Support the spread of good practice in generating, managing, analysing and communicating spatial information

Module: [M14 - Documentation]

Unit: [M14U04 - Fundamentals of Participatory Video]


Exercise No. 1: The Name Game
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Developed by: InsightShare (www.insightshare.org) 
Objective:

To introduce new groups to the camera for the first time  

Time:

90 minutes 

Materials:

Video equipment and copies of the Name Game Assignment (below)
Procedure:

· Explain that we are going to practise this in the same way that we would do it in the field, which means pretending that we may never have held or used a camera before!

· Organise the class into one group of 12 people sitting in a circle (or two groups of six – which is quicker and probably better but you would need a second facilitator; perhaps you might ask one of the students to read the Exercise the week before and lead the second group).
· Show the camera to the group. Explain how to hold it, how to switch it on and off, how to take off the lens cap, how to flip out the screen and how to press record on/off.
· Explain that the camera sees and hears. The camera lens, like the human eye, is delicate and so they need to avoid touching it. Show them the microphone and explain that this is like the human ear.

· Show them that when you press “record”, a red light comes on at the front and ”REC” appears on the flip out screen. When you stop recording, the light goes off. 

· Plug in the headphones and then ask the person to your left to put them on and see if s/he can hear the microphone when you tap it. Now hand the camera to that person and offer help so that s/he holds it and supports it properly. 

· If you are using a hand-held microphone, hand it to the person opposite the camera person in the circle.
· When both parties are ready, the person with the camera should press “record” and when the person opposite can see the red light, the camera person should ask the “interviewee” to say her/his name and explain something simple and unimportant (e.g. what do you like to eat for breakfast, or if you had to be an animal, what animal would you be and why?) You can choose one of these questions for your lesson or make up some new ones, but keep them simple and the answers should be short!

· When finished, the camera person should press the “record” button again to stop the camera recording. Ask the participants to check that the light goes off and that it doesn’t say “REC” in red on the flip out screen.

· After filming, the person with the camera should hand it to the next person in the circle and help to teach everything that s/he has just learned. (If time is limited in the classroom, you may speed this up; however, emphasise that in the field, it’s important to do it thoroughly!)

· Repeat the process until everyone has had a chance to film and be filmed. Ask one of the participants to plug the camera into the television and show everyone how to rewind and play back the film.

· Watch everything all the way through and let everyone enjoy watching themselves and listening to their answers.

· Tell everyone how well they’ve done. 

· Ask people how they felt seeing themselves on camera.

· Ask if people enjoyed it or felt awkward.

· Ask how it felt for them to hear their own voices.

· Explain how you feel when you experience this. 

· It is important to acknowledge that seeing oneself on camera is a strange experience; some people really enjoy it, while others find it very embarrassing. 

· Ask people what worked well and what could be improved.

· Remember to emphasise that mistakes are good because they help us to learn.

· Typical mistakes include:

· wobbly camera work, zooming in and out;
· cutting off people’s heads or strange framing;
· silhouettes of people framed against a window;
· bad sound.
· Ask students how they might improve on these mistakes and try to encourage them to think about why they happened and which good filming habits to develop in the future.
· When you’ve done this, let them know that we have finished practising the exercise as though we were the ”community” and that we are now back in the classroom. 

· Distribute the Name Game Assignment (see below) and ask the participants to look at the picture and describe what is happening. 
· The picture shows a screening back session after the name game. The facilitator is sitting on the side and not ”teaching” the participants. They are learning for themselves and recommending their own solutions to improve their footage!

· Ask the students what problems the participants in the picture have noticed and what solutions they are recommending. For your reference, they are:

· poor framing; solution – getting closer or using zoom to frame;
· poor sound: solution – using microphone properly;
· silhouetted face; solution – avoiding back light on subjects;
· shaky camera; solution – using a tripod.
Tips and options: 

· Keep instructions simple and brief – nothing too technical. Get straight to the action.

· Gauge group dynamics and let this determine the pace of the exercise. In reality, it is better not to rush, but in the classroom, you may want to speed it up.

· Keep filmed messages short.

· Spend time discussing footage with the group.

· Acknowledge the strange experience of seeing ourselves on camera.

· Emphasise that mistakes are good because we learn from them. 

Reflection and discussion: 

Ask the students to reflect on why we use the name game and what it achieves. 
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Try to elicit the points from the above list in a general discussion. You may use the above picture as a summary. You may want to add the following things to the notes on the slide:

· Ice breaker – people are often nervous about the PV process or maybe are not sure who you are or what you’re going to do. They might be nervous about the camera. This game breaks the ice. It’s fun and it enables people to meet each other.

· Introduces the equipment – it rapidly gets everyone using the equipment. Students in the circle become teachers for the people next to them so everyone learns and reinforces their learning. Helping others learn, build confidence and support one another is an important part of the PV process.

· Experiential learning – it’s learning by doing, not by lectures!

· It hands over control immediately. Sometimes people are amazed that you are letting them touch, hold and use this strange piece of equipment. It gets them to use it immediately and it shows that you trust them. 

· Equaliser - the facilitator must join in the exercise and that includes telling them about your favourite animal or what you eat for breakfast. It involves sitting with them in the circle. If they are sitting on the floor, so should you!

· Technical learning – sometimes the facilitator can make some of the classic mistakes deliberately to help with the learning (e.g. unplugging the microphone, ensuring a poor silhouette and cutting off someone’s head in the picture).
Assignment

The Name Game

1. Look at the picture below and describe what is happening. 
2. What problems have the participants in the picture noticed and what solutions are they recommending? 
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