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Director’s Vision 
Jianna Catbagan 

Unhinged is a story about a man who hides his brother from the world, fearing for his sibling’s safety 
as well as his propensity to eat human flesh. The roots of the concept came from a fear of being dog-tied to 
obligation due to notions of duty and “love” expected towards family. It comes from a perspective of feeling 
trapped within a circumstance you didn’t choose for yourself but decide to live with and take responsibility for 
anyway. The story deals with notions of isolation, sacrifice, family, the monsters we hide within ourselves and 
the monsters we are capable of becoming. The themes are explored in a contemporary horror setting within 
the dusty old suburbs of Canberra, contrasting a familiar mundane environment to what’s hidden behind closed 
doors. From the start of the film, it will be as if our main character, Daniel, has something to hide. Audience’s 
meet him outside of his home, not really looking him in the eye and not really knowing why the film is focused 
on him at first glance. The other character he encounters, Emma, seems more open and friendly, while Daniel 
still seems distant. It’s not until audience watch Daniel enter the basement that we see exactly the world we 
are entering. Playing on the consistent idea of the grotesqueness and the isolation of their relationship, there 
will be a significant shift of tone and environment based on Daniel’s situation throughout the script. As soon as 
he starts to indulge in other things and begin neglecting Jacob, there’s a sense of false freedom.    

Going further with our main characters, we have Daniel – an awkward work-from-home bachelor that 
has tasked himself with the care of Jacob, his animalistic, reclusive cannibal brother. Each character is trapped 
in the world of their relationship, and each would do anything to get a sense of freedom and autonomy back 
into their lives. Because of this, Daniel and Jacob are both characters with a sense of longing but with a major 
difference. Daniel is not a victim of circumstance; he constantly chooses Jacob over everything – but when it’s 
time to take a break – it’s like throwing a spanner in the works; resulting in the detrimental dependency of Jacob 
towards Daniel. Whereas, Jacob is a victim of circumstance; unable to be free because of his hunger for raw 
flesh, manic and animalistic on the inside, capable of conscious thought – a trait, however, that becomes 
something to further indulge his hunger.  

Cinematically, there will be a subtle emphasis on Canberran suburbia, particularly within exterior scenes 
showcasing the house – somewhat isolated from the normal flock yet familiar (something you catch a glimpse 
off driving down suburb streets – a building hidden amongst bush and fences). It highlights mundanity in a 
somber aesthetic of misty and cloudy afternoons in Canberra during winter. Furthermore, throughout the film, 
the framing of Daniel and Jacob’s relationship will tell two different stories of each character. Splitting the frame 
left and right with each character domineering one-side or the other, often times meeting in center-frame where 
we see moments of unspoken understanding between the two brothers. The effect would be to have the two 
stories happening in different parts of the frame making the relationship alive as we go through the film. As 
soon as “outsiders” threaten to come into their relationship we see a subtle change; characters are more often 
coming into frame, almost as if bombarding it in close-ups and there’s a subtle shift to wider lenses, using the 
space to reinforce the “false sense of freedom”. 

Post-production will rely heavily on the instincts of the editor and the performance of the actors. Music and 
sound design will correlate with the themes of longing and isolation as well as a sense of something festering. 
These are inspired by the works of Trent Reznor and Atticus Ross on The Social Network (2010). Diegetic 
sound will be used not to highlight each sound for its own sake, but to emphasize the resounding emptiness 
within the overall soundscape particularly in the scenes in the basement/storage room. The film’s visual 
storytelling will strive for a consistent tone within the film world; it will reinforce both characters and themes, 
attaining a coherent structure against the unnerving backdrop of Daniel and Jacob’s relationship. 
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Producer’s Vision 
Jianna Catbagan 

The film, Unhinged, centers on a common domesticated relationship with a gruesome twist. A 
compelling take on a contemporary horror-tragedy that focuses on the emotional character arc of two main 
characters trapped in their world. There’s something relatable about the fear of obligation and the idea that 
there is no escape from it – the masks we make of ourselves to be presented as dutiful and loyal in the face of 
those you’re supposed to love. Moreover, by the end of the film, there is also the fear of letting go of something 
you’ve held onto for so long and fearing the consequences. In the story, audiences are able to witness both 
these ideas in the main character’s dilemma. It’s a tragic story at heart as opposed to a complete spine-tingling 
horror.  

 Contemporary horror with new premises that tackle and reflect society’s current issues are circulating 
the film industry as of late. You have the Oscar-winning script of Get Out by Jordan Peele, as well as some little 
known honorable mentions, such as Level (2017) directed by Andrew Hunt, and Monsters (2019) directed 
by Steve Dessmond and featuring in the short film YouTube Channel: Omeleto. Moving forward the horror/thriller 
genres are something I consider as playground for ideas; and like with any genre, it has the capacity to be an 
amalgamation of something more than what’s expected of that genre itself. Unhinged plays on that idea, being 
both horror and drama – and it’s a sort of film that taps on universal inhibitions which I would like to see more 
of in cinemas across the globe. 

 Rehearsals is set to start at the beginning of August 2019, with prior cast selected as of June on the 
same year. Two weeks will be allocated to rehearsals before moving forward with principal photography by mid 
to late August. Post-production and sound mixing will be set starting from mid-September through to early 
October. Days for scheduling will be prioritized based on location availability, although consideration for cast 
and crew will be measured upon selecting final dates for shooting. The shoot, ideally, will consist of five full days 
to get all the shots that are needed with ample time for the post-production team to generate a first rough-cut 
weeks before the film is due to be submitted to allow for revisions and a possible director’s cut along with the 
theatrical release. Re-shoots, if needed will be allocated time near the end of September. However, proper 
planning and scheduling for the shooting dates will try to ensure that everything that is needed will be collected 
on the day itself. Due to the limited budget, out-of-pocket expenses and in-kind support from the University as 
well as cast and crew will be utilized throughout the production. These include expenses towards – camera 
equipment, lights, transport and catering.  

Initial release to film festivals will incorporate a mixture of international events occurring interstate such 
as the Byron Bay International FF as well as genre specific events also tackling an international audience such 
as A Night of Horror FF. Whilst festival strategy focuses solely on exposure, returns to investment (ROI) will 
rely on Transactional VOD platforms such as iTunes and Amazon Prime. Aggregator websites such as Distribber 
and Film Hub will be utilized further to develop that route of distribution. Transmedia opportunities including a 
360˚ interactive video experience and an online blog for Daniel will commence production upon the film’s 
release. The video will incorporate scares that allows audience to see from Daniel’s perspective, and have to 
find a way out of the house when Jacob manages to escape. The online website on the other hand, will become 
an extension of Daniel’s everyday life with Jacob – a more in-depth look on Daniel and his inner thoughts as 
well as some fun “fake” recipes using raw meat, he keeps as a collection. 

 

  

https://vimeo.com/209940314
https://www.youtube.com/watch?v=a0pK35B4E_w
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Themes & Overarching Story (The Big Five) 
Dakota Melvin 

PREMISE: Often love comes with sacrifice. Therefore, freedom, in turn, isn’t without its consequences. 

Whose Story is it? 

The film is Daniel and Jacobs’ story. We’re looking at how their relationship deteriorates as Daniel becomes 
neglectful and lax in his responsibilities of taking care of Jacob. 
 

What is the story about? 

Daniel keeps his brother Jacob hidden from the world to keep him safe, while Jacob struggles with his hunger.  
Their relationship deteriorates as Daniel becomes lax and inattentive. Things take a turn for the worst when 
Jacob escapes from his cage. 
 

Key Dramatic Question 

Will Daniel keep Jacob contained?  
 

What is the prize, what is the prize paid? 

The prize is freedom for the two brothers from their current circumstance. The price: both of them cannot live 
in that freedom. 
 

Why should we care? 

The film depicts a common familial relationship, and although within extreme circumstances, the universal 
themes of duty and loyalty towards loved ones, and the stresses that may entail come forward in this story. 
There’s a tragic struggle as well as a compelling, horrific tale of two brothers which accommodate to those 
themes. 
 

One-Paragraph Outline 

Daniel keep his cannibalistic younger brother, Jacob, locked in their basement. Daniel is invited out by his 
neighbor, Emma, but he declines. Daniel visits his brother to feed him, and Jacob tries to attack him. Jacob 
apologizes but their relationship is strained. When Emma asks him out again, Daniel accepts and forgets to 
feed Jacob. He apologizes for the neglect, but Jacob is furious and tries to attack him. Daniel storms out, and 
goes out partying again and again, neglecting Jacob more and more. One night, and intoxicated Daniel is 
brought home by Emma and his friends. Emma investigates a noise is the basement and finds a terrified 
Jacob pleading to be let out. She frees him and he attacks her. Jacob cannot bring himself to attack Daniel but 
does kill his friends. Daniel wakes to screams and finds the bodies. He apologizes to Jacob for his neglect and 
hugs him, using the hug to hold a knife to his brother’s back.   
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Treatment 
Jianna Catbagan 

We fade-in on a gray afternoon in an unassuming Canberran suburbia on a cloudy winter. It’s eerily quiet as the picture opens to 
a simple, old isolated house. Amidst the cracked paint and fading bricks, the door stands rigid and looming, while a chain reinforces 
the barricade along with multiple locks. An ominous, repetitive sound disrupts the quiet. THUMP. THUMP. THUMP. It’s dark and 
dank within the basement, and hands dirtied with dried blood and grime crash against the iron bars of its cage. THUMP. THUMP. 
THUMP. DANIEL, late twenties, an awkward work-from-home bachelor, scrawny and unkempt walks towards the old house with 
hunched shoulders while dangling a plastic bag in one hand. As he approaches the door, he takes out a distinct keychain of a 
smiling one-eyed monster. It looks at him imploringly, as he works his way through the locks on the door. A friendly voice calls 
over to him. EMMA, blonde and pretty with an easy smile, greets and invites Daniel to a house-warming party. Daniel politely 
declines and turns back to the door. 

Inside, he proceeds to empty the contents of the plastic bag – revealing fresh raw meat. He coughs at the smell but continues to 
cut the bloody mess into small chunks and places them on a plate while putting salad leaves on the side. THUMP. Daniel turns 
towards the all-too-familiar sound. He takes the plate and walks into the hall to another heavily locked door. Plastering on a smile, 
he unlocks it and continues down a dark stairway. At the end, a cage looms and inside a hunched figure. JACOB, Daniel’s younger 
brother, ragged and worn, watches Daniel approach. Daniel enters the cage and as soon as he sets the plate down Jacob pounds 
on the meat, scattering the salad leaves as he goes. Daniel tries to calm Jacob down, but Jacob snaps his teeth at him. Hurt, 
Daniel turns to leave. Jacob calls out to him. The two brothers share a few words, showing the somber and strained relationship 
they share. Daniel leaves Jacob behind. Afterwards, Daniel trudges down his driveway towards a set of bins. A familiar car parks 
across the road. Emma comes out and checks her mail. She notices Daniel. Suddenly, all smiles and waves, she invites him for a 
couple of drinks. Daniel agrees. Time passes while Jacob sits begrudgingly, playing with a light switch next to the cage. His eyes 
glance sideways towards the door. Meanwhile, Daniel stumbles into the room tired and tipsy. He crashes on the couch, slowly 
closing his eyes. THUMP. The same eyes open, wide awake.  

Jacob’s head snaps at the door opening. He inches closer as he sees the plate in Daniel’s hands. He devours the meat before 
Daniel could even put the plate down. Jacob finishes it in mere seconds. He looks up at Daniel, questioning. Daniel begins to 
explain himself. As soon as he mentions his activities, Jacob stills and gives Daniel a hard, accusing glare. Daniel’s anger festers. 
Frustration, mingled with guilt stirs inside him, and he returns Jacob’s glare with a frown. Jacob begins to gradually lose himself as 
Daniel locks the cage door again. Daniel shouts one last threat at Jacob, only to have Jacob hurl forward, slamming the cage door, 
leaving a resounding CLANG echoing throughout the room. Daniel backs away. Jacob continues to howl, shoving his hands against 
the cage doors, a blood-curdling cacophony. Later, Daniel sits alone on his porch and texts Emma asking if she’s free. Meanwhile, 
Jacob continues to bang against the cage to no avail. Daniel on the other hand continues to neglect him – as days go by, he 
begins to become lax, only preferring to drop off food, not even bothering to prepare it for Jacob. Until one day he forgets to shut 
the door. After a long night of partying, Daniel and his new troupe – Emma, Ashley and Mark – stumbles into his living room with 
Daniel semi-conscious and drunk. They dump Daniel down onto the couch. While Ashley and Mark go on a little adventure to find 
beer, Emma stays with the passed-out Daniel, smoking a cigarette and watching TV. THUMP.  

She glances at Daniel on the couch, snoring. She looks back at the TV. THUMP. This time she turns her head to the hall. THUMP. 
Confused and somewhat curious, she puts out her cigarette on an ash tray then leaves to follow the sound. The basement door 
squeaks, slightly ajar when Emma opens it wider. The thumping stops. She calls out. There’s no sound. Then a voice speaks out 
of the darkness. Jacob pleads for help as Emma reaches the bottom of the stairs. The scared Emma concedes to Jacob’s pleas 
and helps him escape by getting Daniel’s keys – only to have Jacob eat her alive. Jacob steps out of the basement and into the 
hall. As he walks past the living room, he spots Daniel snoring on the couch. He stands over him and reaches but stops. He frowns. 
Shaking himself off, he turns his head towards some noise in the kitchen. POP. Ashley cheers as Mark pops open a champagne 
bottle with a knife when Jacob enters. The two gape at him for a moment, a second too long. Screams fill the air, as Daniel wakes, 
sluggish and tired. The screams stop him. He walks in a daze towards the sound. He bulks at the horror before him – two bodies 
among the shattered glass, deformed and flesh ripped out. Blood creeps across the floor as he sags against the counter. The knife 
Mark used lies lifelessly on the floor. Daniel stares at it. Jacob sits amongst the grass staring at the sky. Behind him the door 
creaks. He snarls only to find Daniel. They both look at each other; one bloody almost from head to toe while the other remains 
untouched. Daniel let out a long sigh and sits beside his brother. Jacob tenses but Daniel speaks in hushed remorseful tone. Jacob 
finally looks at him. The two brothers look at each other for a moment before Daniel pulls Jacob into a hug. Daniel’s eyes stare 
blankly at the air, whispering the words “we’ll be okay” before pulling out the knife to finally end his brother’s life. 
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Emotional Narrative Arc 
Dakota Melvin 

Scene Breakdown 
1. EXT. HOUSE – DAY 

An isolated house. 
  

2. INT. BASEMENT – DAY 
Someone bangs their hands against bars. 
 

3. EXT. HOUSE – LATE AFTERNOON 
DANIEL goes home. His neighbor EMMA asks him out and he declines.  
 

4. INT. KITCHEN – NIGHT 
Daniel preparing food, in the plastic bag is raw meat.  
 

5. INT. HALL – NIGHT 
Daniel unlocks basement door and prepares himself. 
 

6. INT. BASEMENT – NIGHT 
JACOB, cannibalistic younger brother, is kept in a cage down here. Daniel brings him food. They’re 
trying, but their relationship is strained.  
 

7. EXT. HOUSE – DAY 
Emma asks Daniel out again and he accepts.  
 

8. INT. BASEMENT – NIGHT  
Jacob sits alone. He flicks the light on and off. He stares at the door.  
 

9. INT. LIVING ROOM – MORNING 
Daniel wakes, hungover, and realizes he forgot Jacob.  
 

10. INT. BASEMENT – NIGHT  
Daniel brings food, Jacob is inconsolable until he eats. Daniel apologizes for his distraction but Jacob 
his furious and tries to attack him. They fight and Daniel leaves.   
 

11. EXT. HOUSE – DAY 
Daniel texts Emma to meet up.  
 

12. MONTAGE 
Jacob bangs on the cage. Daniel parties – drinks. 
Daniel brings him a plate. Doesn’t stay.  
Jacob bangs. Daniel parties – drugs. 
Daniel brings him the meat in a bag. No plate. Doesn’t stay.  
Jacob bangs. 
Daniel parties.  
Jacob bangs. 
  

13. INT. LIVING ROOM – NIGHT 
An intoxicated Daniel is brought home by Emma, MARK and ASHLEY. Emma stays with a passed-out 
Daniel while the others look for drinks.  
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14. INT. LIVING ROOM – LATER 
Emma hears a sound and follows the noise.  
 

15. INT. HALL – NIGHT 
The basement door is open ajar, unlocked. Emma pushes it open.  
 

16. INT. BASEMENT – NIGHT 
Emma calls out and a sobbing Jacob pleads with her to free him.  
 

17. INT. LIVING ROOM – NIGHT 
Emma takes the keys from Daniel’s unconscious form.  
 

18. INT. BASEMENT – NIGHT 
Emma unlocks the cage for Jacob. The cage opens. Jacob attacks.  
 

19. INT. HALL – NIGHT 
A bloody Jacob exits the basement and stalks down the hall.  
 

20. INT. LIVING ROOM – NIGHT 
Jacob hovers over Daniel, wanting to do it, but he can’t kill him. He leaves.  
 

21. INT. KITCHEN – NIGHT 
Mark and Ashley find champagne, but Jacob finds them.  
 

22. INT. LIVING ROOM – NIGHT 
Daniel wakes to screams and goes to investigate.  
 

23. INT. KITCHEN – NIGHT 
Daniel finds Mark and Ashley’s bodies. He sees Jacob out the window and goes to the knife drawer.  
 

24. EXT. BACKYARD – NIGHT 
Jacob is wary of Daniel. Daniel apologizes for his treatment and hugs his brother. Jacob hugs him 
back while Daniel holds a knife to his brother’s back. 
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Statements on Visual Storytelling 
Jianna Catbagan 

Overall Visual Storytelling 

Themes of isolation, feelings of being trapped, and longing – influences the approach towards the overall 
visual storytelling of Unhinged. The film’s narrative jumps between the perspectives of each brother, 
revealing their headspace as the film unfolds. Furthermore, the visual language encompasses elements 
such as the subtle actions and eyelines from the actors playing Jacob and Daniel, as well as the too-close-
for-comfort intimacy towards the gruesomeness of Jacob’s cannibalism and the downwards spiral of Daniel 
towards a dependency on substances to cope with his increasing loneliness and isolation garnered from 
his relationship with Jacob.  A subtle emphasis and tie-in of the mundane-looking Canberra suburbia within 
the “world” of the film will be essential to give it a sense of normality within the space; something familiar 
in a crazy, unfamiliar circumstance.  

Framing and Camera Movement 

The framing and camera movement is influenced by intention – what we want the audience to focus on and 
where we want audiences’ attention to be. There’s inspiration taken from Nicolas Winding Refn’s film Drive 
(2011) in how his simple framing of his subjects lead to unusual and often unpredictable set-ups of his 
characters. This idea will mostly reinforce the relationship of Jacob and Daniel as time progresses – from their 
everyday life to its degradation; and within it, two characters, alive and breathing. As Daniel begins to meet 
more people, more characters will start coming into his space, crowding up the frame. In comparison, Jacob, 
left alone by Daniel – increasingly becomes smaller inside the frame leaving a lot of empty space. This is 
particularly evident during the montage scene. Camera movement will be used sparsely in the beginning of the 
film – with no hand held and only dolly and tracking shots, as well as tilts following the day-to-day goings-on of 
Daniel in scenes 1-3. As their relationship deteriorates, more hand-held will be incorporated, particularly in 
framing Jacob as his insanity and hunger drives him further down. 

