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1. What is MediaStage

MediaStage is a sophisticated production tool that
enables users to create engaging 3D performances
to support a number of creative subjects across the
curriculum. Even though the embedded activities
cover Literacy, Media and PSHE/Citizenship
teachers from other curriculum areas would also find
this an engaging and practical tool.

Since its launch MediaStage has been used by teachers of Literacy and
Communication skills to create 3D narratives and thus provide a compelling tool for
story-telling. It has been used successfully by MFL teachers to support the
development of language skills and has been used effectively as a planning tool by
teachers of Drama and Theatre Studies.

Using MediaStage users take on one or more of
the following virtual roles:

e director

actor

lighting technician

camera operator

stage manager

set designer

script writer.

Depending on the time available and the learning objectives students can work either
individually or in production teams.

Educational Benefits

MediaStage provides students with a flexible and multimodal means of
communication 1 an alternative to the traditional text-based approach. As such, it
engages hard to reach learners without necessarily diluting the educational
challenge.

When used in a cross-curricular context it supports the development of

communication and reasoning skills. In creating an effective performance, students

can be required to:

¢ consider the needs and expectations of a particular audience

¢ think imaginatively

e pose and define the task and then, where appropriate, allocate roles and plan
what to do

¢ interpret and represent texts as performances that draw out the key points and
demonstrate a particular interpretation

In working collaboratively to produce a performance students are encouraged to:

¢ listen and respond appropriately to others in order to achieve a negotiated aim

e give reasons for their opinions and justify their own points of view

e participate effectively in group discussion, particularly where each member of the
team has a different responsibility

e work together to develop assessment criteria, peer evaluate and recommend
improvements, thus improving their own learning



In a more specific curriculum sense the benefits of MediaStage can support Media
Studies students through all stages of the production process, from planning through
to evaluation.
e Planning
0 provides exemplar performances to illustrate difficult media concepts
o allows students to demonstrate understanding of theory
0 gives students an effective pre-production planning tool and a means
to show ideas visually
0 encourages wider exploration of a brief or treatment
e Production
o facilitates wide-ranging thinking about setting, lighting and camera
work i often impossible in a school setting
0 permits camera changes without having to re-shoot footage
0 reduces health and safety risks associated with lighting and rigging
e Post Production
0 encourages continual and ongoing refinement
0 enables easy editing
o removes difficulty of re-performance
e Evaluation
o affords user-controlled viewing
o facilitates comments through bookmarks

As a tool, rather than a pre-defined set of activities, MediaStage allows teachers to

set appropriate |l earning chall engeWhaand respon
are your initial ideas for using MediaStage in your centre? Rough jottings are fine at

this stage.

Initial ideas for use

Year and grouping

Key learning objectives and outcomes

Assessment (formative and summative)




2. Getting to grips with the software

I f youbve cRamil@aisaionAntmersitnsessiony oubve started to ex
the softwaredsn fthnotilomaleirt session youdl !l thin
learning objectives and benefits as well as practise some more advanced skills.

confident us

The intention of thisdayist o ensure that you e
anned your fir

0
more i mportantly, that youbve p
resources to support your students.
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1 Planning

Decide what your performance will be about ...

In exploring the main features you will create a simple performance. This could be an
exemplar performance to share with your students or a partial performance that your
students will complete in order to get to grips with the software themselves.

The tool is flexible, but there are some limitations. Begin by having a look at the sets,
props and actors. If you know where these are you can skip quickly through this
section.

What do you want to achieve with your performance? You can amend your ideas
later i nothing is set in stone!

Notes:

Stages and props
1. Open MediaStage. You will find yourself in the production screen . This is where
you will save and manage your performance, so

youoll return to this sicihbeen T ater .
2. Clickonthescenetab. Youol | fi nd,' tdﬁ«%
bottom right of the screen. B | @cene bpro uction
N——
3. Youdl |l now see tsetandad.di WBe@nnal t abs:

= by checking out the sets, in other words, where your action
§ i is going to take place! Look at the two tabs at the top of the
— editor. The top one is the stage selec tor the other is for

=/ props.

