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WHAT IS CINEMA?

Cinematography is the illusion of movement by the recording and subsequent rapid projection
of many still photographic pictures on a screen. Originally a product of 19th-century scientific
endeavour, cinema has become a medium of mass entertainment and communication, and today it is a
multi-billion-pound industry.

WHO INVENTED CINEMA?

No one person invented cinema. However, in 1891 the Edison Company successfully
demonstrated a prototype of the Kinetoscope, which enabled one person at a time to view moving
pictures.

The first public Kinetoscope demonstration took place in 1893. By 1894 the Kinetoscope was a
commercial success, with public parlours established around the world.

The first to present projected moving pictures to a paying audience were the Lumiére brothers
in December 1895 in Paris, France. They used a device of their own making, the Cinématographe,
which was a camera, a projector and a film printer all in one.

WHAT WERE EARLY FILMS LIKE?

At first, films were very short, sometimes only a few minutes or less. They were shown at fairgrounds,
music halls, or anywhere a screen could be set up and a room darkened. Subjects included local scenes
and activities, views of foreign lands, short comedies and newsworthy events.

The films were accompanied by lectures, music and a lot of audience participation. Although they did
not have synchronised dialogue, they were not ‘silent’ as they are sometimes described.

THE RISE OF THE FILM INDUSTRY

By 1914, several national film industries were established. At this time, Europe, Russia and
Scandinavia were the dominant industries; America was much less important. Films became longer
and storytelling, or narrative, became the dominant form.

As more people paid to see movies, the industry which grew around them was prepared to invest
more money in their production, distribution and exhibition, so large studios were established and
dedicated cinemas built. The First World War greatly affected the film industry in Europe, and the
American industry grew in relative importance.

The first 30 years of cinema were characterised by the growth and consolidation of an industrial base,
the establishment of the narrative form, and refinement of technology.

ADDING COLOUR

Colour was first added to black-and-white movies through hand colouring, tinting, toning and
stencilling.

By 1906, the principles of colour separation were used to produce so-called ‘natural colour’ moving

images with the British Kinemacolor process, first presented to the public in 1909.
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Kinemacolor was primarily used for documentary (or ‘actuality’) films, such as the epic With Our King

and Queen Through India (also known as The Delhi Durbar) of 1912, which ran for over 2 hours in
total.

The early Technicolor processes from 1915 onwards were cumbersome and expensive, and colour
was not used more widely until the introduction of its three-colour process in 1932. It was used for
films such as Gone With the Wind and The Wizard of Oz (both 1939) in Hollywood and A Matter of Life
and Death (1946) in the UK.

ADDING SOUND

The first attempts to add synchronised sound to projected pictures used phonographic cylinders or
discs.

The first feature-length movie incorporating synchronised dialogue, The Jazz Singer (USA, 1927), used
the Warner Brothers’ Vitaphone system, which employed a separate record disc with each reel of film
for the sound.

This system proved unreliable and was soon replaced by an optical, variable density soundtrack
recorded photographically along the edge of the film, developed originally for newsreels such as
Movietone.

CINEMA'’S GOLDEN AGE

By the early 1930s, nearly all feature-length movies were presented with synchronised sound and, by
the mid-1930s, some were in full colour too. The advent of sound secured the dominant role of the
American industry and gave rise to the so-called ‘Golden Age of Hollywood'.

During the 1930s and 1940s, cinema was the principal form of popular entertainment, with people
often attending cinemas twice a week. Ornate ’'super’ cinemas or ‘picture palaces’, offering extra
facilities such as cafés and ballrooms, came to towns and cities; many of them could hold over 3,000
people in a single auditorium.

In Britain, the highest attendances occurred in 1946, with over 31 million visits to the cinema each
week.

WHAT IS THE ASPECT RATIO?

Thomas Edison had used perforated 35mm film in the Kinetoscope, and in 1909 this was adopted as
the worldwide industry standard. The picture had a width-to-height relationship—known as the
aspect ratio—of 4:3 or 1.33:1. The first number refers to the width of the screen, and the second to the
height. So for example, for every 4 centimetres in width, there will be 3 in height.