Space 

The way audiences are introduced to the world of the film is with a seemingly normal and familiar setting: 
a common house, perhaps isolated, but nothing out of the ordinary. This view turns around as we find out 
the completely different world behind the closed door. Inside, curtains are shut, and locks are carefully 
placed so that there is no way inside unless permitted. This shift in space from the completely mundane 
to this horrific circumstance highlights the differing worlds of the ‘outside’ and ‘inside’ of Daniel and Jacob’s 
relationship. The space inside the house and with the basement is claustrophobic, uneven and seemingly 
old-looking – utilizing shallow depth of field and tight framing of the two characters inside their relationship. 
Outside of the brothers’ relationship everything feels less claustrophobic, giving the context breathing room 
as well as a false sense of freedom. It allows for freer, more spatially open interactions between characters 
compared to the basement scenes, particularly between Emma and Daniel. In this sense, Daniel’s “space” 
is freer and replaced with new faces, while Jacob’s is left empty and uncomfortable. 

Character Design 

The design of each character reflects their own circumstance. This is why everyone outside of Daniel and 
Jacob’s relationship seem bright and warm – life-of-the-party sort of people – while the two brothers, we 
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find less than appealing. Daniel has a sort of dorky, awkwardness acquired from lack of social interaction, 
coupled with hard-headedness that comes from the amount of responsibility he puts on himself because 
of Jacob. Jacob, although cannibalistic in nature and has a hard time suppressing his hunger, isn’t 
completely deprived of conscious thought and feeling. He cares about Daniel the same way, knowing him 
to be his only connection. Due to his circumstance however, he hardly gets a chance to clean himself, has 
been wearing the same thing for weeks and is unkempt and wild in appearance as much as his demeanor. 

Sound Design & Music  
By Dakota Melvin and Jianna Catbagan 

The sound design will also reinforce this idea of two differing worlds with two different spaces, one – 
Daniel and Jacob’s house; and two – the “outside” world. Inside the house, and especially inside the 
basement, the diegetic sound stands out because of how isolated they are from the normal hustle and 
bustle of everyday society. In this sense, the lack of sound exemplifies the limited sound that’s already 
there. Outside of their relationship, we’re a lot more exposed to the normal ambience, there’s a lot more 
space and a lot more room to breathe and we’re not bombarded with specific and grating sounds. This 
should feel a little less claustrophobic.  

The music will be inspired by the works of Trent Reznor and Atticus Ross from The Social Network 
(2010). Reznor and Ross’s Hand Covers Bruise and The Gentle Hum of Anxiety  (from The Social 
Network) in their soundtrack gives off this feeling that something is festering inside of itself, something 
angry and ominous but at the same time, there’s this soft piano track in Hand Covers Bruise that also 
feels lonesome and it’s definitely reflective of the character journey’s of Daniel and Jacob. The Gentle 
Hum of Anxiety accentuates this feeling of something horrible that’s happened, and then there’s ominous 
howl that reinforces the overall feeling and again a lonely, foreboding piano track that feel somewhat 
sad. A similar track which can give off that same feeling would suit well in the ending scene where Daniel 
finds the aftermath of Jacob’s feast. 

The film is a horror and should reflect that in the music. But rather than the loud harsh strings of say, the 
theme from ‘Psycho’ (1960), we will have a classic use of strings, synth or a combination of the two 
used to slowly build tension throughout a scene. The music will create a tone of unease and will build 
throughout the film. It will be inspired by music such as the soundtrack of ‘The Social Network’ (2010) 
by Trent Reznor and Atticus Ross. The track ‘Hand Covers Bruise’ has a steadily rising sixth track paired 
with a soft piano, and the track ‘The Gentle Hum of Anxiety’ uses similar instruments to create a howling 
effect, and minor scales on piano create an unnerving feeling.  

But the film is also a tragedy about the relationship between two brothers. The song ‘Reverie’ by Claude 
Debussy is a piano piece that conveys tragedy and anxiety, emotions the protagonist Daniel is working 
through. There is music in the montage, a scene that combines Jacob’s lonely basement with an 
overbearing club Daniel frequents. This music needs to be loud, oppressive and have a decent beat for 
dancing, preferably fast paced – while also creating a sense of impending doom. There is a playlist of 
80s inspired horror synth music that creates this tone.  

In the end we will have music that is both emotional and sinister. The theme for the emotional horror 
film, ‘Let The Right One In’ (2008) creates this effect. For music available to use, there is a composer, 
‘Piano Horror’ on YouTube that has many tracks available for use that reflects this, for example the track 
‘A Family Tragedy’. If these tracks do not fit, there is always the option to commission a musician to 
create music, or even a single theme, for the film.  

https://www.youtube.com/watch?v=9SBNCYkSceU
https://www.youtube.com/watch?v=YJQfUvBPqtw
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Similar Films and Visual References  
Jianna Catbagan 

Let the right one in (2009) 
Oskar, a severely bullied young Swedish boy meets his new 
moody neighbor, Ellie, and the two form a close friendship. Soon 
enough, however, it becomes apparent that Ellie isn’t as normal 
as she makes out to be. She eventually shares her dark secret, 
tying her to a string local murders in their neighborhood. 

 

 

 

 

 

 

 

We need to talk about Kevin (2011) 

Former travel writer, Eva, gives up her bohemian lifestyle to start a family 
with her sweetheart, only to find that pregnancy doesn’t seem to suit 
her. Things turn worse as she soon realizes after giving birth to her boy, 
Kevin, that there is no bond between them. As Kevin grows into a 
teenager, his sociopathic tendencies take a horrific turn, and Eva is 
forced to deal with its aftermath. 
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Level (2017) – Short Film 
Stuck in an endless nightmare, a man plays a game of cat-
and-mouse with a gruesome beast hiding in the shadows. 

 

 

 

 

 

 

 

 

 

Monsters (2019) – Short Film 
Living in an underground bunker, a girl is hidden from the world and its monsters. One day, she decides 
to leave…  
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Scene by Scene - reference images 
Scene 1 

An isolated house. 

 

 

Scene 2 

Someone bangs their hands against bars.
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Scene 3 

DANIEL goes home. His neighbor EMMA asks him out and he declines. 
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Scene 4 

Daniel preparing food, in the plastic bag is raw meat. 

 

 

Scene 5 

Daniel unlocks basement door and prepares himself. 
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Scene 6 

JACOB, cannibalistic younger brother, is kept in a cage down here. Daniel brings him food. They’re trying, 
but their relationship is strained. 

 

 

 

 

 

 

 

 



18 | P a g e  
 

Scene 7 

Emma asks Daniel out again and he accepts. 

 

 

Scene 8 

Jacob sits alone. He flicks the light on and off. He stares at the door.  
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Scene 9 

Daniel wakes, hungover, and realizes he forgot Jacob. 
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Scene 10 

Daniel brings food, Jacob is inconsolable until he eats. Daniel apologizes for his distraction but Jacob his 
furious and tries to attack him. They fight and Daniel leaves 
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Scene 11 

Daniel texts Emma to meet up.  
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Scene 12 

Jacob bangs on the cage. Daniel parties – drinks. 

Daniel brings him a plate. Doesn’t stay. 

Jacob bangs. Daniel parties – drugs. 

Daniel brings him the meat in a bag. No plate. Doesn’t stay.  

Jacob bangs. 

Daniel parties.  

Jacob bangs. 
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Scene 13 

An intoxicated Daniel is brought home by Emma, MARK and ASHLEY. Emma stays with a passed-out 
Daniel while the others look for drinks.  

 

 

Scene 14 

Emma hears a sound and follows the noise.  
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Scene 15 

The basement door is open ajar, unlocked. Emma pushes it open. 

 

 

Scene 16 

Emma calls out and a sobbing Jacob pleads with her to free him.  
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Scene 17 

Emma takes the keys from Daniel’s unconscious form. 
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Scene 18 

Emma unlocks the cage for Jacob. The cage opens. Jacob attacks. 
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Scene 19 

A bloody Jacob exits the basement and stalks down the hall. 
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Scene 20 

Jacob hovers over Daniel, wanting to do it, but he can’t kill him. He leaves. 
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Scene 21 

Mark and Ashley find champagne, but Jacob finds them.  
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Scene 22 

Daniel wakes to screams and goes to investigate.  
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Scene 23 

Daniel finds Mark and Ashley’s bodies. He sees Jacob out the window and goes to the knife drawer.  
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Scene 24 

Jacob is wary of Daniel. Daniel apologizes for his treatment and hugs his brother. Jacob hugs him back 
while Daniel holds a knife to his brother’s back. 
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Locations Surveys 
Antonella (Ellie) Gonzalez 

Location #1 Daniel’s House - Interior 
8 Trickett Place, Isabella Plains ACT, 2905 

 

Best season: 

As most of the scenes are indoors, weather isn’t an issue however for the 2 exterior scenes it’s best to 
shoot when it’s Spring or Summer without the risk of rain. 

Best time of day to shoot: 

Daytime 

• Between 10am – 4pm for maximum light through the windows into the house as most of the 
scenes will be filmed indoors. 

Nighttime 

• Between 7pm – 11pm after sundown.  

Notes on access: 

Ash has granted access for filming at her house. Can park car on the driveway or the street. 

Notes on Travel: 

Via car 

• 25minute travel distance between University of Canberra and location site 
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Location #2 Daniel’s House - Exterior 
Blundell Cottage, Wendouree Dr, Parkes ACT, 2600 

 

Best season: 

Spring or Summer for maximum light without risk of rain season delaying the shoot 

Best time of day to shoot: 

Daytime 

• Between 10am – 4pm for maximum light of exterior scenes 

Notes on access: 

Permission granted by the owner to film the exterior of the house but not the interior. 

Notes on Travel: 

Via car 

• 14-minute travel distance between University of Canberra and location site. 
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Location #3 Basement/Night Club 
Studio room 13, Building 9, University of Canberra Campus  

*Will be using the studio to build the set without risk to individuals involved.  

 

 

Best season: 

As this will be run in the studio with artificial light, weather and sunlight are not an issue. 

Best time of day to shoot: 

Daytime 

• Based on access of the room and the building between 10am – 6pm  

Notes on access: 

To use the room, will have to hire the studio from the Media Resource Centre in building 9 although this 
might be limited because classes are also held in this room. 

Notes on Travel: 

Via foot 

• 5minute walk to the studio room on the University of Canberra campus 
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Art & Design 
Antonella (Ellie) Gonzalez 

 

Notes on modulation of Color and Space 
The film’s art and design will utilize the composition techniques of space and color to assist in the 
overall storytelling.  

Color 
The mixture of color palettes within this 3-arc story structure will signify the growth Daniel and 
Jacob undergo when they encounter a new change in their lives. The cold and bleak atmosphere 
of the house including the basement is expressed through the desaturated hues of brown and 
green, this will be consistently held throughout the film to give it a sickening and suffocating effect 
of the space. In addition, the soft lighting will be consistent throughout the film except for the 
nightclub will use high-key light with a red and blue tone. 

In the transition of Daniel’s internal story, his color palette will undergo a change from the dark 
tones to a brighter saturation of blue and green which signify Daniel focusing less on Jacob and 
changing. 

For the final scene between Daniel and Jacob in the backyard, the blue tinge will give it a somber 
effect of the resolution between the 2 characters but also an intensity when Daniel holds the knife 
to his brothers back. 

 

Space 
For the house, minimal props will be used for the bare space to give a sense of isolation as if it 
was foreign home to Daniel. Within Jacob’s cage there is minimal space as there are numerous 
props that make it cluttered, as if Daniel brought the outside world within this one room for his 
brother. However, the space between the door and the cage convey his isolation and loneliness 
from the outside world. 
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Ideas around Casting 
 

List of characters 

Main characters: 
Daniel – main protagonist of the story, older brother of Jacob 

Jacob – younger brother of Daniel 

 

Secondary characters: 
Emma – Daniel’s next-door neighbor 

Ashley – Friend of Emma’s 

Mark – Friend of Emma’s 

 

Daniel 

Character Design & Backstory 
Young man in his late 20s - a quiet man who keeps to himself. Reserved and does not like to leave the 
house in fear of his brother escaping. Is the older brother of Jacob. They live together in their old family 
house. Spends his energy looking after his cannibalistic brother whom he hides in the basement but still 
dearly loves him. 

Appearance: 

• Late 20s 
• Scrawny 
• Unkept, unremarkable 
• Clean shaven, bit of scruff 
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Wardrobe: 

Everyday clothes – scenes 3, 4 ,5 ,6 7, 11 
Dull colorless tones to match his brother Jacob but separate him as his own character. The messy 
unkept appearance shows he cares less on appearance as his focus is on his brother and also signifies 
his tired attitude in life. 

• Jeans 

• Jacket or a plaid/gingham shirt 
o old and dusty 

• Plain inner shirt 
o generic colorless 

• casual trainers 
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Party clothes – scenes 9, 10, 12, 13, 14, 17, 20, 22, 23, 24 
The change in the condition of Daniel’s clothing and color to signify the change in Daniel’s state, his 
clothes being cleaner and brighter as he’s becoming less focused on looking after Jacob. 

• Jeans 

• Plain inner shirt 

• Brighter toned shirt 

• Blue, green or red 

• Clean jacket 

• Clean shoes 
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Jacob 

Character Design & Backstory 
A young man in his early 20s, the younger brother of Daniel. Jacob is a cannibal, quiet but aggressive, 
especially when he is hungry. Lives with his brother in the basement of the house. Because of his 
dangerous cannibalistic behavior Daniel locks in him in a cage but still loves his brother regardless. 
Wishes to be fee in the outside world from the cage and his brother. 

Appearance: 
• Young early-20 
• Disheveled, ragged and messy looking 

– Hair too long or short and a mess 
• Scrawny limbs 
• Stained hands from the 

meat 

 

Wardrobe:  

One set of clothing – scenes 2, 6, 8, 10, 12, 16 – 24 
Like a man in child’s clothes, it’s almost comedic. These small clothes identify to his childish behavior 
such as his tantrums. The dark tones of his clothes blend in with the interior of the room, as if he has 
become an inanimate object. It also presents him as giving up or surrendered himself to his life in the 
basement. 

• Tight fitting shirt, clearly outgrown 
o Darkly toned, monochrome 

• Shorts 
o knee or thigh length 

• Blood stained, ragged and dirty clothes 
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Emma 

Character Design & Backstory: 
New to the neighborhood, moved next door to Daniel’s house. A well-kept person that has everything 
sorted out in her life but is willing to try new things. Is a very welcoming person, kind, charismatic and 
friendly to people around her. 

Appearance: 

• Mid-20s 

• Clean-cut and feminine 

• Attractive, 

• Blonde 

 

Wardrobe: 

Scenes – 3, 12, 12, 13, 14, 15, 16, 17, 18 
The bright hues and tones of Emma juxtapose Daniel and Jacob’s color pallet. It presents a very lively 
and appealing perspective of the world outside the house that invites the 2 main characters to step 
towards. 

• Semi-casual but feminine, attractive clothing 

• Brightly colored 

• Dresses and skirts 
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Mark 

Character Design & Backstory 
Young man in his mid-20s. Friends with Ashely and Emma. Bit of a party animal. 

Appearance: 

• Mid-20s 

• Clean and styled hair 

• Bit of facial hair, more than Daniel 

 

Wardrobe: 

Party scenes – 12, 13, 21, 22, 23 
Similar to Ashley and Emma, he has a warm color palette.  

• Plain or patterned shirt 
• Smarter jacket than Daniel 
• Dark toned 
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Ashley 

Character design & backstory: 
Young woman in her early 20s. Friends with Emma and Mark. Also, a party animal like Mark. 

Appearance: 

• Early 20s 
• Attractive 
• Dark hair 

o Brown, black or dyed 
 

Wardrobe: 

Party scenes – 12, 13, 21, 22, 23 
Warmer tones than the main characters to match Mark and Emma. This also juxtaposes Daniel and 
Jacob’s color palette bringing freshness and a warm presentation of the outside world.  

• Feminine and casual 
• Dress or jeans 
• Stylish boots or heels 
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Character Mood boards 
Antonella (Ellis) Gonzalez 

Daniel 
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Jacob 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Notes on Visuals 

The two brothers, much in the same headspace, are portrayed with dark hues and muted colors. Dim lighting and silhouettes are a common motif throughout the film. 
These are especially prominent in the basement scene.
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Pre-Production 
Documents 
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Script Timing 
According to the script breakdown and multiple readings of the script, and approximation of the script timing 
will be 23 mins 20 secs 

 

Approximate: 23 min 20 secs 
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Script 
Breakdown 



Sc. # Sc. DAY DUR INT/EXT LOCATION    SCENE DISCRIPTION CAST WARDROBE ART DEPT. (Props/Set dressing) MAKE-UP/SFX CAMERA STUNTS

1 DAY 5 secs INT. HOUSE Isolated house N/A N/A Set dressing, old and isolated N/A Ursa Mini w/ PL N/A

2 DAY 5 secs INT. BASEMENT Someone bangs their hands against the bars Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

Cage doors, basement set 
dressing

Grime, dried blood on 
hands Ursa Mini w/ PL N/A

Daniel
Plain colourless t-shirt, 

plaid shirt, jeans, 
sneakers

Plastic bag, (fake) Meat, 
Monster key-ring

Dusty and Dirt 
stained clothes

Emma Semi-casual bright 
dresses and skirts Car, Handbag Everyday Make-up

4 NIGHT 10 secs INT. KITCHEN DANIEL preparing food, in the plastic bag is raw 
meat Daniel

Plain colourless t-shirt, 
plaid shirt, jeans, 

sneakers

Plastic bag, (fake) Meat, 
Chopping board, Kife, Kitchen 

utensils, Monster key-ring

Dusty and Dirt 
stained clothes Ursa Mini w/ PL N/A

5 NIGHT 10 secs INT. HALL DANIEL unlocks basement door and prepares 
himself Daniel

Plain colourless t-shirt, 
plaid shirt, jeans, 

sneakers

Door, lots of different locks, 
plate with chopped up meat, 
cute monster keychain, keys

Dusty and Dirt 
stained clothes Ursa Mini w/ PL N/A

Daniel
Plain colourless t-shirt, 

plaid shirt, jeans, 
sneakers

dusty and dirt stained 
clothes

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

Daniel
Plain colourless t-shirt, 

plaid shirt, jeans, 
sneakers

bins, garbage bags, cute 
monster keychain

dusty and dirt stained 
clothes

Emma Semi-casual bright 
dresses and skirts phone, handbag Everyday Make-up

8 NIGHT 5 secs INT. BASEMENT Jacob waits, fiddling with a light next to his cage. Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

light, lightswitch, bars, door, 
mattress, blanket and pillow

dirt and blood stained 
hands, mouth, 

clothes
Ursa Mini w/ PL N/A

9 MORNING 20 secs INT. LIVING ROOM Daniel walks in, tired and drunk. He hears a 
THUMP. Daniel

Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker

sofa, pillow, side table, lamp, 
cute monster keychain, tv N/A Ursa Mini w/ PL N/A

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

Ursa Mini w/ PL

Jacob becomes 
aggravated, pacing in 
his cell. He howls and 
bang the doors of his 

cage.

Emma parks on her 
street

Door, plate with chopped up 
meat, keys, light, lightswitch, 

mattress, blanket and pillow, old 
fashion tv, books, cardboard 

boxes, cage bars

Ursa Mini w/ PL Jacob tries to bite 
Daniel

10 MORNING 5 mins INT. BASEMENT
Daniel sets a hasitly made up meal and places it in 
front of Jacob. Jacob asks where he's been. Jacob 

finds out, and the two begin to argue.

door, plate with chopped up 
meat, keys, light, lightswitch, 

mattress, blanket and pillow, old 
fashion tv, books, cardboard 

boxes, cage bars

7 DAY 30 secs EXT. HOUSE - FRONT YARD 

Daniel is taking out trash when Emma parks on 
her street. She waves at Daniel from across the 
road as she get out of her car. She invites Daniel 

for a couple of drinks. Daniel agrees.