L= - ZIE——

W 7 4 Click on the stage selector tab . A whole ‘ 1
(- o~ range of stages or floors will appear in the E{
T —— selector bar at the top of the screen. -
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5. Look through these using the orange scroll bar below the thumbnails.
6. Which ones would be most useful for your purposes?
7. Make a list of three or four in the box below.

Potential stages for initial storyboard

1 3

2 4

8. Now you need to think about how you would populate these stages, so you need
to check out the props.

more props than stages, so you could look
through them all using the scroll bar, or you

could use the database that appears in the props editor .

10. Click in the props database to select the areas you are
interested in. This will help you narrow your search. Y o u 6 | |
need to click all, at the top, to return to the entire range.

11. Make a note of a few props that you would use with each
stageidon6t be too ambitious!

| E"’T 9. Click on the prop selector tab. There are far

ECEtlak &

Stage Props

Actors

1. Now take alook at the characters. T helyior e a_,
modern dress, so think of them as a company of actors W
who are in the rehearsal stages! To check them out,
click on the act tab and then on the actor selector tab
at the top of the action editor .

2. Your actors will appear in the company selector bar
at the top of the screen. Scroll along to meet all
fourteen.

3. Choose two to act in your first performance! Write their
names in the box below.

- il
» ACT

wceneg | proCUGHoN
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Actors
1

2




Creating a brief treatment
1. Looking at your selected stages, props and characters think about the sort of
interaction your characters will have! Complete the treatment template below.

Title of performance:

Location: | Time:

Atmosphere to be created ( lights/sound effects):

Act or 6 s n a| Script (and stage directions)

2. You can always add to this later!




2 Creating the Set

Adding a stage

1. Now i t 6 starttbuilding yourset. Go back into the set screen and click on
the stage selector . To select the stage you want, simply click on the thumbnail. If
you change your mind, click on the next stage and your first choice will be
replaced. Simple!
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2. The 3D view will appear in the main performance window , whereas the plan
view will appear in the smaller window above the set editor .

3. To swap between these views click in the smaller window. Try this now. Some
people prefer to build their sets inthe planviewasi t 6s easi er to
However, if you do this, keep your eye on the 3D view to make sure the placing
works.

4. The default backdrop shows the stage in
darkness. You can change this by moving the
light intensity slider to the right and then
choosing a colour from the colour filters . In
this way you can simulate a sky dome. b

@ background
5. If you hate the effect, you can always click on
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Adding props (mise en scene)

1. Now click on the props tab and, if necessary, reduce your search by making
your selection in the props database . For example, the
grass stage suggests that outdoor would be a suitable
selection for the props! To do this click on outdoor in the
props database and only props suitable for an exterior
shot will appear.

2. Adding a prop is also simple. Click on the prop you want.
Click again to locate it on the stage. Click a third time to
rotate it into position.

3. To change the position, click on the prop again, move it
then click to rotate.

HINT Keep walls to two sides of the set in order to allow
cameras and lights in!

4. Create your set. Select a stage and add your props.

wshir s

5. To navigate around your set you need to use the scroll wheel and right mouse
button along with the arrow keys on your keyboard. Check out what they do now
and make a quick note.

Mouse

Right hand button

Scrolling wheel

Keyboard

Left arrow

Right arrow

Up arrow

Down arrow

Mouse and Keyboard

Scrolling wheel or right
hand button and up arrow

Scrolling wheel or right
hand button and down
arrow

Comments

6. To delete a prop, left click and drag to waste bin.



Editable props

7. A number of the props are editable. This means that you can add digital images
or videos. Check out the editable props now.
8. Click on all at the top of the props database and then on

editable . How would you describe the range of props

available? Al

Furniture
Editable

Entertainment
Miffira

HEELEEUN

9. How might you want to use editable props in your exemplar performance? What
use might students make of them?

Use(s) in performance:

