Marking Scheme for 9™ (Level 1)

Media Entertainment

Question | Answer Marking
No.
1 A 1
2 C 1
3 B 1
4 D 1
5 D 1
6 C 1
7 False
8 True
9 True
10 False
11 True
12 Ctrl+O 1
13 Ctrl+C 1
14 Central Processing Unit 1
15 Random Access Memory
16 AR T 37§ aT AT ar § 317 caferdar & dra Fa=si & aicar foas
STeTel AT GoTol aTel el bl FeAT T Y IAT I &
17 AR UF 31T AFSAIF § T FAPR e gl W AR @T | 2
T SleTel AT ST F87Ta e H3d &1 3 @1 Wefl, garaer a1
&Yl T TSI g Fohel! §, 31T I 3MAAR 9X v € e & Hi=ht
SITelt 81 @3t it gfY, 1T 3R ATE Y IeA9T-37e9T Fh, FATHR
maﬁwwwmaﬁgc, 39w Y & fAfde= it 3k semaet &
UTed T HFdl o
Hatching is a drawing technique where artists create tonal or
shading effects by drawing closely spaced parallel lines. These lines
can be straight, curved, or a combination of both, and they are
usually drawn in the same direction. By varying the spacing, angle,
and thickness of the lines, artists can achieve different shades and
textures in their drawings, giving the illusion of depth and form.
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I FT I3 9H (g15) & 9B (WTFe) d% giar &1 "H" IR
FOR gt § 3R godh), AT W@V Tardr §, Jafe "B if{w
A A § kv g, A TG At &1 Rt oft fgem
e foaet s ef, 9w 3ae & ¥&a (vo F fov) =
T (@ F @A) geft, st s89F AwEe gacT IR s9F
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Pencil grades range from 9H (hard) to 9B (soft). The "H"
pencils are hard and produce lighter, finer lines, while
the "B" pencils are soft and create darker, thicker lines.
The higher the number in either direction, the harder (for
H) or softer (for B) the pencil is, indicating its graphite
density and the resulting mark it makes on paper.
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Yqae TS BIeT, rough T AT 37 ¢ forwer 3uaier fega
FAHT AT BART a1t ¥ Tga 727 ARy it e ao =
3R 39FT gar dae & AT IR reade F w0 & R
ST 81 FaR IR BB g99d &1 3999 AER-AYT
A, AT & T 9T F 3R 30 & Rew F Qe
IR AT HTURONAT FT T FIA F AT FIS &

A thumbnail is a small, rough sketch or drawing used as
a preliminary study to plan and explore visual ideas
before creating a detailed artwork or design. Artists and
designers use thumbnails to brainstorm, experiment with
compositions, and select the most promising concepts for
further development.
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frewr fAATOr 3R B F veadH T oie (ELS) 39
efc F WeTHd FIaT ¢ o8l Fa vy & Fh gff W @
ST §1 39 YR & efe # Rend gsofd & g vy agd
oleT @ &ar 81 wcafd da ATeH &1 3TANT IFR TH
AT TG FA, YA A HIGaT qaFa FI1, T A9
AR & HiaR RAYT & reeng W SR & & fov fvar smar
gl ¥ uleH giwl F dest e W §, FUT F AT vy
fruiRa st § 3k 3% 39 @oer s a1 ararERer A
THSAA # AGE I ¢ A6l Herel! ol W@ gl

An extreme long shot (ELS) in filmmaking and
photography refers to a shot where the camera is placed
at a considerable distance from the subject. In this type
of shot, the subject appears very small against the vast
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background. Extreme long shots are often used to
establish a setting, convey a sense of scale, or
emphasize the isolation of the subject within its
environment. These shots provide context to the viewers,
setting the scene for the narrative and helping them
understand the overall geography or environment where
the story is taking place.
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HaR-g-2tesT e (OTS) v fhew faATor 3k wiekmd
ddele § ST FAT TH IRT & NS fya @ar §, 3996
W e T FIaT g, vH F 3a9F AT F O 3k 3096 F9
1 FEaT fe@mar 81 39 YR F efc & 39T IFE §aIG
el & e omar @, Ed g2t & IR & I & ama IR
st & wru-wry 3@ wafea @ awg A o E A
yafa e ¢ Ses @19 3 arada = w© &1 9% awes
aradid & afaefiear & aR & et fr gAgr F Jed § 3R
urEl F i aaed # TeaE Sed g