Ursa Mini w/ PL

3 LATE 
AFTERNOON 1.5 mins

INT. BASEMENT
JACOB, cannabalistic young brother, is kept in a 
cage. DANIEL brings him food. They're trying, but 

their relationship is strained
6 NIGHT 3 mins

Unhinged | SCRIPT BREAKDOWN

DANIEL arrives home, His neighbour EMMA asks 
him out and he declines Ursa Mini w/ PL

Car drives up on the 
street, stops just in 

front of Daniel's 
house

EXT. HOUSE - FRONT YARD 



11 DAY 30 secs EXT. HOUSE - FRONT YARD Daniel sitting on the porch after his argument with 
Jacob. He texts Emma. Daniel

Plain colourless t-shirt, 
plaid shirt, jeans, 

sneakers
phone dusty and dirt stained 

clothes Ursa Mini w/ PL N/A

DAY 5 secs INT. BASEMENT Jacob bangs on the cage Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length
cage bars

dirt and blood stained 
hands, mouth, 

clothes
N/A

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

Emma Semi-casual bright 
dresses and skirts Party make-up

Mark Smart jacket, bright 
plain/pattern shirt N/A

Ashley Dress or skirt, stylish 
boots/heels Party make-up

DAY 5 secs INT. BASEMENT DANIEL brings food on a plate, but doesn't stay Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker

door, plate with chopped up 
meat, cage bars N/A N/A

DAY 3 secs INT. BASEMENT Jacob bangs on the cage Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length
cage bars

dirt and blood stained 
hands, mouth, 

clothes
N/A

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker

Emma Semi-casual bright 
dresses and skirts Party make-up

Mark Smart jacket, bright 
plain/pattern shirt

Ashley Dress or skirt, stylish 
boots/heels Party make-up

Daniel
D: Plain brighter t-shirt, 

clean jacket, jeans, 
sneaker

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

DAY 2 secs INT. BASEMENT Jacob bangs on the cage Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length
cage bars

dirt and blood stained 
hands, mouth, 

clothes
N/A

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker

colourful lights, red solo cups, 
drinks, fake drug

12

NIGHT

DAY 2 secs INT. BASEMENT DANIEL brings meat in a bag, doesn't stay. 
Leaves door ajar.

door, plate plastic bag with 
meat, cage bars

NIGHT 10 secs DANIEL parties - drinks.

3 secs INT. CLUB DANIEL parties - drugs

Ursa Mini w/ PL

INT. CLUB

MONTAGE

colourful lights, red solo cups, 
drinks, fake drug

N/A

N/A

N/A



Emma Semi-casual bright 
dresses and skirts Party make-up

Mark Smart jacket, bright 
plain/pattern shirt

Ashley Dress or skirt, stylish 
boots/heels Party make-up

DAY 2 secs INT. BASEMENT Jacob bangs on the cage Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length
cage bars

dirt and blood stained 
hands, mouth, 

clothes
N/A

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

Emma Semi-casual bright 
dresses and skirts Party make-up

Mark Smart jacket, bright 
plain/pattern shirt N/A

Ashley Dress or skirt, stylish 
boots/heels Party make-up

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker

sofa, pillow, side table, lamp, 
keys, cute monster keychain, tv, 

cigarette
N/A

Emma Semi-casual bright 
dresses and skirts handbag, phone Party make-up

15 NIGHT 10 secs INT. HALL Emma follows the sound to the hall and towards a 
door left ajar. She enters. Emma Semi-casual bright 

dresses and skirts
Door, lots of different locks 

unlocked Party make-up Ursa Mini w/ PL N/A

Emma Semi-casual bright 
dresses and skirts N/A

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes
Ursa Mini w/ PL

Emma Semi-casual bright 
dresses and skirts Party make-up

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

sofa, pillow, side table, lamp, 
keys, cute monster keychain, tv, 

cigarette

colourful lights, red solo cups, 
drinks, fake drug

Ursa Mini w/ PL

MONTAGE END

17

NIGHT 2 secs INT. CLUB DANIEL parties

N/A

N/A

N/A

N/A

N/A

13 NIGHT 30 secs INT. LIVING ROOM
An intoxicated DANIEL is brought home by EMMA, 
MARK and ASHLEY. EMMA stays with passed out 

DANIEL while the other two look for drinks

14 NIGHT 30 secs INT. LIVING ROOM
Emma smokes a cigarette, while Daniel snore on 

the couch. There's a THUMP - Emma goes to 
investigate.

Ursa Mini w/ PL

16 INT. BASEMENT Jacob sees Emma enter and proceeds to ask her 
for help. Emma reluctantly agrees.NIGHT 1.5 min Door, lights, cage bars

NIGHT 30 secs INT. LIVING ROOM Emma fetches the key to Jacob's cage, leaving 
Daniel snoring soundly still on the couch.

sofa, pillow, side table, lamp, 
keys, cute monster keychain, tv Ursa Mini w/ PL



Emma Semi-casual bright 
dresses and skirts Party make-up

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

19 NIGHT 30 secs INT. HALL A bloody JACOB exits the basement and stalks 
down the hall Jacob

Skin tight t-shirt, small 
shorts knee or thigh 

length

Door, lots of different locks 
unlocked

dirt and blood stained 
hands, mouth, 

clothes
Ursa Mini w/ PL N/A

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

Mark Smart jacket, bright 
plain/pattern shirt N/A

Ashley Dress or skirt, stylish 
boots/heels Party make-up

22 NIGHT 1.5 min INT. LIVING ROOM

Daniel wakes sluggish and tired. It takes him a 
minute to hear the screams coming from the 

kitchen. He stands up and walks there almost in a 
daze.

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker

sofa, pillow, side table, lamp, 
keys, tv N/A Ursa Mini w/ PL N/A

Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

Mark
Blood stained: Smart 

jacket, bright 
plain/pattern shirt

blood stained clothes 
and hair

Ashley Blood stained Dress or 
skirt, stylish boots/heels

blood stained clothes 
and hair

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

Jacob lunging at 
Emma

N/A

Ashley and Mark 
popping the bottle of 
champagne; Jacob 
pouncing on the two 

of them

N/A23 NIGHT 45 secs INT. KITCHEN

Daniel finds the remenants of Mark and Ashley. 
Blood seeps to him across the floor where their 

bodies lie. After a few moment, Daniel sees Jacob 
and grabs a knife.

Ursa Mini w/ PL
Open fridge, broken 

champagne/wine bottle, kitchen 
cutlery, window, backdoor

Ursa Mini w/ PL

21 NIGHT 30 secs INT. KITCHEN
Ashley and Mark are just opening a bottle when 

Jacob walks in on them. They gape at him. Jacob 
pounces.

Ursa Mini w/ PLfridge, champage or wine bottle

20 NIGHT 45 secs INT. LIVING ROOM
He walks over to Daniel snoring in the living room. 

He hesitates in front of him. He hears sounds 
coming from the kitchen.

sofa, pillow, side table, lamp, 
keys, tv

Door, lights, cage bars, keys 
with cute monster keychain Ursa Mini w/ PL18 NIGHT 1 min INT. BASEMENT Emma opens the door for Jacob. Jacob eats her 

then and there.



Daniel
Plain brighter t-shirt, 
clean jacket, jeans, 

sneaker
N/A

Jacob
Skin tight t-shirt, small 
shorts knee or thigh 

length

dirt and blood stained 
hands, mouth, 

clothes

Ursa Mini w/ PL Daniel stabbing 
Jacob with a knife24 NIGHT 3 mins EXT. HOUSE - BACK YARD 

Jacob sits on the grass looking up at the sky. 
Daniel sits next to him. Daniel apologies and hugs 
Jacob, before finally bringing a knife onto Jacobs 

back.

backdoor, knife
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SFX/Sound 

Breakdown 



Script Breakdown Sound 

Dialogue Foley Ambience SFX Music  

EXT. HOUSE - DAY 

Isolated and dull. Large fences loom either side of the 
property and cast it in shadows. Neat lawn and fading bricks. 
A newspaper lies discarded on the porch. 

The front door, despite cracked paint, has multiple locks and 
is reinforced by a chain. Behind the door, faintly, is a 
repetitive sound. 

THUMP. THUMP. THUMP. 

INT. BASEMENT - DAY 

A pair of hands BANGS into iron bars. THUMP. THUMP. THUMP. 

EXT. HOUSE - LATE AFTERNOON 

DANIEL approaches the building with a casual familiarity. Late 
twenties, hunched shoulders, he's scrawny, unkept and totally 
unremarkable. 

A plastic bag swings from his hand. He pulls out a set of keys 
with a cute KEYRING of a bulgey-eyed monster. He moves to set 
about unlocking the fortified door. 

                   EMMA 
         Hey, neighbour! 

Daniel starts and whips around. EMMA stands at the end of his 
driveway. Mid twenties, blonde hair and all smiles, she gives 
him a wave that he returns uneasily. 

                   DANIEL 
         Hey. Did you need something? 
 
                   EMMA 
         Finally got moved in. I’m gonna be having  
         that housewarming party tomorrow, you  
         interested? 

Daniel straightens his shoulders, ready to say yes, but 
catches sight of the monster keyring. It glares at him and his 
shoulders deflate. 

                   DANIEL 



No, thanks. Something I’ve gotta take care of. 

EMMA 
Maybe some other time? 

DANIEL 
Maybe. 

INT. KITCHEN - NIGHT 

DANIEL undoes the plastic bag and dumps the contents onto a 
cutting board. Raw meat. He coughs in disgust but begins to 
cut the meat into little pieces. 

The THUMPING can be heard again. 

INT. HALL - NIGHT 

DANIEL walks down the hall, now with a plate of raw meat and 
salad. He stops outside another door bolted shut. 

The THUMPING is louder here. 

Daniel takes out his keys with the monster key ring. He 
unlocks the door, takes a breath, and plasters on a smile. 

INT. BASEMENT - NIGHT 

The door CREAKS open. The banging stops. Light spills down the 
stairs, illuminating stacks of boxes, an old tv, a beanbag set 
up, and the bars of a cage against the far wall. A hunched 
shape breathes behind the bars. 

DANIEL climbs down the stairs and flicks a switch. A 
fluorescent bulb bursts to life. In the cage sits JACOB. Early 
twenties, dishevelled - hair too long, clothes too small. His 
bloodshot eyes are fixed on Daniel with frightening intensity. 

DANIEL 
Hey. 

No answer. 

The cage has a failed attempt to feel homey. A mattress bed is 
against the wall. Several books are strewn about. A beanbag is 
by the bars, a matching beanbag next to it on the outside. 
They both are positioned towards the TV. 

Daniel approaches the cage and Jacob shuffles back. Routine. 



As the cage is unlocked, Jacob's hands curl into fists at his 
sides. Daniel places the plate down. Jacob stares. Not at the 
meat, but at Daniel's hand. The subtle move of the fingers, 
the texture of the skin. There's a longing intensity in his 
gaze. But Daniel's hand pulls away and Jacobs eyes drop to the 
plate. 

When Daniel steps back, Jacob hurls forwards, shoving the meat 
into his mouth with his hands. His movements are desperate, 
frenzied. 

                   DANIEL 
         Hey, slow down. C'mon, Jacob... 

Daniel reaches forwards to Jacob's shoulder. Bloodied teeth 
snap at the outreached hand and just miss as Daniel recoils 
back with a startled cry. 

Jacob's eyes are wild and Daniel's hurt. 

Daniel backs away, anger darkening his features. He SLAMS the 
cage shut and locks it, turning to leave. 

Jacob finishes off his meal before finally looking up. His 
eyes clear slightly as he blinks at the retreating figure. His 
heaving breaths slow and he wipes his mouth with the back of 
his hand and lets out a low groan. 

                   JACOB 
         Wait.  

Daniel pauses halfway up the stairs. He turns, arms crossed. 
Jacob's head is lowered, dejected. 

                   JACOB 
         Sorry.  

The fight wilts out of Daniel. 

                   DANIEL 
         I know.  

Jacob glares at a spot past Daniel and scratches his fingers 
against the floor, agitated. 

                   JACOB 
         Stay?  

Daniel hesitates, then sighs. 



                   DANIEL 
         Maybe tomorrow.  

Jacob nods, not meeting his eyes, and Daniel leaves. 

EXT. HOUSE - DAY 

DANIEL puts his bins out. EMMA collects her mail. 

                   EMMA 
         Couple of my friends wanted to go out  
         for drinks, you interested? 

Daniel hesitates, brushing a thumb over the monster key ring. 
But when he looks up Emma flashes him a smile. 

                   DANIEL 
         Yeah. Why not?  

INT. BASEMENT - NIGHT 

JACOB sits alone. There's a light switch by the edge of the 
cage. He flicks it on. Off. On. Off. He stares at the door. 

INT. LIVING ROOM - MORNING 

DANIEL wakes with a groan and rubs at his tired eyes. The 
morning sun filters over him through the blinds and he sighs, 
relaxing into the couch. 

THUMP. 

Daniel's eyes open wide. 

INT. BASEMENT - NIGHT 

JACOB's head snaps up at the sound of the door unlocking. 
DANIEL enters, holding a plate of food, and JACOB whines, a 
desperate, pleading sound. 

Daniel unlocks the door and Jacob is scarfing down the food 
before he can put the plate down. Daniel watches him guiltily. 
When Jacob finishes he looks up at his captor in confusion. 

                   DANIEL 
  (weakly) 
         I’m sorry.  

Jacob reaches out and tentatively touches Daniel's shoe. 



                   JACOB 
         Okay?  

Daniel nods. 

                   DANIEL 
         I'm okay, yeah. I just got...distracted. 

Jacob looks up at him, frowning. His head tilts. 

                   DANIEL 
         I went out, I didn't realise the time... 

Jacob stills, then slowly rises from the floor. Daniel takes a 
step back, out of the cage. Jacob glares at him, hands in 
fists at his sides. 

                   DANIEL 
         What?  

Silence. 

                   DANIEL 
         C'mon, you have something to say, say it. 

Jacob's glare turns hurt and he looks away. Daniel huffs and 
shuts the cage, locking it. 

                   DANIEL 
  (muttering) 
         Sorry I did something for myself for once  
         in my life. 

Jacob's eyes flash and he kicks the plate out of the cage. The 
plate smashes and Daniel covers his head. He glares at Jacob, 
grabs a cloth and starts picking up the pieces of china. 

                   DANIEL 
         I really don’t think you get it sometimes.  
         This is for your own good. Everything I’m  
         doing is to protect- 

Jacob scoffs and stalks up and down the bars like a caged 
tiger, hands clawing into his hair. 

                   DANIEL 
         Oh I’m sorry am I bothering you? You selfish  
         piece of – I don’t know what to do with you  
         anymore. I can’t keep doing this. You’ve gotta  
         give me something here, Jacob. You wanna stay  



         down here forever!? 

Jacob hurls forwards, slamming his hands into the bars. The 
CLANG echoes around the two. Daniel stumbles backwards in 
shock, the china pieces falling to the floor. Jacob reaches 
through the bars, clawing at him. 

When he can't reach, Jacob shakes the bars of the cage and 
they RATTLE. He screams like an animal. 

Daniel shakes his head and backs away. Jacob continues to 
scream and slam his hands into the bars as Daniel runs up the 
stairs and slams the door shut behind him. 

EXT. HOUSE - DAY 

DANIEL sits on the porch and stares at nothing. He takes out 
his phone. 

To Emma: You free? 

MONTAGE: INT. CLUB - NIGHT & INT. BASEMENT - DAY/NIGHT 

JACOB sits in the dark. He forcefully BANGS his hands against 
the bars. 

DANIEL is in a club, loud music pumping, he takes another 
shot, cheered on by MARK and ASHLEY. 

Jacob bangs his hands against the bars. 

Daniel skids a plate of meat into the cage. Jacob dives on it. 
Daniel leaves without a word, door slamming shut. 

EMMA passes Daniel a pill with a smile. Daniel takes it. 

Jacob bangs his hands against the bars, weaker now. 

Daniel dumps a plastic bag of meat into the cage. He's 
completely out of it. Jacob dives on it, ripping it apart. 
Daniel leaves. Jacob watches him go. The door doesn't slam 
shut. 

Daniel trips through the bar, his drink sloshing over him. 

Jacob bangs his hands against the bars. Daniel doesn't come. 

INT. LIVING ROOM - NIGHT 



DANIEL stumbles into the room, supported by EMMA and MARK on 
each side. They're all intoxicated, laughing. Mark dumps 
Daniel's keys onto the table and helps Emma deposit him on the 
couch. ASHLEY stands in the entrance. 

                   ASHLEY 
         You know if he's got any beer? 
 
                   MARK 
         Let's find out. 

The two leave the room, snickering. Emma rolls her eyes. 

INT. LIVING ROOM - NIGHT 

DANIEL is passed out on the couch. EMMA sits up beside him, 
smoking a cigarette. She watches TV, the light flickering over 
her. 

THUMP. 

She pauses. Glances at Daniel, but shrugs it off. 

THUMP. 

She frowns and looks over at the hall. 

THUMP. 

She puts out the cigarette and gets up, following the sound. 

INT. HALL - NIGHT 

EMMA pads quietly down the hall. 

She reaches the basement door. It's ajar. 

THUMP. 

She glances back at the living room, then pushes the door and 
it CREAKS open. 

INT. BASEMENT - NIGHT 

                   EMMA 
         Hello?  
 
Beat. 
 
                   JACOB 



         Hello? Is someone there? 
 
                   EMMA 
         Yes. Are you alright, I heard a- 
 
                   JACOB 
  (sobs) 
         Oh thank god! Help me, please! 

Emma shivers at the top of the stairs, but takes a few steps 
down. 

                   EMMA 
         Who are you, why do you need- 
 
                   JACOB 
         I'm Jacob! Daniel's brother. I'm trapped  
         down here. Please let me out. 

Emma reaches the bottom of the stairs. She hugs her arms 
around her and peers into the shadows. 

                   EMMA 
         Is that... a cage? What the hell is going on? 

She backs away and Jacob reaches out through the bars towards 
her, crying. 

                   JACOB 
         No please, please don't leave me. It's Daniel.  
         He's sick. He puts me in here as punishment, I 
         haven’t eaten in days. Please let me out. God,  
         please.  

Emma gags and shakes her head. 

                   EMMA 
         That's sick, he can't... Punishment? Look,  
         Jacob I want to help but I'm kind of freaking  
         out. Why don't I call the police? 
 
                   JACOB 
         NO!  

The word echoes and Emma flinches back. 

                   JACOB 
  (calmer) 
         He's my brother. I don't want him in trouble.  
         He won't hurt you, he's never been violent. I  
         just want to eat. Then I'll come back in the  



         cage, he won't ever know what happened. 

Emma hesitates, but takes a step towards him. His eyes light 
up. 

                   EMMA 
         What can I do?  
 
                   JACOB 
         Daniel has a set of keys. With a little  
    monster keychain. Can you get that for me? 

INT. LIVING ROOM - NIGHT 

EMMA approaches the sleeping DANIEL silently. The keys are 
discarded on the table. The monster watches her. She picks 
them up and they CLINK slightly. Daniel mumbles in his sleep 
and she freezes, terror taking over her features as she 
watches him. But he settles and she inches away. 

INT. BASEMENT - NIGHT 

                   EMMA 
  (hushed) 
         I've got the keys. 
 
                   JACOB 
         Thank you, thank you so much. 

He takes the keys from her, holding them reverently. He gently 
takes one and unlocks the cage. The door swings open. And he 
steps out. 

                   EMMA 
         Now what? 
 
                   JACOB 
         I eat. 

She doesn't get the chance to scream. 

INT. HALL - NIGHT 

JACOB pulls the door open. Blood drips down his mouth, stains 
his shirt. He turns to the sound of the TV and grins. 

INT. LIVING ROOM - NIGHT 

DANIEL lies motionless on the couch. JACOB hovers above him. 
His face is set, but when he reaches for his brother, his hand 



stops halfway, shaking slightly. He scowls at himself and 
shakes it off. 

There's the SOUND of glass breaking and people laughing. Jacob 
turns away from Daniel and stalks out of the room. 