Potential student use:

=i ' 10. To add an editable prop select it as gy
N = you would any other prop and locate
[ it on your stage. - | |
- y g Lig I
=) 11. Decide whether you want to add a i Apply Image
- picture or video and check the =) :
“ appropriate box in the prop editor. —
L+ ) di
o ‘ Pictures e
~wi ~ 12.To add a picture click on the load P |
= PR picture icon . You can then use one P
of the images provided or navigate to where you keep your .gLJ cene | roaucHnn
own digital images.
13. To see the preloaded images click on the thumbnail icon .
= 14. When you have selected your image you need
i . o
images D to click the load button and it will appear on
& Big Dipper j your prop. If you change o iy 0 n
e your mind, click cancel .
Load -



Videos Fvidascraen plasma telev
15. Videos are slightly different. By checking the video box in

the props editor, you just turn the video feed on. You need -

to add the actual video in the act screen . This is because

videos are active and play. [

o

16. Click on the act tab and the FX tab. Video feed On/Of

17. Click on video stream button in the effects editor and then
on the load icon .

i=ol] e , :
S 18. As with pictures you can add one of the videos in the
—t software or navigate to where youov

EE Video siream

= 19. Select the video you want and click on the load button .
um, 20. At this point decide whether you want I
. the video to play once or loop and @7 ?

- - 1 click the relevant button. It will now :
o e appear on your prop. G2y Lecping

Establishing shot
1. You might want to add a camera at this point to create your establishing shot.
You can add others later. Click on the camera tab .

2. You can add a camera in the set or act screens . However, you
can only switch the camera on as part of the action. At this point
make sure yatsCreermbéoatshe webdre going to
the establishing shot camera on straight away.

3. Click on the camera selector tab.

4. Now click on the first blank thumbnail in the selector bar at the top of the screen
to add the camera.

5. The scene will appear in the thumbnail.
You can now turn the camera on. By
clicking the on button in the camera
editor.

camara 1

6. Youol I | ook at cameras in more d

10



3 Creating the Action
Adding the actors |

1. Now for the fun. Click on the act
tab again and on the actor
selector tab .

2. Find your chosen characters.

Think about where you want them to start in the scene.

) -Actor Selector

FX

EEEE QE

4. Adding a character is like adding a prop 1 three clicks: click once to select; click
again to locate them on the stage; click a third time to rotate them.
5. To rotate move your cursor around the outside edge of the circle at

the actorodos feet.
actor s
6. Add your characters.
7. Look back at your script T what should your actors be
feeling at the start of the performance? Click on the
& e ) character to:
&- = ¢ change their name
= . e establish their acting state
@ : » o set the direction or focus of their attention
i ' e add speech
c ~ « introduce poses. ey )
& e 5 p Emationless =
& s w8 Ifyouwant to change the Affectionts

character os

name

BVErtype

t

he

Confised

name in the box at the top of the editor. e

High Spinted
9. Click on acting state to select the appropriate emotion for Low Sgirited
your character. Youibdickonshee a| “df‘op dowin
emotion that suits the scene best. Click cancel to close.  cancei

actor IAIison

direction J

10. Now click on direction to set the focus of youract or 6 s
attention.

restless v

11. Restless means that the actor breathes and moves

slightly and so looks more human.

ervironmental awareness

talk to
12. If you select environmental awareness the character
will respond to sounds in the environment.

listen to

13. The directional behaviours mean that the actor can
be set to talk to , listen to or watch a particular
character or object. They will only do this in a 180°

rotation.

watch

cance

14. Experiment with these buttons.
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Movement and Poses

5.

1. To move a character |l eft cl
and hold 1 a white circle will appear. Holding the left
button down, drag the circle to your chosen
destination. Move your cursor
outside of the circle and an arrow
will appear. Rotate to the direction
you want the character to be facing
by moving your cursor around the
outside of the circle. Click to set the rotation.

2. If, when you grab the character, you let go by mistake
the rotation arrow will appear under their feet. To
cancel this just right click and try again.

