they be justified? 78
who creates them? 79

telephoto movie lenses 25
television 245

Australian programs 228
as a medium 83–4
narrative point of view 139–40
as a platform 248–9
power of 83–4

television context 169–70
television experience, evolving 74
tempo and volume 51
temporal duration 152–3
temporal frequency 153
temporal (time-based) order of events 152

and narrative progression 153–4
Ten Canoes 235
Terminator 2 403
text (multimedia) 54
textual convergence 56–7
Thelma & Louise 131, 133, 153
thematic counterculture 348
theories of communication technology 

71–2
theremin instrument 216
They’re a Weird Mob 228, 234
third act: closing or resolution stage 133–4
third cinema 371, 379, 380
third-person game 157
third-person narrative

in film 140–1
in novels 139

30-degree rule 43, 107, 200
Thornton, Warwick, Samson and Delilah, 

workflow case study 434–7
three-act structure (digital games) 154
three-act structure (narratives) 131–7, 394

climaxes and turning points 134–5
first act: the opening or orientation 

stage 131–3
hero’s journey and narrative 

 progression 137–8
second act: the development or 

Strictly Ballroom 438
structuralism 351
structuring information in multimedia 54
structuring time 151–4
studio locations 201
studios, and lighting 414
stylistic aesthetic 410

experimentation and inspiration 
410–11

selecting for an aesthetic 411–12
stylistic influences on identity 333–4
stylistic intent 355

statement of 438
stylistic productions

editing 430–3
ideas for 405–7
lighting for 413–18
shooting techniques 420–9
writing reflective statements for 433–7

sub-state cinema 371
subgenres 16
subjective character point of view 140–1
subjective voice-over 45
subjectivity – the essence of truth (post-

1980s) 338, 340–1, 367–8
subplots in conventional film 150
subscription television 68
subtractive lighting 417
suburbia 234
The Sundowners 228
Sunset Boulevard 153, 218
Super Mario Bros. 158
supers 210
surface realism 184
Surname Viet Given Name Nam 344
Surrealism 336, 337–8
surveillance capitalism 293–4

behavioural change 295
engagement strategy 294–5
generating data 294
individual in the data 295

suspension of disbelief 184, 391
Sweet Country 35
sweetening 209
swish pans 28
symbolic codes 12, 13, 309
symbolic images (music videos) 119
symbolic interfaces 53
symbolism 425, 427
symbols 11
symmetry 33

tail credits 210
take 199–200

calls by the assistance director 199
how many takes? 200
length of 19–20

take-down notice 108
talent see actors
talent quests 277
talent scouting 196
talking characters, focus on 199
tandem narratives 154
Tarantino, Quentin 334, 349, 350

use of technologies 401–2
Taste of Cherry 384
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Where is the Friend’s Home 384
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