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Preface

FOR THE STUDENT

he new video technology, which lets you produce high-quality standard
two-dimensional (2D) and even three-dimensional (3D) images and sound
~ with relatively inexpensive equipment, puts more pressure on you to match this
technical quality with equally high aesthetic standards. This means that, when
framing a shot or adding music to your video track, you must have the knowl-
edge and skill to select those aesthetic elements that not only result in optimally
effective communication but also reflect your artistic sensitivity and capabilities.

Today the many screen sizes and aspect ratios of large digital movie screens,
high-definition home video screens, various computer monitors, and small mobile
media displays require not only new framing and compositional principles but
new sound considerations as well. When dealing with stereo 3D and virtual real-
ity (VR), you are, in effect, confronted with new media. In this context applied
media aesthetics has gained new prominence and urgency. If you find that this
book is not exactly bedtime reading and that it sometimes seems too theoretical,
you are encouraged to find examples of television shows, motion pictures, or In-
ternet footage that illustrate the discussion and make the concepts more concrete.
Your learning will be greatly enhanced by realizing that every aesthetic concept
discussed in this text has a practical application.

You will also discover that these concepts will help you go way beyond an “I
like it” or “I don't like it” evaluation and provide you with solid criteria for critical
analyses of video programs and films. In this endeavor you must learn to recog-
nize and evaluate not only the established production standards but also the new
ways in which aesthetic elements are used. For example, the jump cut, extreme
high-contrast lighting, and color and sound distortion can be either purposeful
aesthetic effects to intensify the message or gross production mistakes. By know-
ing the aesthetic tools you have on hand and how to use them in the context of
the screen event, you will have little trouble deciding whether the effects were
done intentionally or out of ignorance. If you have already been applying most
of these principles in your work, you now have proof that you were on the right
track all along.
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FOR THE INSTRUCTOR

ight Sound Motion describes the four fundamental and contextual image

elements—Iight and color, space, time/motion, and sound—and how they
are used in electronic media. These fundamental image elements are discussed in
the context of the five principal aesthetic fields: light and color, two-dimensional
space, three-dimensional space, time/motion, and sound. This organization al-
lows the examination of each individual aesthetic element while maintaining an
overview of how these elements interact contextually.

FEATURES

Although the basic aesthetic principles of the five aesthetic fields do not neces-
sarily change with the advancement of technology, their applications do. I have
therefore expanded certain areas that have become especially important in such
fields as digital video, 2D and 3D digital cinema, and virtual reality.

Color Allillustrations are now in color except those that emphasize the aesthet-
ics and power of black-and-white images. There are still instances in which color
interferes with, rather than facilitates, empathy and the expression of intense
emotions. This topic is explored in the context of the desaturation theory.

Screensize Intoday’s digital video world, you will have to be an expert miniature
painter as well as one for huge outdoor advertising panels. This book contains
valuable information about how to compose effective shots for the tiny mobile
media display as well as the large screens in motion picture theaters.

Aspect ratio  Most illustrations in this text are shown in the familiar 16 x 9
aspect ratio because it represents the wide-screen aspect ratios of high-definition
television (HDTV) and, with some modification, standard motion picture screens.
The 4 x 3 aspect ratio is still discussed not only because it is the ratio of all tradi-
tional movies and standard television but also because it approximates the ratio
of most still camera viewfinders. The variable aspect ratios of smartphones are
also discussed in this context.

Inductive sequencing The inductive approach to the visual narrative, by show-
ing a series of close-ups rather than moving from a master shot to close-ups, has
become a fundamental prerequisite for telling a story effectively on the small
screen. In combination with surround sound, the inductive visual approach has
also become an effective technique for creating high-energy sequences on the
large movie screen.

Stereoscopic 3D and VR Although some proponents of 3D claim that there is
no difference in the acquisition of 2D and 3D images, the aesthetics of the two
production modes differ to a great extent. The principal features of 3D are ex-
plained throughout the book and examined more extensively in the chapters on
the three-dimensional field. In this context the major aesthetic differences between
3D and virtual reality are highlighted.