With the advent of optical sound, the aspect ratio was adjusted to 1.37:1. This is known as the
‘Academy ratio’, as it was officially approved by the Academy of Motion Picture Arts and Sciences (the
Oscars people) in 1932.

Although there were many experiments with other formats, there were no major changes in screen

ratios until the 1950s.
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WHAT’S NEXT?

In the past 20 years, film production has been profoundly altered by the impact of rapidly improving
digital technology. Most mainstream productions are now shot on digital formats with subsequent
processes, such as editing and special effects, undertaken on computers.

Cinemas have invested in digital projection facilities capable of producing screen images that rival the
sharpness, detail and brightness of traditional film projection. Only a small number of more specialist
cinemas have retained film projection equipment.

In the past few years there has been a revival of interest in 3D features, sparked by the availability of
digital technology. Whether this will be more than a short-term phenomenon (as previous attempts at
3D in the 1950s and 1980s had been) remains to be seen, though the trend towards 3D production
has seen greater investment and industry commitment than before.

THE EVOLUTION OF FILMMAKING

The evolution of filmmaking has been a remarkable journey spanning over a century, marked by
significant technological advancements, artistic innovations, and changes in storytelling techniques.
Here's an overview of some key stages in the evolution of filmmaking:

Silent Era (Late 19th century - 1920s): The earliest films were silent, typically short in length, and
often experimental in nature. Pioneers like Georges Mélies and the Lumiere Brothers experimented
with motion picture technology, leading to the development of basic storytelling techniques and visual
effects.

Introduction of Sound (Late 1920s - Early 1930s):

The transition from silent to sound films, known as the "talkies," revolutionized the industry.
Films could now incorporate synchronized soundtracks, dialogue, and music, significantly enhancing
the immersive experience for audiences.

Golden Age of Hollywood (1930s - 1950s):

This period saw the rise of the studio system, with major Hollywood studios dominating the
global film market. Classic genres such as film noir, musicals, and romantic comedies flourished
during this era. Technological advancements, including Technicolor and improved camera equipment,
further enhanced the visual appeal of films.

New Wave and Art House Cinema (1950s - 1960s):

Filmmakers began challenging traditional narrative structures and experimenting with avant-
garde techniques. The French New Wave, led by directors like Jean-Luc Godard and Frangois Truffaut,
introduced a more unconventional and personal approach to filmmaking, influencing filmmakers
worldwide.

Blockbuster Era and Rise of Independent Cinema (1970s - 1980s):

Downloaded by SMITCSE 2021 (smitcse2021@gmail.com)




Department of CSE and AI&DS

UNIT -1
Hollywood saw the emergence of blockbuster films, characterized by high budgets, special

effects, and mass appeal. Meanwhile, independent filmmakers started gaining recognition, producing
low-budget films with unique voices and narratives. The Sundance Film Festival became a significant
platform for independent cinema during this time.

Digital Revolution (1990s - 2000s):

The advent of digital technology revolutionized filmmaking, making the production process
more accessible and cost-effective. Digital cameras and computer-generated imagery (CGI) opened up
new possibilities for visual storytelling, leading to the creation of visually stunning films like "Jurassic
Park" and "Avatar."

Streaming and Online Distribution (2000s - Present):

The rise of streaming platforms like Netflix, Amazon Prime, and Hulu transformed the
distribution landscape, providing filmmakers with alternative avenues to reach audiences. This shift
has democratized filmmaking, allowing independent filmmakers to showcase their work to a global
audience without relying on traditional theatrical releases.

Immersive Technologies (2010s - Present):

Virtual reality (VR) and augmented reality (AR) have begun to influence filmmaking, offering
new ways to create immersive experiences for audiences. Filmmakers are experimenting with
interactive storytelling and 360-degree filmmaking, blurring the lines between cinema and other
forms of media.

Throughout its history, filmmaking has continuously evolved, driven by technological advancements,
cultural shifts, and the creative vision of filmmakers. As we move forward, the future of filmmaking
will likely continue to be shaped by emerging technologies and changing audience preferences.
Whatis linear editing?

Linear editing is the process of editing either video or audio projects in a predetermined
sequence from start to finish. You start editing the project at the beginning and finish at the end, with
everything staying in order.

