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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 Exotic) 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. 
 
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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