An over-the-shoulder shot (OTS) is a filmmaking and
photography technique where the camera is positioned
behind a character, focusing over their shoulder, showing
the back of their head and part of their shoulder in the
frame. This type of shot is often used in dialogue
scenes, allowing the audience to see both the
character's facial expressions and reactions, as well as
the person or object they are interacting with. This
technique enhances the viewer's understanding of the
conversation dynamics and adds depth to the interaction
between characters.
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dsery T 5 F Arerw F RN A B @ TR
o T FaT g1 HA gerEl, dAfedl, 93 i w&fawer & e
dcal afga uefas ol &1 & ver wfafafe s@men
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dSTHT THY FFWT HISE W & g4I A9 &, T FoATHRRI
w1 Y Tea) F1 fAdator & 3 3EF AR F we 3R
Fitrcdio® alF ¥ gws ) agafy Pad ¥ 3 Wi
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Landscape sketching is the art of quickly capturing
outdoor scenes through drawing. It involves creating a
visual representation of natural landscapes, including
mountains, rivers, trees, and other elements of the
environment. Artists use various drawing tools such as

pencils, charcoal, or ink to create these sketches.

Landscape sketches are often done on-site, allowing
artists to observe the scenery directly and capture its
essence in a spontaneous and expressive manner.
These sketches serve as a foundation for more detailed
and polished artworks or simply as standalone pieces,
showcasing the artist's interpretation of the natural world.
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e faatar Aty ofdfer & e o AT Feaw & fav
Fo A3 aFelid HT JANT FLa1 ¢ o Hr gau (A
el ow @ 3 I A Rt # 3@ ot 3= Rt wy
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Transitions, in the context of filmmaking, video editing,
and multimedia presentations, refer to the techniques
used to smoothly change from one scene or shot to
another. Transitions are essential for creating a seamless
flow of visual and auditory elements, enhancing the
overall viewing experience.

cross Dissolve
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Dissolve Ripple
Wipe
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Az 3R FARST &7 11 ¥ 12 ar@ et & A AR Sar
€ (2017 & R & 37ER) 3R 3R §H ITcgeT Vsl 9T &
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¥ AR gH 3 & T T® 2022 % g AHwer 13 9@ dH
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A storyboard artist is a professional who creates visual
representations of a film, animation, or video game's script.
They translate the written script into a series of illustrations,
outlining the scenes and key actions. These storyboards
serve as a visual guide for the director, cinematographer, and
other crew members during production. Storyboard artists play
a crucial role in visual storytelling, helping to plan and
visualize the sequence of events before actual filming or
animation takes place.
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"Minimum Viable Character" (MVC) refers to the concept
in storytelling and game design where the creation of
characters is streamlined to include only essential traits,
backstory, and features necessary for the character to
serve their purpose in the story or game. Similar to the
idea of "Minimum Viable Product" in business, which
focuses on developing a product with just enough
features to satisfy early customers, MVC emphasizes the
minimal attributes a character needs to be functional and
meaningful within the context of the narrative or game.
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This approach allows creators to efficiently develop
characters without unnecessary complexity, ensuring they
contribute effectively to the overall experience.
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I A5 vH IR H AwIsT R H FORAT AT FAAAT H
HeRld FaT ¢, St 3% gaRT ga1v v e & Ay 3
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1. 9H & 7H I#fa FoR - o 3R AT Y@TE, A
WafEt & v sugher fi ardt §)

2. 6H ¥ 4H oK - ¥use @MY, farqd #14 & fav 3ug+|
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Pencil grades refer to the hardness or softness of the
graphite core in a pencil, which affects the darkness and
smoothness of the marks it makes. The grading scale
varies internationally, but a commonly used system is:

1. 9H to 7H Very Hard - Light and fine lines, used for
technical drawings.

2. 6H to 4H Hard - Crisp lines, suitable for detailed
work.
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3. 3H to H Medium Hard - Slightly darker and softer,
good for general-purpose drawing.

4. F Fine Point - Falls between hard and soft pencils,
used for fine lines and shading.

5. HB Medium - Standard pencil used for everyday
writing and drawing.

6.B to 2B Soft - Darker lines, suitable for shading and
sketching.

7.3B to 5B Very Soft - Even darker and softer, used for
expressive drawing and shading.