Benefits of linear video editing.
Linear editing was the most common form of video editing before digital editing software became
readily available. Film rolls had to be cut and spliced together to form the final project.
Since the editing process required destroying the original reels, filmmakers had to have a
predetermined plan in place for their video. They worked in a linear order from start to finish to
ensure they didn’t make any mistakes.
Although linear editing has largely been replaced by non-linear editing (NLE), there are still a few
benefits for modern digital content creators. It continues to be:

o Inexpensive — You don’t need fancy software. You can use linear editing methods right on

your camera or mobile device without any additional software for some projects.
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e Logical and organized — It’s easy to stay on track when working chronologically through a

project.
e Simple — There aren’t many complications with hardware conflicts or formatting issues.

Everything is straightforward, literally.
Although there are some benefits, linear editing tends to be more restrictive. You can’t jump around
and make changes throughout the project. Once you make a change and move on, there’s no going
back unless you want to redo the entire project.
If you want to make the most of linear editing, use video editing software like Adobe Premiere Pro.
That way, you can use linear editing methods to simplify projects and stay organized, but you
can also go back and make changes out of order without worrying about impacting the final project.

You can even edit on the go right from your mobile device. It’s truly the best of both worlds.

The best way to use linear editing.

Linear editing refers to the traditional method of editing film or video footage in a sequential
and chronological order. In linear editing, the editor assembles the shots in the exact order they
appear in the final product, without the ability to rearrange or modify the sequence easily once it's
been established.

Here's how linear editing typically works:

Capture Footage: The first step in linear editing is capturing or transferring the raw footage
from the camera onto a linear editing system. This could involve using tape-based formats like VHS or
Betacam, or digitizing footage from digital cameras onto computer hard drives.

Assemble Shots: The editor manually selects individual shots or scenes from the captured
footage and arranges them in the desired order on a linear editing system. This could involve
physically cutting and splicing film reels or arranging digital clips on a timeline within editing
software.

Add Transitions and Effects: Once the shots are arranged in sequence, the editor can add
transitions (such as cuts, fades, or dissolves) between shots to create smooth transitions between
scenes. Simple effects, like titles or basic graphics, can also be added during this stage.

Audio Editing: Sound elements, including dialogue, music, and sound effects, are synchronized
with the video footage. This may involve adding or adjusting audio tracks to match the visual edits
made in the footage.

Finalize and Output: Once the editing process is complete, the final sequence is reviewed for
any errors or inconsistencies. Once approved, the edited footage is then transferred to its final
delivery format, whether it's a videotape, DVD, or digital file.

Linear editing was the dominant method of editing for much of the history of filmmaking and

video production. However, with the advent of non-linear editing (NLE) systems in the late 20th
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century, linear editing has become less common. Non-linear editing systems offer editors much

greater flexibility and efficiency by allowing them to manipulate footage in any order without the need
for physical splicing or linear progression.

Nonetheless, linear editing played a crucial role in the development of editing techniques and
remains relevant in certain contexts, such as when working with older equipment or for educational
purposes to understand the fundamentals of editing.

NON-LINEAR EDITING:

Non-linear editing (NLE) is a method of editing video or audio content that allows editors to
access and manipulate media files directly, regardless of their sequential order. Unlike traditional
linear editing, where edits are made sequentially on physical tape or film, non-linear editing systems
store digital media files on computer hard drives or storage devices, enabling editors to work on
multiple parts of a project simultaneously and make non-destructive edits.

Here are some key features and advantages of non-linear editing:

Random Access: Editors can access any part of the media instantly, allowing for quick and precise
editing without the need to rewind or fast-forward through footage.

Non-Destructive Editing: Edits made in non-linear editing systems do not affect the original media
files. Instead, changes are stored as instructions or metadata, preserving the integrity of the original
footage.

Multitrack Editing: Non-linear editing software allows editors to work with multiple audio and video
tracks simultaneously, enabling complex editing tasks such as layering, compositing, and adding
effects.

Flexible Workflow: Editors have the flexibility to rearrange, trim, and manipulate clips easily,
facilitating experimentation and creative exploration in the editing process.

Integration with Digital Effects: Non-linear editing systems often include built-in tools for adding
visual effects, transitions, titles, and color correction, streamlining the post-production process.
Collaborative Editing: NLE systems support collaboration among multiple editors, allowing them to
work on different parts of a project simultaneously and share media files over a network.

