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

Module: [M14 - Documentation]

Unit: [M114U04 – Fundamentals of Participatory Video]


Exercise No. 2: Twist in Frame
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Developed by: InsightShare (www.insightshare.org) 
Objective:

To build confidence in using framing shots and in directing other participants 

Time:

45 minutes

Materials:

Video equipment (i.e. TV and camera)
Procedure:

· Set up a TV and connect it to the camera (on a tripod) with an AV lead so that the live image can be seen on the TV. Turn the volume down to avoid noisy electrical feedback and turn the screen away from the participants.
· Draw a circle on paper or on the ground and divide it into quarters. Each quarter represents a different body part (e.g. foot, ear, hand, eyes). Use a bottle on its side to spin around the circle until it points to one body part. Use a dice to determine how many of that body part must be shown in the frame. Repeat three times for each participant. 
· The facilitator points the camera in a particular direction and locks it into position by tightening the tripod. Change the angle of the camera for each participant. 
· Everyone takes a turn to direct. The director stands by the TV and instructs others to move into various positions (e.g. “move your hand to the left a bit, foot down a bit, I need another ear…now hold still”). 
· When satisfied that all necessary body parts are visible in the frame and no more, the director records a five-second shot. 
· Repeat for the number of participants, depending on time. 
· Rewind the tape and watch together. Award points for successful numbers of ears, eyes, feet, hands etc. and declare a winner!
Tips and options: 

· This game may not be appropriate with certain people because it involves a lot of physical contact between participants.

Reflection and discussion:
What has been learned? Reflect on this together:

· This game helps build trust and intimacy among the group because people have to work together. 

· This game gets participants used to framing and seeing through the “eye” of the camera. It is quite strange to get used to the idea of the camera having a frame with definite edges of what can be seen or not seen. This is very different from the human eye with its peripheral vision. This game teaches this and helps people learn how to compose pictures better. It also feeds well into the storyboard method, which we’ll be looking at in another Exercise. 
· The director is in charge. This is important and should be emphasised when reflecting on this game. Even though it’s participatory video, the person behind the camera is still responsible for getting everything right and s/he is allowed to ”order” the others around to achieve this result. The participatory part is the planning, but you can’t have a committee deciding on each and every camera position! This is important to learn for the storyboard method.
· It introduces unusual angles.
· The game shows how the TV and camera are linked through the AV lead. 
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