3. Try moving your characters now.
4. To add a pose, click on the character and then on the
pose button . There are so many potential poses that

there is a database to help you narrow your search.

You can check whether the pose is appropriate to your needs
by hovering over the thumbnail in the selector bar; the actor

wi | | résreebhetahe movement for you.

with the pose click on the thumbnail and the pose will be
added to the performance.

If, when you watch your performance back, you want to add
poses you can do this by pausing the action and adding the
pose at the appropriate moment.

wformance Pause T
ih edit) b~ 5

7. Click rewind using the buttons below the performance window and then play.
At the right moment, click pause . Now add your pose as you would normally. You
can add cameras, lights, speech and other actions in this way.

8. Create the start of your action.

9. Havinggot this far, how do you think youdll

students? How will you break up the component parts of production creation to
introduce the skills necessary, but also achieve your key learning objectives?

Notes:

12
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10. For other ideas, check out the Literacy, Media and -y T __d
PSHE/Citizenship activities in the activity screen of A 3
the software. There are performances to watch here %| scene | procuct
too. Click on the information browser button  to
access these.

Introducing Spe ech

1. You can add your own audio, import soundfiles or use text to speech in order to
make your character speak. The text to speech will be dependent upon the TTS
engine on your machine.

Audio recording
2. Click on the character who speaks first in your performance and then click on the
speech button in the editor. This will bring up the speech box.

K= AN
gty inin

are going to record your dialogue as the text along with the sound helps the

character to synchronise lip movements.
4. If you want subtitles, check the subtitles box . If you just want text and no sound,

check the mute box .

Butomatic Speech — @28 5. Torecord your speech

4 Traines, how s it going? click on the red record
button and speak into
your microphone. When
you have finished click
on the stop button
(square).

6. Now click on the apply speech to actor button . This is the large mouth to the
right of the box.

Text to speech
7. To create a text to speech file. Type in your text and go straight to the apply

speech to actor button
mmhew e

8. To add an existing audio file click on the i Bang =
browse for audio files button  below | oty

the mouth. Navigate to where your audio
is saved by clicking on the folder icon at
the top of the browser.

“ i Bicycin vk
4 Ol Flittas
{_ Bed Takinr

! Botile Pop o

Browse for aﬁ;ﬁ;s - I8
' - - lf
ik

13



9. Select the sound file and click on the load
button underneath the menu.

= llnrhass Scaes 10

il
|

T 1o sl w (TIEN

Sy 10. Finally click on the apply speech to actor
B ot cit G0081 button .

f Ths will bs ;“ i-"_.

N shaoinsisue 11. Add your first few speeches.

; = 1. The best way to introduce simultaneous events is to begin
! with a new performance. Click on the production screen
tab and save your exemplar performance by clicking on the
save button .
2. Now open a new production by clicking on the new button .
3. Practise what youbve already |l earnt
adding a prop or two and then adding two characters fairly
close to the back of the stage.

4. Move both characters, one at a time to the front
of the stage.

5. Open the script window. Do this by clicking the
upward facing arrow at the bottom of the
performance window

6. You will see a list of the events in your
performance. Not many in this case:

e Start of performance

e Enter Character 1 (Charlotte in EM Eﬂimcmr I > [ > e

this case) 0.00 | Start of performance M |
e Enter Character 2 (Ezra in the 0.00 | Enter Charlotte M

example) Enter Ezra M I
e Character 1 moves 000 | Charlatte moves ValN
e Character 2 moves i Ezra moves ediy)D)

Each action triggehart bettmgesoEeTbamovesododas
indicated by the blue line that links the two events.

