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Student 4: High Achieved
GENRE: Adventure

CONCEPT:
Our film will follow the adventures of a young coin with a consciousness; trying to get back to a teenage boy it is
attached to. The coin will be a NZ two dollar coin from 2004, hence the film will start in 2004 and end in 2014. The
coin is attached to its first owner, Sam, but when Sam makes a wish and throws the coin into a fountain, the coin
must embark on a wild journey to find its way back. The coin will travel through from place to place and hand to
hand in a quirky style which will maintain an upbeat tone throughout the action. Our concept relates to the

adventure genre as it includes several key aspects of adventure films; a protagonist (the coin) overcoming

obstacles to reach its goal by travelling and experiencing a variety of locations. There will be other key

conventions and features included in our film also, which are common in this genre; such as escape scenes,

victory at the end and humour, For a lot of the film, actors will not play a very large roll; mostly the body will be

seen and not the face. (When they are shown, it will usually be from the coin's point of view). We can therefore
source actors from the school drama department or other peers, and make their hands look older if necessary.
Parents and pets will also have small rolls in the film. We will need a video camera for most of the film, and a
waterproof camera for our underwater and air-borne shots. We have a video camera, and can source a

waterproof camera from the Media Department. Because coins travel to many different areas, we will be shooting

at a variety of locations, including very common places and more distant/unusual places. To accommodate this

we will use town, gardens, each other's houses, the beach, a restaurant and more. Our goal overall is to create

an entertaining film, which provokes the audience to think about the fact that everyday coins have travelled all
around and to bizarre places,

CONVENTIONS/FEATURES

Variety of (Usually Exatic) Locations: The very word adventure implies a journey to different places. Characters
often travel to a wide range of locations throughout adventure films, and these places are often strange and new.

A good example of this is the film Journey to the Centre of the Earth. The Coin will incorporate a similar thing.
Though the coin will not be in extreme places such as volcanoes and rainforests, it will be encountering a large @
number of places which are new to it, emphasising the fact it is on an exciting journey. The coin will be a new

coin, and on its journey will find itself in a fountain, a park, a shop, a forest, a beach, Stuck in a couch, in a @
rubbish bin, on a dog and on a street. For the coin, these are adventures; and the purpose of this film is to portray
these places as exotic ones for the coin. (see location planner).

Escape Scenes: Escape scenes are a common occurrence in adventure films, whether they be the protagonists
escaping from the imprisonment of strange people or creatures, a car/vehicle chase, or running from the ‘bad

guys' who are on their tails. Escape scenes allow the tension which has been accumulating to be released, hence
allowing for the dramatic and intense part of adventure films. In Shrek for example, Shrek and Donkey Set out on

a quest to rescue Fiona, and we sit through a variety of minor obstacles, humour, and light-heartedness before @
they reach the castle. Tension continues to build as they sneak in to find her, and finally there is dramatic, slow-
motion, highly-musicoriented, action sequence occurs as they all escape from the castle with the Dragon on their
heels. Another example of an epic escape scene is Jack Sparrow's escape from Cannibal Island, which is very

fast paced and intense, The coin will escape from numerous situations, the biggest chase occurring at the end

when the dog's mother is chasing Billy down the Road.
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Quest with increasingly difficult and tense challenges: Adventure films usually have a protagonist overcoming a
series of challenges as they head towards the final big challenge. Their journey therefore gets increasingly
difficult, In 127 Hours, a man has to deal with the challenges of starvation, dehydration and general survival, until
he realised he must complete the biggest challenge of all: cutting off his arm and finding rescue. The coin is a
good object to use in an adventure film as it can find itself in a wide variety of locations and therefore have many
challenges to overcome to reach its ultimate goal. The coin will have to “escape’ from a variety of people, this
becoming more and more difficult, until finally it gets back to the human it belongs with. Having the victory at the
end of this quest is also a key feature of adventure films,