Timecode Accuracy: Non-linear editing systems maintain precise timecode information for each
frame, ensuring synchronization and accuracy in editing tasks.

Popular non-linear editing software includes Adobe Premiere Pro, Final Cut Pro, Avid Media
Composer, DaVinci Resolve, and Sony Vegas Pro, among others. These tools have become essential for
professional filmmakers, video editors, and content creators due to their efficiency, versatility, and

powerful features.
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Altering reality through editing, whether in film, photography, or other media, carries several risks,
both ethical and practical. Here are some of the key risks associated with manipulating reality through
editing:
Misrepresentation: Editing can distort or manipulate the truth, leading to misrepresentation or
distortion of reality. This can deceive audiences and undermine trust in media sources.
Ethical Concerns: Altering reality raises ethical questions about honesty, integrity, and the
responsibility of creators to accurately represent the world. It may involve manipulating images or
footage to fit a particular narrative or agenda, which can be unethical, especially in journalism or
documentary filmmaking.
Impact on Perception: Edited content can influence public perception and shape opinions,
potentially leading to misunderstandings or false beliefs about events, people, or issues. This influence
can have far-reaching consequences, particularly in the age of social media and online misinformation.
Loss of Authenticity: Editing can compromise the authenticity and credibility of content, especially
when it involves heavy manipulation or digital enhancements. Audiences may question the veracity of
what they see, leading to skepticism and cynicism.
Legal Issues: In some cases, altering reality through editing may raise legal concerns, particularly if it
involves defamation, copyright infringement, or the unauthorized use of someone's likeness or
intellectual property.
Psychological Effects: Manipulating reality through editing can have psychological effects on both
creators and audiences. It may contribute to feelings of disillusionment, disconnection from reality, or
skepticism about the authenticity of media content.
Cultural and Social Impact: Edited content can shape cultural norms, social attitudes, and
perceptions of beauty, leading to unrealistic standards or stereotypes. This impact can be particularly
concerning in media aimed at vulnerable or impressionable audiences.
Photo Manipulation
Types

1. Political and Ethical Issues
Use in Journalism
Use in Fashion

In Social Media

S-S A

In Advertising
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ETHICS IN VIDEO EDITING

Accuracy and Truthfulness: Video editors have a responsibility to accurately represent reality and
avoid misleading or deceptive editing practices. This includes refraining from altering content in a
way that distorts facts, events, or people, especially in contexts like journalism or documentary
filmmaking where accuracy is paramount.

Transparency: Editors should be transparent about the editing process and disclose any
manipulations or alterations made to the original content. This helps maintain the trust of audiences
and allows them to make informed judgments about the authenticity of the material.

Respect for Subjects: When editing footage featuring individuals or communities, editors should
prioritize respect for the dignity, privacy, and rights of those depicted. This involves obtaining consent
when necessary, avoiding the use of footage in a manner that could cause harm or embarrassment,
and refraining from perpetuating stereotypes or stigmatizing portrayals.

Contextual Integrity: Editors should consider the broader context in which their edited content will
be viewed and the potential impact it may have on audiences. This includes avoiding the manipulation
of content in ways that could incite violence, spread misinformation, or perpetuate harmful ideologies.
Cultural Sensitivity: Editors should be mindful of cultural differences and sensitivities when editing
content that may be viewed by diverse audiences. This involves avoiding stereotypes, derogatory
language, or offensive imagery that could marginalize or demean certain groups.

Intellectual Property Rights: Editors should respect the intellectual property rights of others,
including copyrights, trademarks, and licenses, when using third-party material in their edits. This
includes obtaining proper permissions for the use of copyrighted material and giving appropriate
credit to the original creators.

Professional Integrity: Video editors should adhere to professional standards of conduct and
integrity in their work, including honesty, fairness, and accountability. This involves refraining from
engaging in unethical practices such as plagiarism, fabrication, or falsification of content.

Continual Learning and Improvement: Ethics in video editing is an ongoing process of learning and
reflection. Editors should stay informed about evolving ethical standards, engage in dialogue with
peers and mentors, and be open to feedback and criticism to continually improve their ethical

practice.
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