INT. KITCHEN - NIGHT 

MARK pops a champagne bottle and ASHLEY claps. Their 
illuminated only by the fridge light. Mark glances over at the 
kitchen doorway and gapes. JACOB stands there, covered in 
blood. The bottle shatters on the floor. 

INT. LIVING ROOM - NIGHT 

Screams. Desperate. Filled with terror. 

DANIEL wakes with a groan. He's sluggish, and rubs his eyes. 
He glares at the television and turns it off. 

The screams continue. 

Daniel sits up. He's frozen, except for his shaking hands. He 
braces himself and stands up, walking forwards as if in a 
daze. 

INT. KITCHEN - NIGHT 

DANIEL stands in the kitchen. The fridge light flickers. 
Shattered glass, champagne and blood seep over everything. 
MARK and ASHLEY lie motionless on the floor. 

Daniel sags against the counter. He looks out the window. 

JACOB stands outside, his back to the window, looking up at 
the sky. 

Daniel looks away from him, eyes squeezed shut, shaking his 
head. He puts his face in his hands. 

Slowly, he lifts his head. Face set. He pushes himself up and 
walks over to a drawer and opens it. Kitchen knives are 
inside. 

EXT. BACKYARD - NIGHT 

JACOB sits, looking up at the sky. The back door creaks open. 
He whips around, snarl ready. 



It's DANIEL. He takes in the sight of his younger brother. 
Jacob is covered in blood. Face, shirt, hands. Some is in his 
hair. Daniel lets out a shaky breath. 

                   DANIEL 
         Oh, Jacob... 

Jacob turns away. Daniel hesitates, then walks over and sits 
beside his brother. Jacob growls, quietly, tension rippling 
through him. 

                   DANIEL 
         I'm sorry. 

Jacob stops. 

                   DANIEL 
         I didn't know what to do. I wanted to  
         protect you, but I should've done things  
         differently. Better. I'm sorry. 

Jacob finally looks at his brother. They stare at each other, 
and then Daniel reaches forwards and pulls him into a hug. 
Jacob freezes, terrified. But he slowly relaxes into the 
embrace and hugs back. 

                   DANIEL 
         It'll be okay. I know what to do now. 

He holds a knife to Jacob's back. He closes his eyes. 

Black. 

 



Script Breakdown for Post Production Sound FX 
 

Scene  SFX 
1 Front yard environment ambience 

O.S. repetitive thumping foley 
2 Basement room tone and ambience 

Repetitive hand thumping foley 
Shake of iron bars SFX 

3 Walking, starting, whipping around foley 
Plastic bag, keys, locks unlocking SFX 
Daniel and Emma dialogue  

4 Kitchen room tone ambience 
O.S. thumping foley 
Dumping and cutting meat SFX 
Daniel coughing vocal sounds 

5 Daniel walking, O.S. thumping foley 
Keys, unlocking door SFX 

6 Light hum ambience 
Walks in, approaches, steps back, backs away, walks away, leaves, 
shuffles back, hands into fists, hurls forwards, shoving food into mouth 
with hands, teeth snap, finishes meal, wipes mouth with hand, scratches 
fingers foley 
Door creak, flicks switch, unlocks cage, plate down, meat squelch, cage 
slams shut, locks SFX 
Daniel and Jacob dialogue 

7 Brushes thumb over keys foley 
Roll of bins, paper rustle, mailbox close, keys SFX 
Daniel and Emma dialogue 

8 Light hum ambience 
Repetitive flicking of light switch SFX 

9 Living Room room tone ambience 
Rubs eyes, relaxes into couch, O.S. thump foley 
Couch creak SFX 
Daniel groans, sighs vocal sounds 

10 Echoing clang ambience 
Enters, scarfs down food, touches shoe, rises from floor, steps back, kicks, 
stalks up and down, hands claw hair, repetitive slammin of hands into 
bars, stumbles backwards, backs away foley 
Cage unlocks, plate down, shuts cage, locks cage, kicks plate, smashes 
plate, grabs cloth, picks up china pieces, clang of bars, rattling of bars, 
slam of door SFX 
Jacob whines vocal sounds 
Daniel and Jacob dialogue 

11 Takes out phone, types on phone SFX 
12 Club ambience 

Repetitive hands banging, dives on food, dives on bag, takes shot, trips 
foley 



Repetitive clang of hands on bars, takes shot, plate skids, door slams shut, 
dumps plastic bag, rips plastic bag, drink sloshes SFX 
Mark cheering vocal sounds 
Ashley cheering vocal sounds  

13 Stumbles, deposited onto couch, leaves foley 
Keys, keys dumped onto table, couch creak SFX 
Ashley and Mark dialogue  

14 TV ambience 
Smokes, gets up, leaves, O.S. repetitive thump foley 
Cigarette smoking, putting out cigarette SFX 

15 Quiet TV ambience 
Pads quietly, O.S. thump foley 
Pushes door, door creak SFX 

16 ‘No’ echoes ambience 
Shivers, steps inside, gets closer, backs away, reaches out, shakes head, 
takes step forward foley 
Emma and Jacob dialogue 

17 Approaches, picks up keys, settles down, inches away foley 
Picks up keys SFX 
Daniel mumbles in sleep vocal sounds 

18 Walks over, steps out foley 
Takes keys, unlocks cage, opens door SFX 
Emma and Jacob dialogue 

19 Steps out, walks foley 
Pulls open door SFX 

20 Stalks away foley 
O.S. glass breaking SFX 

21 Claps foley 
Pops champagne bottle, bottle shatters SFX 
Mark gapes, laughs vocal sounds 
Ashley laughs vocal sounds 

22 Rubs eyes, sits up, stands up, walks forwards foley 
Turns of TV SFX 
O.S. screams vocal sounds 

23 Sags against counter, puts face in hands, shakes head, pushes self up, 
walks over foley 
Light flickers, opens drawer SFX 

24 Backyard environment ambience 
Whips around, turns away, walks over, sits down, reachs forwards, pulls 
into hug, relaxes into hug, hugs back foley 
Door creaks open SFX 
Daniel dialogue 

 
 
 
 
 



List of principal photography spot FX 
 

Scene  Spot FX 
1 O.S. repetitive thumping foley 
2 Repetitive hand thumping foley 

Shake of iron bars SFX 
3 Walking, starting, whipping around foley 

Plastic bag, keys, locks unlocking SFX 
4 O.S. thumping foley 

Dumping and cutting meat SFX 
5 Daniel walking, O.S. thumping foley 

Keys, unlocking door SFX 
6 Walks in, approaches, steps back, backs away, walks away, leaves, 

shuffles back, hands into fists, hurls forwards, shoving food into mouth 
with hands, teeth snap, finishes meal, wipes mouth with hand, scratches 
fingers foley 
Door creak, flicks switch, unlocks cage, plate down, meat squelch, cage 
slams shut, locks SFX 

7 Brushes thumb over keys foley 
Roll of bins, paper rustle, mailbox close, keys SFX 

8 Repetitive flicking of light switch SFX 
9 Rubs eyes, relaxes into couch, O.S. thump foley 

Couch creak SFX 
10 Enters, scarfs down food, touches shoe, rises from floor, steps back, kicks, 

stalks up and down, hands claw hair, repetitive slammin of hands into 
bars, stumbles backwards, backs away foley 
Cage unlocks, plate down, shuts cage, locks cage, kicks plate, smashes 
plate, grabs cloth, picks up china pieces, clang of bars, rattling of bars, 
slam of door SFX 

11 Takes out phone, types on phone SFX 
12 Repetitive hands banging, dives on food, dives on bag, takes shot, trips 

foley 
Repetitive clang of hands on bars, takes shot, plate skids, door slams shut, 
dumps plastic bag, rips plastic bag, drink sloshes SFX 

13 Stumbles, deposited onto couch, leaves foley 
Keys, keys dumped onto table, couch creak SFX 

14 Smokes, gets up, leaves, O.S. repetitive thump foley 
Cigarette smoking, putting out cigarette SFX 

15 Pads quietly, O.S. thump foley 
Pushes door, door creak SFX 

16 Shivers, steps inside, gets closer, backs away, reaches out, shakes head, 
takes step forward foley 

17 Approaches, picks up keys, settles down, inches away foley 
Picks up keys SFX 

18 Walks over, steps out foley 
Takes keys, unlocks cage, opens door SFX 



19 Steps out, walks foley 
Pulls open door SFX 

20 Stalks away foley 
O.S. glass breaking SFX 

21 Claps foley 
Pops champagne bottle, bottle shatters SFX 

22 Rubs eyes, sits up, stands up, walks forwards foley 
Turns of TV SFX 

23 Sags against counter, puts face in hands, shakes head, pushes self up, 
walks over foley 
Light flickers, opens drawer SFX 

24 Whips around, turns away, walks over, sits down, reachs forwards, pulls 
into hug, relaxes into hug, hugs back foley 
Door creaks open SFX 

 



Spotting Sheet 
Date: 25 August 2014 
Script: THX 1138 
Writer: George Lucas and Walter Murch 
Spotter: Stephen Barrass 
 
Student ID: s651197 
Student email: stephen.barrass@canberra.edu.au 
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Shot List 

w/ Photographs 



Unhinged Shot List w/ Photos

Type/Size Angle Type Cue

1 1 WS Eye-level House looming, standing alone 
next to a street

1 2 CU Eye-level Grass rustling 

1 3 ECU Profile (side 
angle)

Lock on the door, rusty but  
holding firm 

2 1 CU Profile (side 
angle) N/A N/A Dirty hands coming into frame 

crashing against cage doors

Scene 
No.

Shot 
No.

Shot Movement

N/A N/A

Photo/Image Description of Action



3 1 CU Eye-level N/A N/A
Daniel walks down the street 
towards the same house. He 

dangles plastic bag on one-hand

3 2 MS Eye-level Dolly On Action Daniel walking away from the 
camera along the street

3 3 LS Slightly low 
angle N/A N/A

Daniel reaches the door to his 
house, he reaches into his pocket 

- cue Emma, Daniel turns 

3 4 Reverse Shot/LS Eye-level N/A N/A

Emma honking at Daniel; invites 



3 5 MCU Eye-level N/A N/A

3 6 Profile Shot/MS Eye-level N/A N/A

Daniel looks on as Emma drives 
away. He glances down at the 

keys in his hand. He turns to the 
door and unlocks it

3 7 Cut-away/CU High Angle N/A N/A Monster key-ring looking 
imploringly at Daniel

4 1 CU Eye-level N/A N/A

Kitchen counter; Daniel drops the 
monster keys on it - from the 

counter the little monster glares 
at the camera. Daniel moves 

behind the counter and brings a 
plate and .

him to a housewarming party



4 2 OTS High Angle N/A N/A
Daniel dumping the raw meat on 
the chopping board - cutting into 

square pieces.

4 3 CU Eye-level N/A N/A

Daniel dumps cut pieces onto a 
plate; blood seeps from 

underneath the meat staining the 
plate.

4 4 MLS Eye-level N/A N/A COVERAGE  

4 5 WS Eye-level N/A N/A
From Behind; Daniel finishes up 
a dish putting salad leavs on the 

side. He grabs the key.



5 1 MS Slightly Profile N/A N/A Daniel walking towards door with 
the plate of raw meat. 

5 2 CU, OTS Slightly High 
Angle N/A N/A

Daniel puts the plate down on the 
side table; he takes the lock in his 
hands and brings up the monster 

key. He pauses to look at it.

5 3 CU Low N/A N/A He plasters on a small smile, and 
enters

6 1 POV From Low 
Angle Handheld N/A

Jacob's POV; Daniel walks into 
the room holding the plate - the 

camera is swaying 



6 2 POV From Daniel's 
Perspective Tracking Shot On Action

As Daniel comes closer, the 
basement/stroage room is 

revealed. In the corner, a cage. 
The dim light in the middle barely 

reaches it, and the huddled 
shape is covered in shadow. He 

unlocks the cage. 

6 3  LS High Angle N/A N/A

On Jacob; as Daniel goes into 
the cage, Jacob crawls forward. 

Daniel sets down the plate. Jacob 
pounces on it.

6 4 POV Eye-level Handheld On Action
Daniel putting down the plate; 
Jacob's eyes linger on Daniel's 
hand, before going to the plate.

6 5 CU Slight Profile Handheld On Action Jacob eys fixated on Daniel's 
hand (Off-Screen)



6 6 CU Eye-level N/A N/A

Jacob scraffing down the raw 
meat. When Daniel tell him to 

calm down, he snaps at him. With 
his teeth. Blood drips down his 

mouth.

6 7 Reverse Shot / 
Medium Eye-level N/A N/A

Daniel telling Jacob to slow 
down. When Jacob snaps at him, 

he recoils stumbling back. He 
looks at Jacob shocked and hurt. 

Daniel gets up and locks the 
cage.

6 8 LS Slight high 
angle N/A N/A

Daniel storms out of the cage and 
locks the door. Jacob wipes his 

mouth with his sleeve before 
hurriedly crawling to Daniel.

6 9 MCU Profile (side 
angle) N/A N/A Daniel looking back at Jacob, his 

expression sombre.



6 10 WS Eye-level N/A N/A
OF ROOM: Daniel walks out of 
shot; while we stay on Jacob 

looking after him

7 1 LS Eye-level Pan Subject steps into 
centre frame

Daniel drags his bins out and 
sets them up on the sidewalk.

7 2 LS Eye-level N/A N/A

Coming out of her car across the 
road, she notices Daniel and 

waves. After she invites Daniel 
for drinks, she turns around and 

walks back to her house. 

7 3 MCU Eye-level N/A N/A Daniel turns to look at Emma, 
and raise a hand in greeting.



7 4 MCU Slight low 
angle N/A N/A

From behind Daniel. He gives a 
small smile then walks out of 

frame back to his house.

8 1 LS Eye-level N/A N/A
Of ROOM: Jacob sitting at the 

corner of his cell, toying with the 
light switch out of boredom.

9 1 LS Eye-level N/A N/A

Daniel walks in. He drops his 
keys on the ground before 

dropping himself, stomach first on 
the couch. He's drunk, without 

any sleep. 

9 2 MCU Eye-level N/A N/A

ON DANIEL'S FACE: Slumped 
against the cuch seat. He's ready 
to close his eyes when - THUMP. 

His eyes go wide. 



10 1 MCU Eye-level N/A N/A

Jacobs head snapping up at the 
sound of the door opening. His 

head follows Daniel as he 
hurriedly rushes over with a plate.

10 2 LS Slight low 
angle N/A N/A Daniel rushing into the room with 

hastily prepared plate.

10 3 MCU Eye-level N/A N/A He puts the plate down in front of 
Jacob rubbing his eyes.

10 4 Reverse Shot / 
MCU Eye-level N/A N/A

Jacob reaches out and touches 
Daniel's shoe. His eyes soon find 

the meat and scraffs it down 
hungrily.



10 5 CU Slight low 
angle N/A N/A

Daniel proceeds to explain what 
he's done. After Jacob stands he 

looks up at him intimated and 
immediate gets up straight after.

10 6 Reverse Reaction 
Shot / CU

Slight high 
angle N/A N/A

Jacob stops in his tracks, a half 
eaten cube of meat stuck in his 
hand. He looks at Daniel, looks 
away trying to comprehend then 
he stands looming over Daniel.

10 7 LS Eye-level N/A N/A

Daniel stepping out of the cage. 
We see a bit of Jacob's legs 

walking around the plate, towards 
Daniel. He tries to close the dorr 
but fumbles and ends up leaving 
it open scared to come closer.

10 8 Reverse Shot / LS Slight Low 
Angle N/A N/A

Jacob, through the frame door of 
the cage glaring at Daniel and 
fuming. He turns away, hurt. 
Starts pacing. He kicks the 

plateand it smashes.



10 9 LS Slight high 
angle N/A N/A Daniel trying to act as though he 

isn't scared.

10 10 MCU Eye-level Handheld On Action

Daniel angry now that Jacob 
smashed the plate. Inches closer 
to the cage, grabbing the pieces 
of china but still talking to Jacob.

10 11 MCU Eye-level Handheld On Action

From behind Daniel as he move 
close to the cage. Jacob getting 
more and more agitated as he 
listens to Daniel. He pulls at his 
hair. He close the door of the 
cage at "You gotta give me 

something here". He yells the 
final words.

10 12 MCU Eye-level N/A N/A Jacob smashes at the cage 
where Daniel was yelling at him.



10 13 LS High Angle Tilt As Daniel gets up

 Daniel trips and falls back. He 
stares at Jacob whose now 

looming over him inside the cage. 
As Jacob rages on, he get ups 

backing away from the cage. He 
turns to the door without looking 

back and leaves..

10 14 LS Low Angle N/A N/A

Jacob's face filled with fury. 
Knuckles white from clenching 

the bar doors. He begins 
crashing his hands against the 

cage doors.

10 15 CU Eye-level N/A N/A Jacob howling.

11 1 WS Eye-level N/A N/A Daniel sitting on his porch



11 2 CU Slight profile N/A N/A
His eyes gazes down at his 

monster key ring. But then looks 
up resolute.

11 3 CU / Cutaway High Angle N/A N/A
The monster key ring.  He puts it 
away and brings out his phone. 

He texts Emma.

12 1 CU Slight Profile N/A N/A Hands hitting the cage door

12 2 MLS Eye-level Pan On Action

Group of people, Daniel, Ashley. 
Mark and Emma. Daniel downs a 
shot and places his glass admist 

a pile. 



12 3 CU Eye-level N/A N/A Front on - Jacobs hands hits the 
door

12 4 CU Eye-level N/A N/A A plate skids on the floor

12 5 MS Eye-level N/A N/A OF DANIEL. Glances at Jacob 
and leaves.

12 6 MS Eye-level N/A N/A OF JACOB: Scarrfing down the 
food, paying Daniel no mind.



12 7 LS Eye-level N/A N/A Front on : Door slamming shut.

12 8 MCU Slight profile N/A N/A

Daniel is drinking a beer when 
Emma comes up. She slides 

something across the counter. 
Daniel looks at it takes something 

in his hand and snorts. 

12 9 Reverse Shot / 
MCU Slight Profile N/A N/A Emma slides something to him 

with encouraging smile.

12 10 CU Eye-level N/A N/A
A plastic bag gets dumped in to 
the cage, retreating foot steps 
can be seen in the background



12 11 ECU Slight Profile N/A N/A Mouth ripping the plastic

12 12 LS Eye-level N/A N/A Front On: Door doesn't slam shut

12 13 MCU Eye-level N/A N/A

Daniel at the edge of the dance 
floor, beer in hand,  tipsy and 

dancing, Emma comes into frame 
sidling up to him.

12 14 LS Eye-level N/A N/A OF DOOR: Slightly Ajar



13 1 On Action Mark, Ashley and Emma drag in 
an unconcious Daniel, laughing.

13 2
End as Daniel is 
dumped on the 

couch.
They dump him on the couch….

13 3 MS Eye-level N/A N/A …with his keys

14 1 LS Slight High 
Angle N/A N/A Emma smokes on the couch with 

Daniel passed out.

Eye-level PanMLS



14 2 CU Profile N/A N/A Emma notices a sound.

14 3 LS Eye-level N/A N/A Emma leaves the room to check 
out the sound

15 1 LS Eye-level N/A N/A Emma walks into the hallway

15 2  MCU / OTS Eye-level N/A N/A Emma finds the door ajar



15 3 MCU Eye-level N/A N/A She hears the THUMPING and 
proceed to walk inside.

16 1 LS Eye-level N/A N/A The door squeaks open. Emma 
enters.

16 2 LS / Emma's POV N/A N/A
Shadows. A beat of silence 

before dialogue. The cage lies in 
the corner supposedley empty. 

16 3 MCU Eye-level Dolly Back
As EMMA inches 

further into the 
room 

She spots the cage. Jacob crawls 
from the shadows and grabs the 

cage bars. Emma jumps back 
gasping.