Humour: In adventure films, humour is often used — especially in dialogue — to diffuse the intense scenes. When
considering adventure movies, a large number of humorous ones come to mind: Shrek, Prince of Persia, Indiana
Jones to name a few. Pirates of the Caribbean's Captain Jack Sparrow has become a comedic icon as a @
troublesome, adventure-prone pirate. The constant humorous moments and interactions between characters in
the film contrasts with the dangerous sword fights and other action scenes. This balances the film and maintains
the light-hearted mood of adventure films. Other good examples are the many animated adventure movies such
as Tangled. They maintain a positive mood by incorporating humour amongst the action. By using humour in our
film, we aim to stay within the atmosphere of an adventure film and create a bright, action-packed film. We can do
this by having humorous dialogue between the characters the coin encounters, and using witty situations ...
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Timo:
W have & weeks of phus the holidiys, We will nced to start
min o ot the
and get, bo allew for orrors. Decawse we have
;llrr tacatians and characters, we need to create a scheduie. W we do this, Iknn'rbe mc'::
misnage, ard though he rumbers may be a disadvan f, each
relativedy shont wbich Is an advantage, s udiaka

Props/Costume:

Our props ore ot particlacly difficult 1o source, but v wil nted ta got o hold of the
mml: Towens. Belors bs 2 Bt of the props ard special castume requived, arsd how wa il
saurce them:

*  coln-wa will bosk thraugh our change
. Hache! can ind ok —
*  handbag-ask Beth 10 bring hers aloo
.t
*  plasthc bag- Lots availsbly at any tima, | will bring one
.
*  backpack - Rachsl can brleg froet homs
*  notkpad and pen - | wil bring from home
*  wailress outlt - Claudia mnwmd:pmu;MWDuM|thgm
froen home
= couch - ey house
*  papcorn - In cupboard 8t home
*  rubbich bin« Rachel has one ot homse
*  rubbish- ke 5, e
» plece of f Easdjesky - buy fram
*  fakr blood - sounce from Chartwell
"
CAITING/TALENT:
Tha Cain {voce: iy
M s 0 very good speaking veloe, and will be able to express the
ematians of the ol and postray s personality, with bumour, expression
acd ferliag.
YoungSany  CTEE—
oung (12-year-old) 53 1s a charscter who Is buled. Ha s pashed around
by other press and wishes he cou'd be accepted. For this reason, his
haeater suits belng sall S s small and cauld pass as helng yeung,
#nd who he'ds an endearing quality which wil enceursge the sudiente to
sympathie vilth i,
Old Sam: D
Tive (18-year-old] verslon of Sam must ressmblo the younger ane as much
a3 possibyle, SR hias dark, short halr and bovm oyos lik Sam, snd qulte
similar, QNS voill be sble to pell off the unexpectedy-dangerous
chamacter,
Homeless man: ENSR——]
Alot of the aclors levahed du nat need to boak 8 parslcular way, as the film
will focus malnly on their hasds, Sy has hands which can pass off as
older man's hand if made up correstay,
Young Bully:
' 15 erthustastic and for this reasan § have chosen Mm oy the bully, He
cen miake the taunting Tnes realistiz and 584 dymaralsm to the film. He 1
a0 taler than D ard It s Ihercfare more reslistic that be could bty
San,
cidpully, S
Ay ooks simiTar to Sl they both have shaet daskizh Bake and blue eyes,
0 1= = tal and will portray on 16 year ofd well 4t helght also relnforces
e [uct b ks the by,
Shop Tender:
‘mmtm .1l act 35 tha shop keeper, who serves the hametess man and the
rich woman. Sha will say a line, bet witl nat need 1o appear bn the film fora
large amosint. She has a pleasant voloe which wil go with hav brlel
character,
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LOCATION:
(TIme of Day and Photographs needed)

+ N Rose Gardens

This feumtaln will be the one
Sam threms the ceia inle. We
Wil shoot this scene an
aftermoon where there b good
Nghting.

« WEREEER Tuck Shop

This will act as the shop which
ke homeless parsan goes to,
We will fim after scheol ot
around 3.45pm, when people
are notaround.

* TR oo, SR

This Is an easy 1o peoess road, as
g2 to Sem— a2 bot when | am
hofwe In the holidays. Thiz
mieans, | wil ba akle to shoat the.
scens whete SR (my siter)
gets the coin lodged ba har shoe
on the ' of tha road, In town.
We will do Wiy curing a day
these holdays. (We wil merge
1his with the scene of

dropging the csln, to make I