Visual narrative The chapters on the five-dimensional field of sound precede
the last two chapters on editing because sound structures figure prominently in
the narratives and syntax of continuity and complexity editing.
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PEDAGOGY

As in the previous edition, this eighth edition of Sight Sound Motion incorporates
several pedagogical devices for optimal learning, such as chapter summaries,
source references, relevant photos and diagrams, and an extensive glossary.

Chapter summaries The chapter summaries recapitulate the main ideas in
each chapter for quick review, but students should not take them as a shortcut to
reading the text.

References Although the numerous notes at the end of each chapter are not
essential for understanding the text, they identify the significant research and
can serve as a useful guide for further study of media aesthetics. The text includes
frequent references to how a specific aesthetic principle in one field operates con-
textually in another or several other fields. Throughout the book the examples are
chosen for how well they illustrate or support a specific media aesthetic concept
rather than whether they are current or popular.

Instructors are encouraged to contribute their own material whenever it is
deemed more appropriate and effective than the examples in the text. Note that
each concept in Sight Sound Motion can be applied. Instructors are also encour-
aged to find as many applications as possible to help make the text optimally
relevant to students.

Glossary All the fundamental media aesthetic terms are defined in the glos-
sary and appear in bold italic in the chapter text in the context in which they are
defined. Like the vocabulary of a foreign language, knowledge of these terms is
an essential prerequisite to communication about media aesthetics. Realize that
some of the less familiar terms, such as vector, are used in this book not to test
the reader’s patience but because they are more precise than the ones commonly
used. Perusing the glossary before reading the text may facilitate understanding
of the various concepts.

ANCILLARIES

The following ancillaries have been designed to aid in the teaching and under-
standing of Sight Sound Motion.

MindTap MindTap Radio/TV/Film is now available with Sight, Sound, Motion:
Applied Media Aesthetics, Eighth Edition. Fully integrated into a seamless experi-
ence, MindTap combines readings, multimedia, activities, and assessments into a
single learning path—guiding students through the course, maximizing their study
time, and helping them master course concepts. Instructors can personalize the
learning path by customizing Cengage Learning resources and adding their own
content via apps that integrate into the MindTap framework with any learning
management system. To learn more ask your Cengage Learning representative to
demo MindTap for you—or visit www.cengage.com/mindtap.

Online Instructor’s Manual The fully revised and updated Online Instructor’s
Manual contains suggestions for classroom demonstrations, exercises, and discus-
sions and a battery of multiple-choice questions for each chapter. The manual is
intended as a guide, not a dictum. The demonstrations can be done with a smart-
phone camera or a small camcorder together with a playback device—but they can
also be staged somewhat more effectively in a multicamera studio setup. Ideally,
the Online Instructor’s Manual should stimulate you to come up with maximally
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effective ways to make the connection between media aesthetic principles and
their applications. The Online Instructor’s Manual is available for download at:

login.cengage.com

If you require assistance, please contact your Cengage Learning repre-
sentative.

Zettl’s VideoLab 4.0 This interactive DVD-ROM combines basic television
production techniques with some fundamental principles of media aesthetics.
It is truly interactive: the student can zoom in and out, turn on lighting instru-
ments and move them around, mix sounds, and edit together certain shots and
see the results immediately. An extensive quiz feature and instant access to the
glossary reinforce learning. The DVD-ROM can be used as a convenient way to
help students acquire or reinforce basic video and film production techniques
and to illustrate aesthetic concepts that need to be shown in motion. The Online
Instructor’s Manual refers to the relevant sections of Zettl’s VideoLab 4.0 for each
chapter of Sight Sound Motion.

Musicexamples Toactually listen to all the major music examples in chapter 16,
go to the MindTap for Sight Sound Motion. The examples are listed by the figure
number referenced in the chapter. Each example appears in musical notation so
that while you listen to it you can follow the notes or, if you don’t read music, the
vector directions. These audio files are also available as part of the book’s online
instructor resources.
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