16 4 LS / Emma's POV N/A N/A
Jacob out of nowhere grabs the 
bars of the cage a pleading look 

on his face. 

16 5 LS Low Angle N/A N/A
We look up at Emma, as she 

comes closer to the bars. We see 
her through the bars.

16 6 Profile/MCU Profile (side 
angle) N/A N/A Jacob shout "no!" and shakes the 

bars leaving resounding echo

16 7 MCU/CU Slight profile 
angle Dolly Forward Beginning of 

Dialogue
Jacob calmer now, begins to 

explain. 



17 1 CU Profile (of the 
couch) Pan On Action

OF COUCH ARMREST: Daniel's 
head lies next to the keys where the 
group dumped it. Emma in the back 

ground walks into frame.

17 2 CU Profile of 
Daniel N/A CLINK of keys Daniel stirring

18 1 MS Slight low 
angle N/A N/A Emma comes back and unlocks 

the cage door

18 2 MCU Slight high 
angle N/A N/A Jacob watches on



18 3 Reverse Shot / 
MCU Eye-level N/A N/A The door swings open, and 

Emma steps back

18 4 TWO SHOT / MCU Eye-level N/A N/A
Jacob looms over her as she 

steps back away from him. He 
attacks

19 1 WS From the end 
of the Hall

N/A N/A OF JACOB: Stepping out of the 
door way

19 2 MS Slight profile N/A N/A Jacob, grinning and ecstatic 



20 3 MS Low angle N/A N/A

OFJACOB: looking down on 
Daniel; decides he doesn't hurt 
Daniel, turns to a sound in the 

kitchen

20 4 MS High angle N/A N/A OF DANIEL: Passed out

21 1 MS / TWO SHOT Eye-level N/A N/A Mark and Ash mesing around 
with alcohol

21 2 POV / MS Eye-level N/A N/A
From Jacob's POV: Mark and 
Ashley look in his direction, 

shocked 



22 1 CU Eye-level N/A N/A Daniel wakes up. Light from the 
TV flickers on him.

22 2 MS Eye-level N/A N/A He sits up to turns the TV of. The 
screams continue 

22 3 CU Slight Profile N/A N/A He realizes the screams are 
continuing

22 4 WS Eye-level N/A N/A Daniel walks out of the living 
room.



23 1 WS low-angle N/A N/A
Mark's body in the foreground 

looking up to Daniel entering the 
kitchen

23 2 MCU Eye-level Handheld N/A
Daniel looking around the kitchen 
before turning to the window with 

Jacob outside

23 3 Cut Away Eye-level N/A N/A Jacob stands outside

23 4 CU High Angle N/A N/A Daniel lifts his head



23 5 Medium Long Shot Eye-level N/A N/A Daniel stands up and opens 
drawer

24 1 Mid Shot Eye-level N/A N/A Jacob sitting

24 2 CU Slight profile N/A N/A Daniel reacts to Jacob's 
appearance

24 3 Mid Shot Eye-level N/A N/A Daniel sits with Jacob



24 4 Mid Shot Eye-level N/A N/A Daniel sits with Jacob; cut on "I'm 
Sorry"

24 5 CU Eye-level N/A N/A Jacob's reaction to hug

24 6 CU Eye-level N/A N/A Daniel's dialogue

24 7 Mid Shot Eye-level Pan Daniel says his last 
lines

Daniel holding knife to Jacob's 
back
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Shooting Schedule 



DAY 1 - August 19, Monday 2019
Est Crew Call Sunrise/Sunset BREAKFAST
09:30 - 13:30 6:40 // 17:34 08:00 - 09:00 As at Monday 27 Oct. 2005
Time Sc. # Sc. DAY DUR INT/EXT LOCATION SCENE DISCRIPTION   CAST ART DEPT. WARDROBE CAMERA STUNTS

10:15 - 10:30 1 1 5 secs EXT. HOUSE An isolated house. Multiple shotsof the 
enviroment. N/A Garbage bin N/A Ursa Mini w/ 

PL N/A

10:15

Daniel
bins, garbage bags, 
keys with cute 
monster keychain

Plain colourless t-
shirt, plaid shirt or 
jacket jeans, 
sneakers

N/A

Emma phone, handbag semi-casual bright 
dress or skirt N/A

11:15 - 12:00

Daniel
plastic bag, fake 
meat, keys with cute 
monster keychain

Plain colourless t-
shirt, plaid shirt or 
jacket jeans, 
sneakers

N/A

Emma phone, handbag, car semi-casual bright 
dress or skirt Driving

13:00 - 13:15 11 3 30 secs EXT. HOUSE
Daniel sits on his porch fuming. He stares 
at his monster keys and hen decides to 
invite Emma for drinks.

Daniel
phone, keys with 
cute monster 
keychain

Plain colourless t-
shirt, plaid shirt or 
jacket jeans, 
sneakers

Ursa Mini w/ 
PL N/A

13:30 WRAP
TOTAL DUR: Approx. 2 Min: & 1 Page

10:30 - 11:15 Ursa Mini w/ 
PL

Daniel walks home. He gets stopped by 
his neighbour who says hello and invites 
him to housewarming party.

EXT. HOUSE1312:15 - 13:00 Ursa Mini w/ 
PL

30 secs

1 min

Scheduling Sheet

UNHINGED

LUNCH

CAST CALL

Daniel is taking out his trash. He sees 
Emma again and she invites him for 
drinks. He agrees.

EXT. HOUSE27



DAY 2  -  August 20, Tuesday 2019
Est Crew Call Sunrise/Sunset BREAKFAST
15:00 - 21:00 6:39 // 17:35 N/A As at Monday 27 Oct. 2005
Time Sc. # Sc. DAY DUR INT/EXT LOCATION Scene Description CAST ART DEPT. WARDROBE CAMERA STUNTS

15:30

15:45 - 16:00 9 3 20 secs INT. LIVING ROOM 
Daniel wakes up hungover. There's 
a thump. His eyes widen and he 
immediately gets up.

Daniel

sofa, pillow, side 
table, lamp, keys 
with cute monster 
keychain, tv

plain brighter-shirt, 
clean jacket, jeans, 
sneakers

Ursa Mini w/ 
PL N/A

16:00 - 16:15 22 4 1.5 mins INT. LIVING ROOM Daniel wakes up to screams. Daniel sofa, pillow, side 
table, lamp, tv

plain brighter-shirt, 
clean jacket, jeans, 
sneakers

Ursa Mini w/ 
PL N/A

Daniel

sofa, pillow, side 
table, lamp, keys 
with cute monster 
keychain, tv

plain brighter-shirt, 
clean jacket, jeans, 
sneakers

Ursa Mini w/ 
PL N/A

Emma handbag, phone semi-casual bright 
dress or skirt

Ursa Mini w/ 
PL N/A

Daniel

sofa, pillow, side 
table, lamp, keys 
with cute monster 
keychain, tv

plain brighter-shirt, 
clean jacket, jeans, 
sneakers

Ursa Mini w/ 
PL N/A

Emma handbag, phone semi-casual bright 
dress or skirt

Ursa Mini w/ 
PL N/A

16:45

Daniel
plain brighter-shirt, 
clean jacket, jeans, 
sneakers

N/A

Emma semi-casual bright 
dress or skirt N/A

Mark Smark jacket, bright 
plain /patterned shirt N/A

Ashley Dress or skirt, stylish 
boots/heels N/A

17:15 - 17:45

17:45 - 18:00 5 1 10 secs INT. HALL Daniel walks to the basement 
door holding a plate. Daniel

Door, lots of 
different locks, plate 
with chopped up 
meat, keys with cute 
monster keychain

Plain colourless t-shirt, 
plaid shirt or jacket 
jeans, sneakers

Ursa Mini w/ 
PL N/A

18:00 - 18:15 15 4 10 secs INT. HALL Emma walks down the hall 
towards a sound. Emma

Door, lots of 
different locks 
unlocked

semi-casual bright 
dress or skirt

Ursa Mini w/ 
PL N/A

18:15

18:15 - 18:30 19 4 30 secs INT. HALL Jacob steps into the hall elated. 
Mouth dripping with blood. Jacob

Door, lots of 
different locks 
unlocked

skin tight t-shirt, small 
shorts knee or thigh 
length

Ursa Mini w/ 
PL N/A

CAST CALL: Daniel, Emma

Emma aproaches the sleeping 
Daniel, reaching for his keys.

14 4 30 secs INT. LIVING ROOM Daniel is passed out. Emma 
smokes beside him.

BREAK | CAST CALL: Jacob

13 4 30 secs INT. LIVING ROOM 
Daniel and troupe enter, with 
Daniel passed out in between 
them.

16:15 - 16:30

16:30 - 16:45

CAST CALL: Mark, Ashley 

17:00 - 17:15

sofa, pillow, side 
table, lamp, keys 
with cute monster 
keychain, tv

Ursa Mini w/ 
PL

17 4 30 secs INT. LIVING ROOM 

WRAP: Emma



Daniel
plain brighter-shirt, 
clean jacket, jeans, 
sneakers

Ursa Mini w/ 
PL N/A

Jacob
skin tight t-shirt, small 
shorts knee or thigh 
length

Ursa Mini w/ 
PL N/A

18:45 - 19:15

19:15 - 19:45 4 1 10 secs INT. KITCHEN Daniel prepares Jacob's meal. Daniel

plastic bag, (fake) 
meat, chopping 
board, knife, kitchen 
utensils

Plain colourless t-shirt, 
plaid shirt or jacket 
jeans, sneakers

Ursa Mini w/ 
PL N/A

Daniel
plain brighter-shirt, 
clean jacket, jeans, 
sneakers

N/A

Mark
Smark jacket, bright 
plain /patterned shirt - 
blood stained

N/A

Ashley
Dress or skirt, stylish 
boots/heels - blood 
stained

N/A

20:15

Jacob
skin tight t-shirt, small 
shorts knee or thigh 
length

N/A

Mark Smark jacket, bright 
plain /patterned shirt N/A

Ashley Dress or skirt, stylish 
boots/heels

21:00 WRAP
TOTAL DUR: Approx. 5 Min: & 4 Pages

23 4 45 secs INT. KITCHEN Daniel find Mark and Ashley's 
bodies

20 4 45 secs INT. LIVING ROOM Jacob looms over a sleeping 
Daniel

21 4 30 INT. KITCHEN
Mark and Ashley messing 
around in the kitchen. Jacob 
enters and attack them.

WRAP: Daniel

20:15 - 20:45
Fridge, 
champagne/wine 
bottle

Ursa Mini w/ 
PL

18:30 - 18:45 sofa, pillow, side 
table, lamp, tv

INTERMISSION - Location change, Lighting 

19:45 - 20:15

Open fridge, broken 
champagne/wine 
bottle, kitchen 
cutlery, window, 
backdoor

Ursa Mini w/ 
PL



DAY 3 - August 21, Wednesday 2019
Est Crew Call Sunrise/Sunset BREAKFAST
16:00 - 17:30 6:38 // 17:36 As at Monday 27 Oct. 2005
Time Sc. # Sc. DAY DUR INT/EXT LOCATION SCENE DESCRIPTION CAST ART DEPT. WARDROBE CAMERA STUNTS

16:30

Daniel

plain brighter-
shirt, clean 
jacket, jeans, 
sneakers

N/A

Jacob

skin tight t-
shirt, small 
shorts knee or 
thigh length

N/A

17:30 WRAP
TOTAL DUR: Approx. 1 Min: & 0.5 Pages

CAST CALL: Daniel, Jacob

16:30 - 17:15 24 4 3 mins INT. BACKYARD

Daniel finds Jacob 
sitting on the alfresco. 
He sits beside him 
before hugging him and 
finally ending it 

backdoor, kni Ursa Mini w/ 
PL



DAY 4 - August 24, Saturday 2019
Est Crew Call Sunrise/Sunset BREAKFAST
09:00 - 16:00 6:34 // 17:38 As at Monday 27 Oct. 2005
Time Sc. # Sc. DAY DUR INT/EXT LOCATION SCENE DISCRIPTION   CAST ART DEPT. WARDROBE CAMERA STUNTS

10:00

Jacob
skin tight t-shirt, 
small shorts knee or 
thigh length

N/A

Emma semi-casual bright 
dress or skirt N/A

Jacob
skin tight t-shirt, 
small shorts knee or 
thigh length

N/A

Emma semi-casual bright 
dress or skirt N/A

11:30 - 12:00

Daniel

Plain colourless t-
shirt, plaid shirt or 
jacket jeans, 
sneakers

N/A

Jacob
skin tight t-shirt, 
small shorts knee or 
thigh length

N/A

Daniel
plain brighter-shirt, 
clean jacket, jeans, 
sneakers

N/A

Jacob
skin tight t-shirt, 
small shorts knee or 
thigh length

N/A

14:30 - 14:45

Daniel
door, plate with 
(fake) meat, cage 
bars

plain brighter-shirt, 
clean jacket, jeans, 
sneakers

N/A

Jacob cage doors, light 
switch

skin tight t-shirt, 
small shorts knee or 
thigh length

N/A

16:00 WRAP
TOTAL DUR: 11 Min: & 9 Pages

CAST CALL: Jacob, Emma

10:00 - 10:45 16 4 1.5 min INT. BASEMENT

Emma finds Jacob in his 
cell. He begs for help. 
Emma hesitantly 
complies.

door, lights, cage 
bars

Ursa Mini 
w/ PL

10:45 - 11:30 18 4 1 min INT. BASEMENT Emma releases Jacob. 
Jacob attacks her.

door, lights, cage 
bars, keys with cute 
monster keychain

Ursa Mini 
w/ PL

INTERMISSION/BREAK | WRAP: Emma | CAST CALL: Daniel

12:00 - 13:00 6 1 3 min INT. BASEMENT

Daniel enters plate in 
hand. He feeds Jacob, 
Jacob snaps at him, 
apologises. Daniel 
remorsefully, leaves

door, plate with 
chopped up meat, 
keys with cute 
monster keychain, 
light, light switch, 
mattress, blanket, 
pillow, old fashioned 

Ursa Mini 
w/ PL

13:00 - 14:30 10 3 5 mins INT. BASEMENT
Daniel bring Jacob 
food after forgetting 
him. They argue.

door, plate with 
chopped up meat, 
keys with cute 
monster keychain, 
light, light switch, 
mattress, blanket, 

Ursa Mini 
w/ PL

BREAK

14:45 - 15:45 2 & 12 Various 
Days Approx. 1 min INT. BASEMENT

Various shots of 
basement where 
Daniel hardly interacts 
with Jacob, and Jacob 
hungrily devouring raw 
meat like an animal.

Ursa Mini 
w/ PL



DAY 5 - August 25, Sunday 2019
Est Crew Call Sunrise/Sunset BREAKFAST
09:00 - 12:00 6:33 // 17:39 As at Monday 27 Oct. 2005
Time Sc. # Sc. DAY DUR INT/EXT LOCATION SCENE DESCRIPTION CAST ART DEPT. WARDROBE CAMERA STUNTS

9:30

Daniel plain brighter-shirt, clean 
jacket, jeans, sneakers N/A

Emma semi-casual bright dress 
or skirt N/A

Mark Smark jacket, bright plain 
/patterned shirt N/A

Ashley Dress or skirt, stylish 
boots/heels N/A

10:30 - 10:45

Daniel plain brighter-shirt, clean 
jacket, jeans, sneakers N/A

Emma semi-casual bright dress 
or skirt N/A

Mark Smark jacket, bright plain 
/patterned shirt N/A

Ashley Dress or skirt, stylish 
boots/heels N/A

12:00 WRAP
TOTAL DUR: 1 Min: & 0.5 Pages

CAST CALL: Daniel, Emma, Mark, Ashley

9:30 - 10:30 12 Various 
Days 30 secs INT. CLUB

Daniel parties with 
Emma, Mark, and 
Ashley on various 
occasions.

colourful 
lights, red 
solo cups, 
drinks, 
(fake) 
drugs

Ursa Mini 
w/ PL 

LUNCH

10:45 - 11:45 12 Various 
Days 30 secs INT. CLUB

Daniel is egged on as 
he takes alcohol, 
drugs, the works.

colourful 
lights, red 
solo cups, 
drinks, 
(fake) 
drugs

Ursa Mini 
w/ PL 
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Post-Production 

Schedule 



Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12
19/08 - 23/08 26/08 - 30/08 02/09 - 06/09  09/09 - 13/09 16/09 - 20/09 23/09 - 27/09 30/09 - 04/10 07/10 - 11/10 14/10 - 18/10 21/10 - 25/10

Rough Assembly
Rough Picture Edit
Rough Sound Edit
Reshoots
Record Sound

2nd Picture Edit
2nd Sound Edit
Final Picture Edit
Final Sound Mix
Colour Correction
Create Media Pack

Post Production Schedule
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Sound Recording 
Schedule 



 
MADE UP 
By: Jianna Catbagan and Dakota Melvin 
Sound Design and Production: Dakota Melvin 
 
————————— 
 
CREDITS 
 
Actors: 
DANIEL: - 
JACOB: - 
EMMA: - 
MARK: - 
ASHLEY: -  
 
Sound Recording: Dakota Melvin 
Foley Artists: Dakota Melvin 
Sound Libraries: Freesound 
Music: Temporary Tracks  
 
“Sound Design and Production at the University of Canberra, 2019” 
 
 
————————————— 
 
 
 
 
 
 
 



SCHEDULE 
 
Stage Date Location Resources Sound 
Final 
Delivery Wk12  Media Pack Master Mix 

Final Mix Wk11 Computer 
Lab 

Digital Audio 
Workstation 

Music 
Dialogue 
Foley/FX 
Ambience 
Titles/Credits 

Final 
Stems Wk11 Computer 

Lab 

Digital Audio 
Workstation 
 

Dialogue 
Foley/FX 
Ambience 

Premix Wk9 Computer 
Lab 

Digital Audio 
Workstation 
 

Temp Music 
Dialogue 
Foley/FX 
Ambience 
Design 

Second 
Edit 
 

Wk8 Computer Lab Digital Audio 
Workstation 

Temp Music 
Dialogue 
Foley/FX 
Ambience 

 
Re-Record 
 

Wk5 
Recording 
Studio 
On Location 

Actors  
Props 
Recording Equipment 

Ambience 
ADR 
Foley/FX 

Rough 
Edit Wk4 Computer Lab 

Digital Audio 
Workstation 
 

Dialogue 
Foley/FX 
Ambience 

Production Wk3 Locations 
Actors 
Props 
Recording Equipment 

Dialogue 
Foley/FX 
Ambience 



Dialogue 
Time Wk Character Actor Location Equipment 
Aug 19 10:30 3 DANIEL  Locations Recording Equipment 
Aug 21 16:30 3 JACOB  Locations Recording Equipment 
Aug 19 10:30 3 EMMA  Locations Recording Equipment 
Aug 20 17:00 3 MARK  Locations Recording Equipment 
Aug 20 17:00 3 ASHLEY  Locations Recording Equipment 
 
Foley 
Time Wk Action Actor Location Equipment 

Aug 19 10:30 3 Walks casually, starts, 
whips around, Daniel Front Yard Portable Recorder 

Dynamic Mic 

Aug 21 16:30 3 
Whips around, turns 
away, relaxes into hug, 
hugs back 

Jacob Backyard Portable Recorder 
Dynamic Mic 

Aug 21 16:30 3 
Walks over, sits down, 
reaches forwards, pulls 
Jacob into hug 

Daniel Backyard  Portable Recorder 
Dynamic Mic 

Aug 20 17:45 3 Daniel walks Daniel Hall Portable Recorder 
Dynamic Mic 

Aug 20 18:00 3 Emma pads quietly Emma Hall Portable Recorder 
Dynamic Mic 

Aug 20 18:15 3 Jacob steps out, walks Jacob Hall Portable Recorder 
Dynamic Mic 

Aug 25 9:30 3 Daniel takes a shot, 
trips around Daniel Club Portable Recorder 

Dynamic Mic 

Aug 20 15:45 3 Daniel relaxes into 
couch Daniel Living Room Portable Recorder 

Dynamic Mic 

Aug 20 17:00 3 
Daniel stumbles, 
Daniel is deposited 
onto couch 

Daniel  Living Room Portable Recorder 
Dynamic Mic 



Aug 20 17:00 3 Mark and Ashley leave  Mark and Ashley Living Room Portable Recorder 
Dynamic Mic 