7. If you want two things to happen [, sl ol lalnle e im0 oL
together they need both to be : GO0 lan of partamance HE
triggered by the same thing. So, | [FE ] Eer Chsene i
for Ezra to move at the same |\ e e T
! r

time as Charlotte we need to
work out what triggers him to
move. Here it is Charlotte moving. Therefore the two triggers need to be on the
same line. Grab hold of the red square at the end of &harlotte movesdand drag
to the empty box at the end of the d&nter Ezradline. Now the two actions are
triggered by the same thing.

e 1] Exrg niviress

tn

et insertion Point

14



8. Close the script win dow and rewind your performance. They should walk

together . Remember itbés the triggers to acti
9. If they arrive at different times you can add a delay W

to the fastest mover! Type the number of seconds R

delay you want in the box before the description of T T

the action. o R

10. Having practised this, go back to your saved performance. Open the script view
and make any changes you want. Save your performance between changes, so
that, i f i-shapkdg§ogsudpurnmavioustersionn t o yo

The script view in the set = [
screen lists the physical medlaﬁtagﬁ >
objects in the production: m
stage, props, lights and
cameras. You can delete any
of these by clicking on them
and then on the bin. If you
want to comment on the
items in this screen you can
click on the circle at the start
of the line to add a
bookmark . This is an ideal
tool to support assessment I o s i
for learning. T —— = ()
™ i

il W

-
|,__

?:P}
‘\

N

The script view in the act
screen shows you the
action and this is where you
can alter the order of

P events and add delays.

You can add bookmarks in
m this view too.

L el

You can also print the script
for assessment.
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4 Adding Cameras, Light s and Sounds

These can all be used to create atmosphere. Look back at your treatment to check
the atmosphere you wanted to create. Think about how camera angles, lighting
effects and sounds can all contribute to the required mood!

Cameras

1. YoudaMeg eady added one camera to your perfor ma
more! Click on the set tab and then the camera tab .

2. Click on the next free camera space. This will give you the same camera view as
camera 1.

:_LD.*US_ G_c]rden —

3. To move the camera angle, click in the small camera window . This will move it
to the larger performance window . The view is shown in the top right hand
corner.

4. Right click and move the camera to its new position using the arrow keys and
zoom slider.

5. You can add a third, fourth and fifth camera in the same way.

- = 6. Alternatively, you can select a new camera and then click on
J I.f’ N ﬁ the point camera button  at the bottom of the screen. If you
' d e click this, a list will appear. Select the object at which you
wish the camera to point. You may need to refine the
T act positioning slightly.
> | product .
7. Toremove a camera, open the script in the set screen .
Highlight the camera you wish to remove and then click on the bin.
8. Remember to turn your cameras on in the action. You can do this in the act
screen when you are ready to change camera view. Alternatively you can live
edit! Youdl |l need more than one camera for this!

_‘ # " k
Edit camera cuts in 1-time
it € b a

16
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9. To live edit, go to the act screen and click on the camera tab. Now click on live
edit. Where might you use this function in your teaching? Where is a live edit

used in real productions?

I IT R i E S

C | H ¢ CA ]

mediastage-

10. Rewind and play your performance using the control buttons beneath the main
window. Click on the practice button to see the sorts of cuts you can do before

committing to making changes.

r: |h‘|
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T fen - Petipe ™
— Lotus Garden
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A A
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11. To select a camera either click on the camera or use function keys F1-F5.

12. When you are ready to add your cuts click the online edit button . To see what
you have recorded click the review button . | f
achieved click online edit again and re-record.

13.Wh en

Other things you can do with cameras

you dondt 1|ike

1. You can use a camera to follow a character in your action.
To do this, select the camera and then click the follow
button . You will be presented with a range of choices in the

browser window.

camara 3

i. .ll:

2. You can set a zoom by selecting the

camera in the act screen and clicking

L) it

Fr rd -;nrn Sh-uc*

- )

wi ndow. Thi s
of shot . I f t hi
by clicking the lights & cameras on/off button

S

S

go
i

od i f
snobt

youdre happy with savaicon mé¢he tbpdeftmanc e,
hand corner. .

camers 1

now ave on the zoom slider . This will bring up the duration box .
Type the number of seconds you wish the zoom to take in
this box.

