Mrs. Fraser’s Film Study Vocabulary

Camera Movements

1) Pan –tripod stationary, camera pivoting side to side, saying “no”

2) Tilt –tripod stationary, camera pivoting up and down, saying “yes” 

3) Dolly –track, whole tripod moving, camera stationary

4) Zolly –Zoom in, dolly out
5) Handheld –came to Hollywood mainstream about 12 years ago, in our minds=documentary-the idea is to place the viewer there= sense of truth, being there 

Transitions –spaces between scenes

1) Cuts –instantaneous changes from one scene to another, the “invisible edit” b/c we don’t notice, about juxtaposition 

2) Match Cut –symbolic connection between cuts, action starts in one scene/cut/action is completed in the second scene, how it works is you wouldn’t understand the second scene if it wasn’t a match cut
3) Flash Cut –CSI made popular again, at the moment of a cut a moment of bright brilliant white light that takes the audience to a place they normally couldn’t go (a memory, back in time, to fantasy)

      3b) Flashback –when the whole story goes back

Present (Beginning of story)/flashback to past (middle)/flash to present (end of story)

4) Jump Cut –cut at an irregular time, fast and furious, anxiety, disorient/confuse audience, as an audience you feel something is going on

5) Dissolve –as one shot fades out, another fades in, can be a moment of superimposition, denotes and change/passage of time, or temporality 

6) Match Dissolve –symbolic, one scene fades in another scene fades out, a moment of superimposition, an object holds its shape between scenes

7) Morph –in the age of digitalization it is often used instead of a match dissolve

Saving Private Ryan –Ryan’s face as a young man to his face as an old man

Other Important Terms

1) Diegetic Sound –sound of the world, conversations, background noise; Ex: the phone ringing

2) Non-Diegetic Sound –score, soundtrack, we would know what’s going on around us

3) Viral Marketing –marketing (the movie) is all around us (like a virus), a whole new world of interaction-text, podcast, video, games

Camera Angles

Name it from the perspective of the camera (position of the camera); doesn’t need to be significant to be important, generate suspense, create an effect

1) High Angle –camera is above the subject making the subject look small, insignificant, vulnerable, submissive, unimportant, unempowered

2) Low Angle –the camera is below the subject looking up at the subject, subject looks dominant, dangerous, empowered, forceful, assertive, strong, imposing

3) Canted Angle –hold camera diagonally, subtle way the director says the world is askew/something is not right/the world is out of joint, a slight slant

4) Flat Angle –straight on

5) Angle of Destiny –high angle shot looking down in a diagonal manner, from the corner of the room, denotes a moment of choice, someone’s life is about to be changed, a moment where lives hang in the balance

Other Techniques

1) Open Space –deliberately keeps the space around the character/point of focus empty, creates feelings of isolation, small, lonely, overwhelmed, insignificance, vulnerability

2) Negative Space –a specific kind of open space, for a deliberate meaning, used to show lack or unwholness, used to show terror or nervousness, common in horror movies, we as an audience need to balance the negative space and it has to be filled with something-we just don’t know what it is= suspense

3) Freeze frame –the frame freezes, a moment out of time/living forever, temporal displacement

4) Wipes –a line passes across the scene replacing one scene with another; can be vertical, horizontal, spiral etc; gives a sense of energy, progression and movement, propels you forward; center wipe= starts at the center and moves out, or starts from the outside and moves in

5) Split Screen –to show simultaneous action; to build suspense or comedy

6) Spirals –energetic, dynamic energy; moves around the point of focus; the illusion of movement adding energy, tension, suspense
7) Fade to White –hope, peace, heaven, purity, illuminating, innocence, 

8) Fade to Black –impending doom, sense of conclusion, death, finality, guilt

9) Internal Framing –a frame within the frame of the screen, doorway, window etc, symbolic of being trapper, removed, isolated, always ask how or why