Aug 20 16:15 3 Emma smokes, gets up, 
leaves Emma Living Room Portable Recorder 

Dynamic Mic 

Aug 20 16:30 3 Emma approaches 
quietly, inches away Emma Living Room Portable Recorder 

Dynamic Mic 

Aug 20 16:30 3 Daniel stirs, settles 
down Daniel Living Room Portable Recorder 

Dynamic Mic 

Aug 20 18:30 3 Jacob stalks away Jacob Living Room Portable Recorder 
Dynamic Mic 

Aug 20 16:00 3 Daniel sits up, stands 
up, walks forwards Daniel Living Room Portable Recorder 

Dynamic Mic 

Aug 20 20:15 3 Ashley claps Ashley  Kitchen  Portable Recorder 
Dynamic Mic 

Aug 20 19:45 3 
Daniel sags against 
counter, pushes himself 
up, walks over 

Daniel  Kitchen Portable Recorder 
Dynamic Mic 

Aug 24 12:00 3 

Jacob shuffles back, 
hands scrunch into 
fists, hurls forwards, 
shoves food into his 
mouth with hands, 
finishes meal, wipes 
mouth with hand, 
scratches fingers agains 
the floor 

Jacob  Basement Portable Recorder 
Dynamic Mic 

Aug 24 12:00 3 

Daniel walks in, 
approaches, steps back, 
backs away, walks 
away, pauses, leaves 
 

Daniel  Basement Portable Recorder 
Dynamic Mic 



Aug 24 13:00 3 

Jacob scarfs down 
food, touches Daniel’s 
shoe, slowly rises from 
floor, kicks, stalks up 
and down cage, hands 
claw at his hair, hurls 
forwards, slams his 
hands, claws out, 
continues to slam is 
hands,  

Jacob  Basement Portable Recorder 
Dynamic Mic 

Aug 24 13:00 3 
Daniel enters, steps 
back, stumbles 
backwards, backs away,  

Daniel Basement Portable Recorder 
Dynamic Mic 

Aug 24 14:30 3 
Jacob bangs hands 
repeatedly, dives on 
food, dives on bag 

Jacob Basement Portable Recorder 
Dynamic Mic 

Aug 24 10:00 3 

Emma shivers, takes a 
few steps inside, gets 
closer, backs away, 
flinches back, takes a 
step 

Emma Basement Portable Recorder 
Dynamic Mic 

Aug 24 10:00 3 Jacob reaches out Jacob Basement Portable Recorder 
Dynamic Mic 

Aug 24 10:45 3 Emma walks over Emma Basement Portable Recorder 
Dynamic Mic 

Mon 4:00 5 

Daniel rubs eyes, puts 
face in hands, shakes 
his head, rubs thumb 
over keys 

Me  Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 
 
 
 



Mon 4:30 5 Jacob’s teeth snap Me Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 

Mon 4:40 5 Emma shakes her head Me Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 

Mon 4:50 5 THUMP  Me Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 

 
FX 
Time Wk Effect Source Location Equipment 

Mon 9:00 5 

Iron Bars: shake, 
rattling, 4x hands 
hitting bars, echoing 
clang 

Recording, effects Other locations,  
Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 
USB disc, browser 

Mon 9:30 5 
Cage door: swings 
open, shuts, slams 
shut 

Recording, effects Other locations,  
Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 
USB disc, browser 

Mon 10:00 5 

Door: 2x hall door 
opening creak, 2x 
slams shut, pulls 
door open from 
inside, back door 
creaks open 

Recording Other locations. 
Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 



Mon 10:30 5 Roll of bins Recording Other locations, 
Studio Bld 9 

Portable Recorder 
Dynamic Mic 
Mixing Desk 
Sound Studio 

Mon 2:00 5 
Locks Unlocking: 
front door, hall door, 
3x cage door 

Recording, effects Studio Bld 9 
Mixing Desk 
Sound Studio 
USB disc, browser 

Mon 2:30 5 Locks Locking: 2x 
cage door Recording, effects Studio Bld 9 

Mixing Desk 
Sound Studio 
USB disc, browser 

Mon 3:00 5 

Meat: smack of 
dumping meat, 3x 
meat squelch, 
cutting up with knife  

Recording, effects Studio Bld 9 
Mixing Desk 
Sound Studio 
USB disc, browser 

Mon 3:30 5 

Keys: jingle, 4x 
slight clink, rattle, 
dumping onto table, 
passing over, takes 
one out of set 

Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 9:00 5 

Switch: flicks 
switch, flicks switch 
up and down 
repetitively 

Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 9:30 5 
Light: Fluorescent 
bulb bursts to life, 
fridge light flickers 

Recording, effects Studio Bld 9 
Mixing Desk 
Sound Studio 
USB disc, browser 

Tues 10:00 5 
Plate: 2x puts down, 
skid, smashes, picks 
up china pieces 

Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 10:30 5 Plastic Bag: 
movement scrunch, Recording Studio Bld 9 Mixing Desk 

Sound Studio 



crinkle of undoing, 
dumping, ripping 
open 

Tues 11:00 5 Mailbox close Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 11:15 5 Paper rustle Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 11:30 5 Couch: creak x2 Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 11:45 5 Cloth grab Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 12:00 5 Takes out phone, 
types Recording, effects Studio Bld 9 

Mixing Desk 
Sound Studio 
USB disc, browser 

Tues 12:15 5 

Drinks: takes shot, 
drink sloshes, pops 
champagne, glass 
breaks, bottle 
shatters 

Recording, effects Studio Bld 9 
Mixing Desk 
Sound Studio 
USB disc, browser 

Tues 2:00 5 Cigarette: smokes, 
puts it out Recording, effects Studio Bld 9 

Mixing Desk 
Sound Studio 
USB disc, browser 

Tues 2:15 5 Turns of TV Recording Studio Bld 9 Mixing Desk 
Sound Studio 

Tues 2:30 5 Opens drawer Recording Studio Bld 9 Mixing Desk 
Sound Studio 

 
 
 
 
 



Ambience 
Time Wk Ambience Place Recording Equipment 

Aug 19 10:00 3 Front Yard Scene 1, 3, 7 On location Portable Recorder 
Dynamic Mic 

Aug 20 19:00 3, 5 Kitchen Scene 4, 21, 24 On location, effects 
Portable Recorder 
Dynamic Mic 
USB disc, browser 

Aug 20 17:00 3 Hall Scene 5, 15, 16 On location Portable Recorder 
Dynamic Mic 

Aug 24 9:45 3, 5 Basement Scene 6, 8, 10, 12, 16, 
18,  On location, effects 

Portable Recorder 
Dynamic Mic 
USB disc, browser 

Aug 20 15:00 3, 5 Living Room Scene 9, 13, 14, 17, 20, 
22 On location, effects 

Portable Recorder 
Dynamic Mic 
USB disc, browser 

Oct 9 3:00 5 Club Scene 12 Other locations, effects 
Portable Recorder 
Dynamic Mic 
USB disc, browser 

Oct 9 3:30 5 TV Scene 14, 15, 17, 19, 
20, 22 Effects USB disc, browser 

Aug 21 16:15 3, 5 Back Yard Scene 24 On location, effects 
Portable Recorder 
Dynamic Mic 
USB disc, browser 
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Budget 



With this budget you must complete all budget line items in this colour.

PRODUCTION TYPE: SHORT FICTION FILM

FILM TITLE: Unhinged

PRODUCTION COMPANY: University of Canberra Faculty of Arts and Design ABN: Address:

Tel: Email:

PRODUCTION BUDGET: $43,528 NOTE: This cell 'total budget' will populate from budget tab.

DIRECTOR: Jianna Catbagan
PRODUCER: Jianna Catbagan
WRITER: Dakota Melvin
SCRIPT Draft No.       3           Date: 04/15/19 PRELIMINARY BUDGET: Date: 7/05/19 Version # 1
REV. SCRIPT Draft No.         Date: - REVISED BUDGET: Date: D/M/Y Version #
SHOOT Script Draft No.        Date: - FINAL BUDGET: Date: D/M/Y Version #

ESTIMATED RUNNING TIME: 8 mins (including credits) Shoot/Finish Gauge: HD Shooting Ratio: 16:9

PREPRODUCTION: Start: 02/04/19 Finish: 06/21/19 19 Week

SHOOT: Start: 08/19/19 Finish: 05/25/19 1 Week

Travel Days: 
Statutory Holidays:

POST PRODUCTION: Start: 08/19/19 Finish: 25-Oct-19 Weeks: 9 Days: 54

No. of KEY CAST: 3

No. of LOCATIONS: 3

FRINGES & INSURANCE - RATES APPLIED: NOTE: These rates will carry through to the budget tab
Superannuation - Crew As of 1 July 2014 9.50%
Superannuation - Cast As of 1 July 2013 10%
Workers Compensation (note: 
varies from state to state) State 1.00% On wages, allowances & holiday pay
Holiday Pay 8.33% On wages, allowances, super & holiday pay
Payroll Tax State 0%

Overtime

OVERTIME Shooting Crew overtime allowed Hours

Cast 2 Hours per day

AFFA Pay Rates 2012 - 2014
MPPCA Rates For Crew 2010 - 2012
Rights percentage purchased 40%

CONTINGENCY: 10% of Below Line costs
Screen Australia Manager

BUDGET PREPARED BY: Jianna Catbagan DATE: 05/15/19 Version # 1

 'HOT SHOTS BUDGET TEMPLATE'

                                ↑ 
you must complete this box for number of shoot days & then it will auto populate in the budget:   

1=5 days/ .8=4days/ .6=3days/ .4=2days/ .2=1day.  Ie: a 6 day shoot should be represented as 1.2

Copies of QUOTATIONS 
ATTACHED for (eg facilities, fx, 
sound, special rights (music):
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BUDGET SUMMARY  'HOT SHOTS BUDGET TEMPLATE'

PROJECT TITLE
as at:  15/05/19 & version #1

prepared by Jianna Catbagan Trf.from A-Z TOTALS

"ABOVE THE LINE" COSTS
A.1 STORY & SCRIPT Fees & Expenses 0
A.2 DEVELOPMENT Fees & Expenses 0 0
B.1 PRODUCERS Fees & Expenses 1,178
B.2 DIRECTORS Fees & Expenses 2,103 3,282

TOTAL  "ABOVE  THE  LINE"  COSTS 3,282

"BELOW THE LINE" COSTS
        PRODUCTION COSTS

C UNIT FEES & SALARIES
1 Production Management 1,927
2 Production Accountancy 0
3 Asst.Directors & Script Supervision 2,154
4 Camera Crew 2,358
5 Sound Crew 1,990
6 Lighting Crew 1,077
7 Grips Crew 0
8 Costume Crew 0
9 Make-up Crew 2,154

10 Hairdressing Crew 0
11 Art Department Crew 2,358
12 Action Vehicles Crew 0
13 Livestock Crew 0
14 Construction Crew 0
15 Special Effects & Armoury Crew 0
16 Visual Effects & Animation 0
17 Occupational Health & Safety Crew 0
18 Tuition & Technical Advisers 0
24 Overtime & Loadings 5,800

   Total Unit Fees & Salaries: 19,818
D FRINGES & WORKERS COMP - CREW/CAST 5,686

E(b) CAST & CASTING
1 Casting Fees & Expenses 1,112
2 Principals 6,396
3 Stunts 0
4 Extras 0 7,508

$Australian

THIS PAGE WILL AUTOMATICALLY POPULATE FROM THE BUDGET.  DO NOT ENTER ANYTHING HERE

Unhinged
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PRE-PRODN. SHOOT POST-PRODN. Sub-total T O T A L NOTES

Unhinged call Program Operations on 1800 507 901 if you get stuck
Use this column to write your own notes explaining your budget - this will 

help us when we are assessing your application.

Code Description Rate Wks Amount Wks Amount Wks Amount For Short Animation: Please add lines as necessary to your project

NO. OF WEEKS/DAYS SHOOT - 1.00 Running total: 43,858 Cell M.5  populates automatically

ABOVE  THE  LINE  COSTS Do not delete any rows or columns

A.1 STORY & SCRIPT If rows are added, ensure that formula is filled down.

Story Rights - If applicable 0 0 0 0 All calculations are rounded to nearest dollar.

Writers Fees if applicable 0 0 0 Allow for accurate script timing.  The script should only be max 7 minutes in 

          Sub-total 0 0 0 0 0

A.2 DEVELOPMENT

Development Funds 
Source:        Paid to: 0 0

0 0

          Sub-total 0 0 0 0 0

B.1 PRODUCERS

Fees
  Producer All up fee 1,000 1,000 Generally up to 3% of budget ie a max of $2100

  Holiday Pay 8.33% 83 0 0 83

  Superannuation 9.50% 95 0 0 95

          Sub-total 1,178 0 0 1,178 1,178

B.2 DIRECTORS

  Director All up fee 1,785 0 0 1,785 Allow for accurate script timing.  The script should only be max 7 minutes in 

  Holiday Pay 8.33% 149 0 0 149

  Superannuation 9.50% 170 0 0 170

          Sub-total 2,103 0 0 2,103 2,103

TOTAL 'ABOVE THE LINE' COSTS 3,282

BELOW THE LINE' COSTS
Crew must be paid MEAA  award minimum rates.

Remember to write any notes using this column

PRODUCTION COSTS:

C.  PRODUCTION UNIT FEES & SALARIES. Use the Crew tab to calculate  OT to a 10 hour day

C.1      PRODUCTION MANAGEMENT

Production Manager 1,077 1 0 0 1,077 Producer can double up as PM if they have the experience to do both.

Runner 1 850 0 850 Only paid for the shoot

          Sub-total 1,077 850 0 1,927 1,927

C.2     PRODUCTION ACCOUNTANCY

 'HOT SHOTS BUDGET TEMPLATE'
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Production Accountant 0 1 0 0 0

Negotiate a deal with an accountant to do all three cost reports (first after the 
shoot, after post & as a final delivery) & dont forget to discuss a fee for use of 
accounting software .

Software Rental Fees 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.3     ASSISTANT DIRECTORS & SCRIPT SUPERVISION

1st Assistant Director 1,077 0.2 1,077 1 0 2,154 minute timing

Script Supervisor/Continuity 1 0 0

Allow 3 hrs pre for  Continuity to do Script Timing or Producer & Director can do 
basic timing in consutation with continuity person. Accurate script timing is 
critical.

          Sub-total 1,077 1,077 0 2,154 2,154

C.4     CAMERA  CREW

D. O. P. 1,179 1 1,179 0 2,358
Allow 0.5 of a day for DOP to attend  location recces & also negotiate grade as 
part of shoot fee. Always discuss & plan camera tests

First AC - Focus Puller 0 1 0 0 0
Second AC - Clapper Loader 0 1 0 0 0
Camera Assistant 0 1 0 0 0

          Sub-total 1,179 1,179 0 2,358 2,358

C.5     SOUND  CREW Allow 0.5 day for location recce

Recordist 1,077 1 0 0 1,077 Remember to allow for any advanced  atmos and audio recording

Boom Operator 913 1 0 0 913

          Sub-total 1,990 0 0 1,990 1,990

C.6     LIGHTING CREW
Gaffer 1,077 1 0 0 1,077 Ensure you negotiate the same rates for both gaffer & grip  

Best Boy 0 1 0 0 0 If requiring a Best Boy they must assist both Gaffer & Grip

Electricians - Casual 0 1 0 0 0

          Sub-total 1,077 0 0 1,077 1,077

C.7     GRIPS   CREW
Key Grip 0 1 0 0 0 Ensure you negotiate the same rates for both gaffer & grip  

Grip 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.8     COSTUME CREW

Costume Designer 0 1 0 0 0
Always consider what time will be needed in pre & post the shoot for returning &
cleaning costumes

Costume Buyer/Standby 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.9     MAKE-UP CREW

Make-up & Hair Artist/s (x2) 2,154 1 0 0 2,154
Make an allowance when negotiating  for their kit as well - cover out of pocket 
expenses & best to employ someone who can do make up & hair.

Assistant 0 1 0 0 0

          Sub-total 2,154 0 0 2,154 2,154

UNHINGED_Short-Film-Budget.xlsx-5/16/2019 Page 2/



C.10     HAIRDRESSING CREW
Hairdresser 0 1 0 0 0
Assistant 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.11     ART DEPARTMENT CREW
Production Designer (x2) 2,358 1 0 0 2,358 Always consider pre & post needs 

Props Buyer 0 1 0 0 0 Always consider pre & post needs 

Standby Props 0 1 0 0 0
Graphic Artist 0 1 0 0 0
Art Dept. Runner 0 1 0 0 0

          Sub-total 2,358 0 0 2,358 2,358

C.12    ACTION VEHICLES CREW
Action Vehicle Co-ordinator/Driver 0 1 0 0 0
Marine/Aerial Co-ordinator 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.13    LIVESTOCK CREW
Wrangler 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.14     CONSTRUCTION  CREW
Carpenter 0 1 0 0 0
Scenic Artist/Painter 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.15    SPECIAL EFFECTS & ARMOURY CREW
Sp. Fx. Co-ordinator 0 1 0 0 0
Armourer 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.16     VISUAL EFFECTS & ANIMATION
Visual Fx. Supervisor 0 1 0 0 0
Artists 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.17 OCCUPATIONAL HEALTH & SAFETY CREW
Safety Report 0 1 0 0 0

Safety Officer 0 1 0 0 0
 You must always get a safety report which may require the need for a safety 
officer on set. This will cost around $400

Traffic Control 0 1 0 0 0
Security 0 1 0 0 0
Other 0 1 0 0 0

          Sub-total 0 0 0 0 0

C.18     TUITION & TECHNICAL ADVISERS
Tuition 0 1 0 0 0
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Tutor/Chaperone 0 1 0 0 0 Be mindful of Children's  Guardianship Board requirements if using children.  
E l t f hild  i  f  t t  t  t t  b   t  d  th  h          Sub-total 0 0 0 0 0

C.24     OVERTIME & LOADINGS (refer Crew Overtime & Loadings Worksheet 2)
Overtime Contingency 0
   -  Essential 1,500 1,500
   -  Shooting 1,500 1,500

Loadings - Night Shoots 2,800 2,800 Beware night shoots are expensive & you have to allow for turnaround times

               - Public Holidays 0
               - Saturday/6th Day penalties 0
Other 0

          Sub-total 5,800 0 0 5,800 5,800

UNIT FEES & SALARIES. SUB-TOTAL 19,818

Preliminary Estimate for Fringes calculations:-
  Pty.Ltd. Company Fees 10% 1,982 companies.