3. Check out the follow and zoom option now.

4. When you add cameras they appear in the performance
y 0 u bts needtolbe autk i n g

what

cl i«

aboui

| M YO, 2 Nt U
" -

T

e o ekights: & Cameras On / OFF
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Lights

1.

Lights are very like cameras
except they are automatically
on when you add them.

Click on the light selector tab
and the empty thumbnail.

You can turn the light off using
the toggle switch at the top of
the light editor.

You can change the colour of
the light by clicking in the
colour filter box at the top
and the intensity by moving the
top slider to the left or right.
You can also alter the spread
of the light by moving the lower
slider left or right.

Adding a second light is like adding an additional camera. Click on the second
empty thumbnail frame and manoeuvre the light into position just as you would a
camera. If you add a number of lights at the start and turn them all off, you can
turn them on at key points during the action. Alternatively you can add lights as
you go!

Also, as with cameras, you can set lights to follow characters and point them at
specific objects.

Sounds
1. To introduce a sound effect ma k
the act screen . Click on the effects selector tab
— and on the sound effects button at the top of the
RS0y effects effects editor .

2. This will bring up a range of
sounds in the selector bar at
the top, as well as a sound fx
database to help you refine

= your search. o P
4 & piey ) il |

set 3. Click on the thumbnail of the - A

scene [ TGGUSHION sound you want to add to your i Y
scene. This will bring up the sound fx editor . Play allows you - ; e
to review the sound before adding it. The slider controls the _ -
volume . - =

set

When you are happy with both, you add the sound effect to scene [ PIOGUGHON
your scene by dragging the sound icon onto your stage. You need to drag the
sound to the stage physically because the sound is 3D: louder when you are
close to it!

ECEREE

: 5. You will see an icon on the stage. This
e T . . is a visual reminder of the things you
: _ ;i have added. Just like lights and
| P Cue Marks On / Offf cameras, you can turn these off. Just
! ' click on the cue marks on/off button

18



6. If none of the supplied sounds are suitable click on more at

the bottom of the sound fx browser and navigate to your iy
saved sounds.
Browse for more sounds
b Soundfiles D
12 k30 ~| 7. Select the sound you want and it will appear in the
i b32 file box . Click load and you will go back to the sfx
B e editor with the volume control and play functions.
9] jadtt Drag your selected sound to your stage.
9] jad14 J
—J:g; 8. If you change your mind about a sound, click the
Ejadefl . cancel button .
firetrucksiren way
—e

- e

Load

Notes:
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5 The Production Screen

1. This is where you
manage your
production.

2. You can create a
new production
by clicking the
new button .

3. Youcanload a
previously saved
performance by
clicking the load
button .

4. You can save, by
clicking the save
button or save
as. Save as is
useful if you want
students to adapt,
add to or improve
a pre-made
performance.

5. You can also export your finished performance to video by clicking the export
button .

6. The camera bu ttons allow you to watch the performance as the director
intended (d i r e c¢)broyou@as move freely about the performance during
playback (free). You can navigate around the stage during playback by clicking
on the performance screen.

7. The control panel beneath the performance window, allows you to:

T=TI.

rewind, pause, play and fast forward.

turn the dynamic shadows off - do this if your performance is slow or jerky.

playback in small or full screen

20



8. You can add new scenes to your performance or join performances together in
the filmstrip at the bottom of the screen.

9. To copy your set for the next scene. Grab the
thumbnail onto the red bead with a + in the centre.

10. To add a totally new set click new and then the
bead with + in the centre. It takes a while to load so
be patient. Having adding a new scene, click on the
set tab and begin work.

11. You can also link together
performances. Begin by
loading your first
performance. This will
appear in the first frame of
the filmstrip.

12. Click the load button
again. This time, click the
merge button .

13. At this point you can select whether you want the whole performance to be added
(click select all ) or just the stage (stage only ).

14. Having made your choice drag the thumbnail of
the scene and drop it on the + button .

e

15. To delete a scene, grab the
thumbnail and drag it to the
bin.
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