8.6B to 9B Extremely Soft - Very dark and smooth, ideal
for artistic and bold lines.
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A storyboard is a series of illustrations or images
displayed in sequence for the purpose of pre-visualizing
a motion picture, animation, or interactive media
sequence. It is a visual representation of how a story
will unfold, shot by shot. Each panel in a storyboard
represents a specific scene or moment in the story and
includes details such as camera angles, character
expressions, and action descriptions.

*Importance of Storyboard:#

1. »Visualizing ldeas:* Storyboards help in translating
abstract ideas into a tangible and visual format. They
provide a concrete way to visualize how the story will
progress, helping the creators and team members
understand the narrative flow.

2. »Planning and Organization:*+ Storyboards serve as a
roadmap for the entire production process. They allow
filmmakers, animators, and directors to plan the
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sequence of shots, ensuring that the story is coherent
and engaging. It helps in organizing the scenes and
visualizing the overall structure of the project.

3. *Communication:» Storyboards facilitate effective
communication among the creative team members. They
provide a common visual language, allowing everyone
involved in the project to understand the director's vision
and make necessary adjustments before the actual
production begins.

4. »Time and Cost Efficiency:* By outlining the visual
elements in advance, storyboards help in streamlining
the production process. They minimize the need for
reshoots or revisions, saving both time and money in the

long run.

5. »Creative Decision Making:* Storyboards enable
directors and producers to experiment with different
visual styles, camera angles, and pacing before
committing to the actual production. This experimentation
fosters creative decision-making, allowing the team to
refine their ideas and create a compelling visual story.

6. »Reference for Production:* During the production
phase, storyboard panels serve as a reference for the
cinematographer, set designers, costume designers, and
animators. They ensure consistency in visuals, making
sure that the final output aligns with the initial creative
vision.

S &9 a7 # Ay 3R gaq S A guq dr 2
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Pencil shading is an essential skill in drawing and can
greatly enhance the realism and depth of your artwork.
Here are some tips and tricks to improve your pencil
shading techniques:

1. Use the Right Pencils: Different pencils have varying
degrees of hardness (H) and softness (B). H pencils are
harder and lighter, while B pencils are softer and darker.
Use a range of pencils (e.g., 2H, HB, 2B, 4B, 6B) to
create various shades and textures.

2. Control Pressure: Vary the pressure you apply to the
pencil. Light pressure creates lighter shades, while heavy
pressure produces darker shades. Practice controlling
your hand movements for consistent shading.

3. Master the Hatching Technique: Hatching involves
drawing parallel lines close to each other. The closer the
lines are, the darker the area appears. Experiment with
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the spacing and angle of the lines for different effects.

4. Try Cross-Hatching: Cross-hatching adds another set
of parallel lines, usually crossing the existing ones at an
angle. This technique can create darker tones and

textures.

5. Practice Blending: Blending tools like blending stumps
or your fingertip can smooth out pencil strokes, creating
a seamless transition between light and dark areas.

Circular motions work well for blending.

6. Use Tortillons or Paper Stumps: These tools are great
for blending small, detailed areas. They help in achieving
smooth gradients and soft transitions between shades.
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Different types of Gestures andActions of

Human:

In drawing, gestures and actions of humans

are like the language of pictures. They help

show how characters feel and what they are doing in the
story. Here are some simple types of gestures and
actions you can draw:

1. Smiling and Frowning: Draw a smiling face to show
happiness, and a frowning face to show sadness or
worry.

2. Waving and Pointing: Draw a hand waving to say
hello or goodbye, and a pointing finger to show
something

important.

3. Running and Jumping: Draw legs in action to show
characters running or jumping, like in a fun game.

4. Hugging and Holding Hands: Draw characters hugging
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to show friendship or love, and holding hands to show
they are close.

5. Standing Tall and Slouching: Draw characters standing
tall with their heads held high to show confidence,

and slouching to show they are feeling tired or sad.

6. Thumbs Up and Thumbs

Down: Draw a thumbs up to

show approval or that something is good, and a thumbs
down to show disapproval or that something is not good.

7. Clapping

Hands: Draw

characters clapping hands to show they are happy or
cheering for something.

8. Quiet Gesture: Draw a finger on the lips to show that
someone wants silence or that it's a secret.

9. Listening Gesture: Draw a character with a hand near
their ear to show that they are listening carefully.
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