  Taxed Individuals Salaries & Wages 90% 17,836 Combined company and taxed individual percentages must equal 100%

  Allowances not included in C above ex K & M   = 

  Per diems not included in C above ex N   = 

D   FRINGES & WORKERS COMPENSATION

 Australian State(s)/Territory ..........
Holiday Pay: 8.33%

  Crew 1,486 1,486

 (Cast, Stunts & Extras - included in fee)
 (Post prodn crew - in R)
Superannuation: (over $450 pmth only)
  Crew 9.50% 1,694 1,694
  Cast/Stunts 10.00% 602 602
  Extras estimate 10.00% 0 0
  (Superannuation - Post prodn crew - in R)
Workers Compensation: 1.00% Workers comp varies from state to state, be sure to do the research

  Producer/Director (if taxed) 30 30
  Crew 193 193
  (Post prodn crew - in R)
  Cast/Stunts 60 60
  Extras 0 0

Payroll Tax: 5.00%

Payroll Tax - rate & inclusions vary from state to state.  Make sure you find out 
if it is applicable to you.  Seek advice from 
http://www.payrolltax.gov.au/legislation

  Producer/Director (if taxed) 164 164
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  Crew 1,051 1,051

  Cast/Stunts 405 405
  Extras 0 0
  (Post prodn crew - in R)

          Sub-total 0 5,686 0 5,686 5,686

E(b)   CAST & CASTING Cast agreement according to SA program guidelines (See Cast tab) 

E(b)1     CASTING FEES & EXPENSES
Casting Fees 1,112 1,112 Producer/Director  can also do the casting themselves

Audition Expenses/Call Backs 0
Screen Tests 0
Extras Casting Co-ordinator 0 1 0 0 0
Child Employment Licence 0 0 0

          Sub-total 1,112 0 0 1,112 1,112

E(b)2     CAST (refer Crossplot and Worksheet 3) Refer to the AFFA agreement http://www.alliance.org.au/equity-summaries 

Preprodn.incl Rehearsals,W/D,M/U 3,336 3,336
You only pay  the BNF(Basic Negotiated Fee) for rehearsals & costume fittings -
see http://www.alliance.org.au/equity-summaries 

Shoot incl. travel days 3,060 3,060 including Holiday Pay 

Hold-over Days - 40% 0 Note rights purchased.

Overtime 0
Post-Sync/ADR - 40% loading 0 0

          Sub-total 3,336 3,060 0 6,396 6,396

E(b)3    STUNTS (refer Crossplot and Worksheet 3)

Stunt Performers, Riders & Other: 0
Stunts are usually time consuming and can be expensive, need to be minimal if 
at all on this budget

Preprodn.incl Rehearsals,W/D,M/U 0 0
Shoot incl. travel days 0 0 Including Holiday Pay 

Hold-over Days 0
Stunt Loadings 0
Stunt Equipment 0 or put in K.6 Safety Equipment

Overtime 0

          Sub-total 0 0 0 0 0

E(b)4     EXTRAS 
 Extras 

206.95 0 0

Including Holiday Pay - need to be minimal if at all on this budget.  Rate in cell 
E181 is from cast tab  for a 4 hour call.

Overtime 0 0

          Sub-total 0 0 0 0 0

CAST & CASTING  -  SUB-TOTAL 7,508 Cross check total with Summary Worksheet

F.1 COSTUMES 
Dept Set-up 0 0
Cast - E(b)2 0 0
Stunts - E(b)3 0 0
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Extras - E(b)4 0 0
Accessories incl. hats, shoes, jewellery 0 0
Expendables & Maintenance 0 0

          Sub-total 0 0 0 0 0

F.2 MAKE-UP & HAIRDRESSING
Dept. Set-up 0 0
Make-up Supplies/Kit hire 500 0 500 You should make an allowance for out of pocket costs here

Hair Supplies/Kit hire 0 0
Salon Costs 0 0
Wigs 0 0
Prosthetic supplies 600 0 600
Sp.Fx.Make-up supplies 0 0

          Sub-total 1,100 0 0 1,100 1,100

G.1     LOCATIONS
Permits, Rentals, Fees 0 0 Depends on negotiation

Council Fees 0 0 Always check with Local Councils.  Be mindful of traffic control issues.

Cultural Supervision Fees 0 0
Security Contract 0 0
Traffic & Parking Control 0 0
Electricity, Telephone, Air-conditioning 0 0
Rubbish Removal & Cleaning 0 0
Gratuities 0 0

          Sub-total 0 0 0 0 0

G.2 STAGE RENTALS  
Fees 0 0
Airconditioning 0 0
Rubbish Removal & Cleaning 0 0

          Sub-total 0 0 0 0 0

H. SETS & PROPERTIES

H.1      CONSTRUCTION 
Expenses 1,000 1,000
Tool Allowances 0
Other 0

          Sub-total 781 0 0 781 1,000

H.2      PROPS & SET DRESSING 
Dept. Set-up 0 0 0
Furniture - Hire/Purchase 0 0 0 Depends on locations

Reference & Research 0 0 0
Graphics 0 0 0
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Expendables 0 0 0
Hand Props 556 0 556 Depends on script requirements

Standby Props Truck & Equipment 0 0 0
Loss/Damages/Repairs 0 0 0

          Sub-total 556 0 0 556 556

H.3     ACTION PROPS & VEHICLES  

Tool Hire/Allowances 0
Total for Action Vehicles - Hire 0 Unlikely to be affordable & always time consuming

Materials 0
Expendables 0
Sundry Expenses 0
Towing, Freight & Transport 0

          Sub-total 0 0 0 0 0

H.4     LIVESTOCK  

Hero/Lead Animals 0 Can be extremely time consuming

Vet/Transport/Feeding 0
Expendables 0

          Sub-total 0 0 0 0 0

H.5     SPECIAL EFFECTS & ARMOURY 
Equipment - Hire 0
Sp. Fx. Expendables/Materials 0
Permits 0
Weapons 0
Weapons Expendables 0

          Sub-total 0 0 0 0 0

H.6     VISUAL EFFECTS - Shoot Only 
Equipment - Hire 0
Sundry Expenses 0

          Sub-total 0 0 0 0 0

H.7     ANIMATION & PUPPETRY- Shoot Only 
Equipment - Hire 0
Sundry Expenses 0

          Sub-total 0 0 0 0 0

SETS & PROPS - SUB-TOTAL 1,556

I. NA

J. DIGITAL VIDEO PRODUCTION
Video/Sound Stock:

Camera Digital Stock p.card 0 0
Don't forget to work out your shooting ratio as it impacts on both shoot & post 
time frames

Sound Digital Stock p.tape 0 0
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Hard Drives p.HDD 0 0
Couriers p.trip 0 0

          Sub-total 0 0 0 0

K. EQUIPMENT & STORES

K.1 CAMERA EQUIPMENT & STORES 

Camera Main Camera Package 0 0 0 0
Make sure the equipment has been serviced so that if you have an insurance 
claim it wont be deemed ineligible 

Camera/Access. Additional Hires 0 0 Be specific when negotiating any extra equipment & budget accordingly

Video Split Equipment 0 0
Camera Truck 0 0
Expendables 0 0

          Sub-total 0 0 0 0 0

K.2   GRIPS EQUIPMENT & STORES

Truck & Equipment 0 0 0 0
Be specific when negotiating all & any  extra equipment & budget accordingly 
and ensure it is feasible in terms of the schedule

Casual Hires 0 0
Expendables 0 0
Generator/Fuel 0

          Sub-total 0 0 0 0 0

K.3 LIGHTING EQUIPMENT & STORES 

Truck & Equipment - Main package 0 0 0 0
Be specific when negotiating all & any  extra equipment & budget accordingly 
and ensure it is feasible in terms of the schedule

Burn time/Bulb replacement 0 0 Be sure to discuss burn time with the gaffer

Casual Hires 0 0
Expendables 0 0
Generator/Fuel 0 0
Site Electricity 0 0

          Sub-total 0 0 0 0 0

K.4   SOUND EQUIPMENT & STORES

Sound Equipment - Main Package 0 0
Be specific when negotiating all & any  extra equipment & budget accordingly 
and ensure it is feasible in terms of the schedule

Radio Mics. & Misc 0 0
Sound Expendables 0 0

          Sub-total 0 0 0 0 0

K.5 UNIT FACILITIES & STORES
Unit Expenses 0 0 Always provide hot & cold drinks for your crew

Unit Truck/Equipment Hire 0 0
Make-up/Hair/Costume Van 0 0
Generator Hire 0 0

Rushes transfer and back up
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Fuel 0 0
Dont assume crew will donate fuel whilst working on the shoot  - discuss it with 
them & be fair to everyone

Tents, Marquees, Tarps & Shade 0 0
Portable Toilets & Pump-outs 0 0
Cleaning and Rubbish Removal 0 0
Radios 0 0
Other 0 0

          Sub-total 0 0 0 0 0

K.6 SAFETY EQUIPMENT & STORES
Safety Equipment 0 0
Boat Hire 0 0
First Aid Supplies 0 0 First Aid Kits (ie St John's Ambulance) are a mandatory responsibility on set

Other 0 0

          Sub-total 0 0 0 0 0

EQUIP. & STORES SUB-TOTAL 0

L. RENTALS & STORAGE
Office Rent 0 0 0 0 Find a cheap rent option- preferably with a rehearsal space too

Art Department Base/Location 0 0
Rehearsal Rooms & Set-up 0 0 0
Air conditioning/fans/heating 0 0
Cleaning & Rubbish Removal 0 0

         Sub-total 0 0 0 0 0
M. TRAVEL & TRANSPORT 

LOCATION SURVEYS 0 0
Airfares 0 0
Vehicles 0 0
Fuel 0 0
PRODUCTION 0 0
Airfares 0 0 0
Vehicle Allowance 0 0 0
Vehicle Hire 0 0 0
Fuel 0 0 0

Parking & Tolls 0 0 0
You made need a small allowances here for out of pocket cast & crew 
expenses

Taxi's 0 0 0
FREIGHT 0 0 0
Freight Equipment 0 0 0
Freight Other 0 0 0

          Sub-total 0 0 0 0 0 NB: Column G subtotal excludes boxed area

N. ACCOMMODATION, LIVING, CATERING 
Location Surveys - Accommodation 0
                            - Per diems 0
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Accommodation: 0
    Cast & Stunts 0
    Crew 0
Accommodation - Other 0
Camp Set-Up, Facilities, Security, First Aid 0
Tents/Caravans/Demountables 0
Office Refreshments 0
Entertaining/Wrap Party 0
Catering: P/Head: No. per day Days Don't be stingy here.  Get quotes! Discuss portion sizes too !!!!

    Main Unit Crew 0 0
    Casual Crew 0 0
    Cast & Stunts 0 0
    Extras 0 0
Per Diems: Rate:
    Cast & Stunts 0 0
    Crew 0 0

          Sub-total 0 0 0 0 0
O. INSURANCES 

Package Premiums (on $20m) 0 0
This is manadotory in SA's terms of Trade - you need: neg all risk; multi risk & 
public liability - get a broker!!

Negative Risk 0 Neg risk is a generic term for digital as well

Multi Risk 0
Public Liability (on $20.m) 0
Other 0 You only need 'other' insurance  if you have a specialty prop or action car

          Sub-total 0 0 0 0 0

P. OFFICE EXPENSES
Computer Hire/Software 0 0 0 0 Allow a modest amount

Printing & Stationery 0 0 0 0 Allow a modest amount

Postage 0 0 0 0
Couriers 0 0 0 0 Allow a modest amount

Logos, Design, Artwork 0 0 0 0
Phones/Mobiles/Fax/Internet 0 0 0 0
Electricity 0 0 0 0
Office Supplies 0 0 0 0
Cleaning, Rubbish Removal 0 0 0 0 May be required

          Sub-total 0 0 0 0 0

TOTAL PRODUCTION COSTS 35,668

POST-PRODUCTION COSTS:

R. POST-PRODUCTION CREW
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Editor - Package 0
Dont forget to factor in time for Screen Australia approval screenings at rough 
cut,  finecut & lockoff

Assistant Editor 0 0 0 0
Sound Designer/Editor 0 0 0 If not included in Sound Post Package in Category V

Sound Assistant Editor 0 0 0 If not included in Sound Post Package in Category V

Post prodn. Crew estimate: =
Holiday Pay 8.33% 0 0 Refer to notes in Category D.

Superannuation 9.50% 0 0
Workers Compensation 1.00% 0 0
Payroll Tax 0.00% 0 0

          Sub-total 0 0 0 0 0

S POST-PRODN. RENTALS & OFFICE EXPENSES

  Editing:
Editing Room 0 0 0 Depends on package deal with editor may be included already

Editing Supplies - Digital 0 0 0

  Post-Prodn Office: Either include post production office expenses here, or

Office Rent - Post-Prodn. 0 0  in section P

Printing, Postage & Stationery 0 0
Phone/Fax/Mobiles/Internet 0 0
Office Supplies 0 0

         Sub-total 0 0 0 0 0

T POST-PRODN. TRAVEL & ACCOMMODATION
Airfares 0 0
Vehicle Hire 0 0
Petrol, Oil, Diesel 0 0
Parking & Tolls 0 0
Freight 0 0
Taxis & Couriers 0 0
Accommodation 0 0
Per Diems 0 0
Miscellaneous 0 0

         Sub-total 0 0 0 0 0

U.1 IMAGE POST PRODUCTION Hrs/tapes Note facilities which have supplied quotes and discounts if any

On-line Master 16:9

Conform/GRADE Master - PACKAGE p.hr 0 0
You must get itemised quotes for all post and  allow no more than 8 hrs for a 
grade

Colour Correction
Tape to Tape Grade p.hr 0 0
Transfer to Graded Master p.hr 0 0
Master Stock p.tape 0 0

Titles and Effects

0
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Digital Effects p.hr 0 0
Titles Design & Artwork p.hr 0 0

Sound Editing & Mix (refer main budget)
Audio Layback Digital Master p.hr 0 0
Dolby 5.1 encoding p.hr 0 0

Technical check
Master 16:9 p.hr 0 0 Always ask  to include a tech check in your itemised post quote

Dubbing
Dub for sound including stock p.hr 0 0
Safety Master including stock p.hr 0 0

          Sub-total 0 0 0 0

U.2 SPECIAL DIGITAL EFFECTS 
VFX - Per Quote 0 0

          Sub-total 0 0 0 0

V SOUND - POST PRODUCTION Footage/Hrs/Rolls

Stock:
Sound Stock, Backup Media p.tape 0 0

Edit & Post-sync:

Sound Designer/Editor-PACKAGE p.wk 0 0
Most sound designers have a library of fx, but check when getting an itemised 
quote

Digital Audio Edit Room p.wk 0 0
ADR Studio & Engineer p.hr 0 0 Do rehearsals with cast & avoid noisy locations so you dont need this !

Foley Studio & Engineer p.hr 0 0
Library FX & Transfers p.hr 0 0

Mix:

Sound Mixer - PACKAGE p.hr 0 0 quote

Atmos & Effects Pre-Mix p.hr 0 0
Final Mix p.hr 0 0
Printmaster (6-trk & 2-trk) p.hr 0 0
Dolby Licence 0 0
M&E / DM&E Mix p.hr 0 0
TV Stereo Mix Down p.hr 0 0

Mix Stock:
Archiving to DLT tapes p.tape 0 0

          Sub-total 0 0 0 0
W MUSIC

Existing Music Licence Fees 0

Composer Fees 0 composer

          Sub-total 0 0 0 0 0

X.1 MARKETING
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Stills Photographer 0 0
Make sure you get good stills including head shots of key ceatives as SA will 
require this as part of delivery.

Key Art 0 0

Cast & Crew Screening 0 0

Marketing 0 0

Marketing & Festival Entry Costs 1,220 1,220 a marketing  allowance of $3000 is mandatory for SA (see Mktg tab)

          Sub-total 0 0 1,220 1,220 1,220

X.2 DELIVERY REQUIREMENTS

DCP Master 0 0
Delivery requirements to the NFSA - 1 digital video master on the highest 
resolution format plus DVD with time code. For SA 3  DVD's

HD CAM SR MASTER 0 0
Pro Res File 0 0

Post-Production Scripts 0 0
Post Script & music cue sheets are mandatory (useful for international festivals 
or educational distribution)

Music Cue Sheet 0 0 But remember to  get the music cue sheet done at same time as post script

EPK 0 0

          Sub-total 0 0 0 0 0

TOTAL POST-PRODUCTION COSTS 1,220
TOTAL 'BELOW THE LINE' COSTS 36,888

INDIRECT COSTS

Y LEGAL & BUSINESS
Audit 0 0 NO AUDIT required, SA only requires a final cost report

Bank Fees 0 0 0 0 Note: SA requires a separate production account contractually

Legal Fees & Exps. 0 0 0
An allowance  should be included for legal costs associated with acquiring 
rights & doing key cast & crew  agreements

          Sub-total 0 0 0 0 0

Z OVERHEADS
Production Company 0 0 0 0 Allow up to1200 if you need to set up a company

          Sub-total 0 0 0 0 0

TOTAL INDIRECT COSTS 0

T O T A L   A L L   C A T E G O R I E S 40,169

CONTINGENCY 10% of 36,888  = 3,689 3,689
Contingency must be the full 10% of The Below Line costs & this will populate 
automatically

          Sub-total 3,689 3,689 3,689

T   O   T   A   L      B   U   D   G   E   T  : 43,858
The budget total must be rounded to the nearest zero.  Check the 
Summary tab matches this total.
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NB. Travel time may also apply
NB: There are two hourly rate columns (shoot crew & other crew). This enables you to separate out crew you don't need to pay overtime and loadings.

POSITION NAME/COMPANY Weekly Rate Hourly Rate Hrly Rate Double time rate per hourTriple time rate per hour
per contract shoot crew other crew

= 1 hour of double time = 1 hour of triple time
Base per MPPA 2002 is Mon-Fri for … hr days divide D by: (no loadings/o'time) (after 10 hrs) (after 12 hrs)
5dayx10hr shoot= 50 hrs (55 ordinary hrs) & … day wks 55

for hrly rate
Production Manager 0.00 0.00 0.00 0.00
Runner 0.00 0.00 0.00
1st Assistant Director Josh Wicahison 1,482.00 26.95 53.89 80.84
3rd Assistant Director 0.00 0.00 0.00
Script Supervisor/Continuity 1,162.00 21.13 42.25 63.38
D. O. P. Shane Marion 1,622.00 29.49 58.98 88.47
Camera Assistant 0.00 0.00 0.00
Sound Recordist Dakota Melvin 1,482.00 26.95 53.89 80.84
Boom Operator Ashleigh McClelland 1,256.00 22.84 45.67 68.51
Gaffer Nicola Kavanagh 1,482.00 26.95 53.89 80.84
Best Boy 0.00 0.00 0.00
Grip 0.00 0.00 0.00
Costume Designer 0.00 0.00 0.00
Make-up & Hair Artist Sam Martinyak 1,482.00 26.95 53.89 80.84
Production Designer Ellie Gonzalez 1,622.00 29.49 58.98 88.47
Standby Props 0.00 0.00 0.00
Art Dept. Runner 0.00 0.00 0.00
Action Vehicle Co-ordinator 0.00 0.00 0.00
Armourer 0.00 0.00 0.00
Safety Officer 0.00 0.00 0.00
Tutor/Chaperone 0.00 0.00 0.00
Caterer 0.00 0.00 0.00

0.00 0.00 0.00
0.00 0.00 0.00

TOTAL FOR ALL CREW: 210.73 0.00 421.45 632.18

OVERTIME CONTINGENCY:

Overtime Estimates Enter: Double Time - Estimated Hrs 4.00 Total Cost: 1,685.82

 Triple Time - Estimated Hrs Total Cost: 0.00 Overtime Total 1,685.82

LOADINGS BUDGET:

Penalty or Loading When it occurs Penalty/Loading rate
Night Loading at 25% Weeknights (8pm- midnight Friday) 25% enter number of hours 0.00 25% loading 
Night Loading at 50% Weekend nights (incl 12-6am Sat) 50% enter number of hours 0.00 50% loading
Saturday (as a 5th day) Loading Saturday day time 25% enter number of hours 0.00 25% loading

2.   CREW OVERTIME AND LOADINGS SCHEDULE - TO BUDGET CATEGORY C24

Use the double time and triple time rates as a guide to what overtime will cost.  

For most short film budgets, you will want to allow a number of hours that can be worked as overtime for the whole crew. In addition to this, you will have some crew (2nd AD, clapper 
loader, unit etc) who will consistently work regular overtime.  This should be taken into account and allowed for. 

In addition to overtime, there are provisions at the bottom for calculating night loadings, public holidays and Saturdays (if a 6th day)
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NOTES:
Annual Leave/Holiday Pay is included in daily or weekly fee.  Remember when establishing minimums to do so inclusive of Annual Leave.
* Payroll Tax is calculated on the total of fees (incl. Holiday Pay), Overtime and Super. Most short film productions won't have a payroll tax liability unless they are produced through an
  existing company that has used part or all of the threshold. If payroll tax applies, enter the formula in the first row of the payroll tax column and fill down ie/ =(L12+M12)*N$8

CODE CHARACTER NAME/COMPANY TOTAL FEES Super Payroll Tax*
Workers 
Comp

TOTAL 
FRINGES

B.N.F. Daily No. Days
SUB-

TOTAL
Contract 

Rate Daily
Contract 

Rate Wkly
Days Weeks

SUB-
TOTAL

Pre+Shoot on total L on L+M on total L sum M to O

10.00% 0.00% 1.00%
E(b)2 CAST

ie Class 2 @ 10hrs 295.54 10 2,955.40 612.01 5 1 3,060.07 6,015.47 601.55 60.15 661.70
ie Class 1 @ 10hrs 272.93 0.00 565.19 0.00 0.00 0.00 0.00 0.00

0.00 0.00 0.00 0.00 0.00 0.00
0.00 0.00 0.00 0.00 0.00 0.00
0.00 0.00 0.00 0.00 0.00 0.00
0.00 0.00 0.00 0.00 0.00 0.00
0.00 0.00 0.00 0.00 0.00 0.00

Sub-total 2,955.40 3,060.07 6,015.47 601.55 0.00 60.15 661.70
E(b)3 STUNT DOUBLES

ie Stunt Double @ 10hrs 295.54 0.00 612.01 0.00 0.00 0.00 0.00 0.00
0.00 0.00 0.00 0.00 0.00 0.00

Sub-total 0.00 0.00 0.00 0.00 0.00 0.00 0.00

TOTALS 2,955.40 3,060.07 6,015.47 601.55 0.00 60.15 661.70

Orange areas you can negotiate and change Blue areas to be updated according to FFA rate increases

ACTORS FEATURE FILM AGREEMENT CALCULATOR FROM AFFA 2012 FOUR FIVE
AFFA Pay Rates 2012 - 2015 LOADINGS FOR RIGHTS RUNS RUNS

Weekly Daily Weekly Daily (i) Australian Free Television Rights 20%
(40 hrs) (8 hrs)  (50hrs) (10 hrs)

Class 2 (Experienced)
Award Minimum as @ July 2014 1055.48 295.54 1055.48 295.54 or
Personal Margin 0.00 0.00 0.00 0.00 25%
Basic Negotiated Fee 1055.48 295.54 1055.48 295.54
Rights 40% 422.19 118.22 422.19 118.22 (ii) 25% 25%
Composite Rate 1477.67 413.76 1477.67 413.76
Overtime in advance 554.13 155.16 (iii) 25% 25%
Annual leave: 153.92 43.10 153.92 43.10

TOTAL: 1631.60 456.86 2185.72 612.01 (iv) 20% 20%
Per hour for OT/Post Synch 36.94 51.72

Weekly Daily Weekly Daily (v) Australian Ancillary Rights 20% 20%
(40 hrs) (8 hrs)  (50hrs) (10 hrs) 110% 115%

Class 1 (Entry Level)
Award Minimum as @ July 2014 974.79 272.93 974.79 272.93
Personal Margin 0.00 0.00 0.00 0.00
Basic Negotiated Fee 974.79 272.93 974.79 272.93
Rights 40% 389.92 109.17 389.92 109.17
Composite Rate 1364.71 382.10 1364.71 382.10
Overtime in advance 511.76 143.29
Annual leave: 142.16 39.80 142.16 39.80
TOTAL: 1506.86 421.90 2018.63 565.19

Per hour for OT/Post Synch 34.12 47.76

Hourly
4 hr Min

BIT PLAYER (NOT MORE THAN 2 LINES)
Award Minimum as @ July 2014 163.72
Personal Margin 0.00
Basic Negotiated Fee 163.72
Rights 40% 65.49
Composite Rate 229.21
Overtime in advance
Annual leave: 23.88
TOTAL: 253.08

Per hour for OT/Post Synch 57.30

Daily Daily Daily Weekly Daily 
 (4hrs) (8 hrs) (10 hrs)  (50hrs) (10 hrs)

Award Minimum as @ July 2014 118.04 191.03 191.03 747.76 186.96
Overtime in advance 71.64 280.41 70.11

PREPRODUCTION 
(incl.Rehearsals,W/D,M/U)

SHOOT

3.          CAST FEES AND FRINGES SCHEDULE - TO BUDGET CATEGORIES D (Fringes) E(b) (Cast)

                              3.          CAST FEE CALCULATIONS - ACTORS FEATURE FILM AGREEMENT (AFFA)

The following table is useful for calculating cast rates including the appropriate rights under the Actors Feature Film Agreement, which covers short film production.  Instructions follow:
Make sure Award minimums are up-to-date for when you plan to shoot XXLINK
Changing the personal margin is only relevant if you negotiate to pay fees above the Award.  For most short films, actors will be paid at the Award Minimum due to budget constraints.  If you agree to pay more, then you 
can work out what the breakdown of payments is by playing around with the personal margin line, or by using the Goal Seek... function (under tools).
Rights are paid for all performance days - shoot days plus, for example, preshoot stills and video to be included in the finished film. Payment for non-performance days such as rehearsal, wardrobe fittings or publicity are 
at the Basic Negotiated Fee (BNF) plus Annual Leave.

Not more than four (4) screenings over 5 
years in any one television area

Five (5) screenings over 5 years in any 
one television area
World Television Rights (excluding US 
Network).
World Theatrical Rights (limited to 4 
years in North America after which 

EXTRA DOUBLE/STAND IN

World Ancillary Rights (as defined) 
(limited to 4 years in North America after 
which residuals will be paid)
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QTY Rate TOTAL

Publicity & Stills - Shoot & Post-prodn 

1. PUBLICITY MATERIALS
a. Stills TOTAL

Stills Cameraperson (if required) 0
Stock & Processing 0
Transparencies 0
Prints 0

b. Promotional Materials
Artwork 0
Printing 600

c. DVDs
Copies 0

d. Screenings
Cast & Crew 250

Sub-total 850.00

2. FESTIVALS & OVERSEAS MARKETING
a. Festival Entry Fees TOTAL

Canberra Short Film Festival 35
A Night of Horror International FF 30
Tropfest 45
Flickerfest 60
St. Kilda International FF 50
Byron Bay International FF 40
Melbourne International FF 60
Sydney International FF 50

b. Freight

Sub-total 370.00

TOTAL 1,220.00

4.          MARKETING - Post production (if not incl. In Delivery Requirements)     

See Screen Australia's marketing guide for more information on marketing your film & festival strategy
http://www.screenaustralia.gov.au/getmedia/4d718be3-e4c9-4f1a-aebf-
e3a0e39f6e6b/Short_Film_Marketing_Guide.pdf 
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Safety 
Assessment 



Media Arts andProduction
Safety assesment
To be completed for all productions involving live action.
Unhinged 
Assessment produced by Dakota Melvin
Date 15 May 2019
Script draft #3

Sheet one  Hazard Identification. See Sheet 2 Hazard Assessment for details

Page 
#

Scene 
# Fire Traffic

Moving 
vehicles

High 
Access

Confined 
space Weapon Projectile

Sharp 
objects

Large 
glass

Prop and practical 
food Water

Animals 
and Live 
stock Children

Power 
Tools Heat Exposure

1 1
Suburban 
Street 
level

Suburban 
Street 
level

Locks on door
EXT, filmed 
in day in 
late winter

1 2
Basement/
Garage 
location

Iron Bars

1 3
Suburban 
Street 
level

Suburban 
Street 
level

Keys Keys, plastic bag, 
locks on door

2 4 Knife Knife
Plastic bag, 'raw 
meat' (fake), cutting 
board, knife

2 5 Hall 
location Keys

Plate of 'raw meat' 
and salad, keys, 
lock on door

2 6
Basement/
Garage 
location

Cage with iron bars, 
boxes, beanbags, 
tv, mattress, books, 
fluroescent bulb, 
light switch, plate of 
'raw meat' and 
salad, keys, lock on 
cage



3 6
Basement/
Garage 
location

Keys, 
teeth

Cage with iron bars, 
boxes, beanbags, 
tv, mattress, books, 
fluroescent bulb, 
light switch, plate of 
'raw meat' and 
salad, keys, lock on 
cage

4 7
Suburban 
Street 
level

Suburban 
Street 
level

Keys Bins, mail, keys
EXT, filmed 
in day in 
late winter

4 8
Basement/
Garage 
location

Light switch

4 9 Couch

4 10
Basement/
Garage 
location

Keys

Cage with iron bars, 
plate of 'raw meat' 
and salad, keys, 
lock on door, shoe

5 10
Basement/
Garage 
location

Kicked 
plate

Broken 
plate

Cage with iron bars, 
plate, broken plate, 
cloth, lock on cage, 
keys

6 10
Basement/
Garage 
location

Broken 
plate Cage with iron bars

6 11 Phone
EXT, filmed 
in day in 
late winter

6 12
Basement/
Garage 
location

Cage with iron bars, 
two shot glasses, 
plate of meat, pill, 
plastic bag, glass

Two shot 
glasses of liquid, 
another glass of 
liquid

6 13 Keys Keys, table, couch

7 13



7 14 Cigarette Couch, TV, 
cigarette, keys Cigarette

7 15 Hall 
location

7 16
Basement/
Garage 
location

8 16
Basement/
Garage 
location

Cage with iron bars

9 16
Basement/
Garage 
location

Cage with iron bars

9 17 Keys Couch, TV, keys

9 18
Basement/
Garage 
location

Keys Cage with iron bars, 
keys

9 19 Hall Blood

9 20 Couch, TV, blood

10 20 Couch, TV, blood

10 21
Champag
ne bottle 
cork

Shattered 
glass 
bottle

Champagne bottle, 
fridge, blood Champagne

10 22 TV, TV remote

10 23 Knives Shattered 
glass

Shattered glass, 
window, counter, 
fridge, drawer, 
kitchen knives

Champagne, 
blood



10 24 Blood
EXT, night, 
filmed in 
late winter

11 24 Knife Knife Knife, blood
EXT, night, 
filmed in 
late winter



Unhinged
Assesment produced by Dakota Melvin
Date 15 May 2019

Script draft #3

Page # Scene# Details

1 1

1 2

1 3

2 4

Traffic/Moving Vehicles - filmed in a front yard of a suburban street, there may be 
suburban street level of traffic. We will keep everyone away from the street and put up 
a sign saying 'Filming in Progress' to warn cars. It is filmed outside in the day in late 
winter, we will check weather beforehand and make sure there are extra warm clothes 
on set and make sure everyone is warm enough. There are locks on the door. 

Confined basement/garage location - we will make sure there is enough airflow with 
open doors/windows/fans and organise equipment and crew to allow enough space 
and flow. There will be iron bar props, the material they will be made of is not entirely 
known yet, but we will make sure they are firmly set (either actually stuck to ground and 
ceiling or supported by many sandbags) and use rehersals and blocking of equipment 
and crew to make sure movements work around them. 

Traffic/Moving Vehicles - filmed in a front yard of a suburban street, there may be 
suburban street level of traffic. We will keep everyone away from the street and put up 
a sign saying 'Filming in Progress' to warn cars. It is filmed outside in the day in late 
winter, we will check weather beforehand and make sure there are extra warm clothes 
on set and make sure everyone is warm enough. There are locks on the door, a tied 
plastic bag and keys as props. The keys could be sharp and we can have a container 
for them in between takes.  

Knife prop - have a knife rack on hand between takes to keep sharp object contained, 
keep eye on it during takes. Plastic bag, cutting board props. 'Raw meat' prop - will be 
using online tutorial using food dye and dough to create fake meat (as well as sound 
effects) instead of having actual meat. 



2 5

2 6

3 6

4 7

There is a moment when one character snaps at the other's hand with their teeth, we 
will do rehersals and blocking to make sure they are not too close, as well as use 
sound to make the snap seem harsher/more aggressive than it will be acted out. The 
other safety details continue from previous page. 

Traffic/Moving Vehicles - as this scene is partly filmed right against the street we will 
block the scene so that the actors, camera, and any other crew or equipment are 
positioned near but not on the street. Previous location scouting has shown there is 
little traffic activity (also the speed limit is low, and we can see cars coming from either 
side), but we will put up signs warning cars of filming in progress. Props include a bin 
with wheels, mail (letters/magazines) and keys. The keys could be sharp and we can 
have a container for them in between takes.  It is filmed outside in the day in late winter, 
we will check weather beforehand and make sure there are extra warm clothes on set 
and make sure everyone is warm enough. 

Narrow/confined hall location - have only essential equipment and crew in location, 
other equipment and crew can stay in adjoining rooms. The keys could be sharp and 
we can have a container for them in between takes. 'Raw meat' prop - will be using 
online tutorial using food dye and dough to create fake meat (as well as sound effects) 
instead of having actual meat, there will also be a plate, salad, and locks on the door.  

Confined basement/garage location - we will make sure there is enough airflow with 
open doors/windows/fans and organise equipment and crew to allow enough space 
and flow. 'Raw meat' prop - will be using online tutorial using food dye and dough to 
create fake meat (as well as sound effects) instead of having actual meat. There are 
many props throughout the room (boxes, books, mattress, plate, salad, keys, lock, cage 
with iron bars). The keys could be sharp and we can have a container for them in 
between takes.  There will be iron bar props, the material they will be made of is not 
entirely known yet, but we will make sure they are firmly set (either actually stuck to 
ground and ceiling or supported by many sandbags) and use rehersals and blocking of 
equipment and crew to make sure movements work around them. 



4 8

4 9

4 10

5 10

6 10

6 11

Confined basement/garage location - we will make sure there is enough airflow with 
open doors/windows/fans and organise equipment and crew to allow enough space 
and flow. Props: keys, ‘raw meat’, iron bars, plate, salad, lock, shoe. There will be iron 
bar props, the material they will be made of is not entirely known yet, but we will make 
sure they are firmly set (either actually stuck to ground and ceiling or supported by 
many sandbags) and use rehersals and blocking of equipment and crew to make sure 
movements work around them. The keys could be sharp and we can have a container 
for them in between takes. 'Raw meat' prop - will be using online tutorial using food dye 
and dough to create fake meat (as well as sound effects) instead of having actual meat.

The plate is kicked and broken. We can use a plastic plate and use sound to have the 
noise of 'smashing china'. For the broken pieces we can have an already broken plastic 
plate that we have sanded the edges of so it is not sharp. There is also a cloth prop. 
Other saftey details carry over from previous page.

The iron bars are hit and shaken more aggressively than in other scenes. If they are not 
rooted into the ground/ceiling we would use a closer frame on needed shots and have 
extra support holding them up. It also only needs to look aggressive, the actual effect of 
rattling/hitting can be created in post with sound. Other safety details carry over from 
previous pages. 

It is filmed outside in the day in late winter, we will check weather beforehand and make 
sure there are extra warm clothes on set and make sure everyone is warm enough. 
There is a phone prop. 

Confined basement/garage location - we will make sure there is enough airflow with 
open doors/windows/fans and organise equipment and crew to allow enough space 
and flow. There will be iron bar props, the material they will be made of is not entirely 
known yet, but we will make sure they are firmly set (either actually stuck to ground and 
ceiling or supported by many sandbags) and use rehersals and blocking of equipment 
and crew to make sure movements work around them. There will also be a light switch 
prop, this will be fake though and the light effect will come from crew lights. 

Couch prop. 



6 12

6 13

7 13

7 14

7 15

7 16

8 16

Narrow/confined hall location - have only essential equipment and crew in location, 
other equipment and crew can stay in adjoining rooms

Confined basement/garage location - we will make sure there is enough airflow with 
open doors/windows/fans and organise equipment and crew to allow enough space 
and flow. 

There will be iron bar props, the material they will be made of is not entirely known yet, 
but we will make sure they are firmly set (either actually stuck to ground and ceiling or 
supported by many sandbags) and use rehersals and blocking of equipment and crew 
to make sure movements work around them. Other safety details carry over from 
previous page. 

For props there are two shot glasses, one normal glass, a pill, the iron bars, a plate of 
'raw meat' and a plastic bag. The glasses have liquid (meant to represent alcohol) in 
them. The liquid will be water, no alcohol will be used, and we will keep water contained 
to a closed bottle between takes so it does not spill, and keep liquid away from 
equipment during takes. Confined basement/garage location - we will make sure there 
is enough airflow with open doors/windows/fans and organise equipment and crew to 
allow enough space and flow. Props: keys, ‘raw meat’, iron bars, plate, salad, lock, 
shoe. There will be iron bar props, the material they will be made of is not entirely 
known yet, but we will make sure they are firmly set (either actually stuck to ground and 
ceiling or supported by many sandbags) and use rehersals and blocking of equipment 
and crew to make sure movements work around them. The keys could be sharp and 
we can have a container for them in between takes. 'Raw meat' prop - will be using 
online tutorial using food dye and dough to create fake meat (as well as sound effects) 
instead of having actual meat.

Props: keys, table, couch. The keys could be sharp and we can have a container for 
them in between takes.  

Saftey details carry over from previous page. 

There is a cigarette prop used, meaning both fire and heat. We will do tests and 
rehersals to make sure the actor is safe and have an ash tray ready for it to be put out, 
as well as extra fire safety equipment on hand. If in rehersals the cigarette creates 
problems, we can cut it from the film. There is also a TV, but as it is not seen instead of 
a prop the effect can be created with lights. 



9 16

9 17

9 18

9 19

Props: keys, table, couch. The keys could be sharp and we can have a container for 
them in between takes.  There is also a TV, but as it is not seen instead of a prop the 
effect can be created with lights. 

Confined basement/garage location - we will make sure there is enough airflow with 
open doors/windows/fans and organise equipment and crew to allow enough space 
and flow. There will be iron bar props, the material they will be made of is not entirely 
known yet, but we will make sure they are firmly set (either actually stuck to ground and 
ceiling or supported by many sandbags) and use rehersals and blocking of equipment 
and crew to make sure movements work around them. The keys as props, they could 
be sharp and we can have a container for them in between takes. 

There is a prop/make up use of blood. We will use safe components (food dye and 
chocolate sauce creates a blood effect) and make up to create the look. 
Narrow/confined hall location - have only essential equipment and crew in location, 
other equipment and crew can stay in adjoining rooms

Other safety issues carry over from previous page. 
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Location Safety 
Report 



Safety Report  

Name of 

student(s) 

Jianna Catbagan, Dakota Melvin, 

Isaac Arandale Bioletti, Antonella 

(Ellie) Gonzalez, Ash Mcc 

Assignment The 

Creative 

Producer 

Project Unhinged Report produced by. Antonella 

(Ellie) 

Gonzalez 

Location #1 

Daniel’s House - 

Interior 

 

Address 

8 Trickett Place, 

Isabella Plains 

ACT, 2905 

Access: Permission was given by Ash to film at her house 

 

Power: Power outlets available throughout the house 

 

Emergency services:  

(Nearest medical services) 
• Tuggeranong Square Medical Practice 
Address: 1/341 Reed St S, Greenway ACT 2900 
Hours: 8am – 6pm 
Phone: (02) 6175 0400 
 
 
• Canberra Hospital 
Address: Yamba Dr, Garran ACT 2605 
Hours: 24hr 
Phone: (02) 5124 0000 
 
NOTES – Hazards and Solutions: 

As power outlets run throughout the house, risk of wire crossing over 
one another and causing a tripping hazard to persons or lighting 
equipment. 
Solution – Keep the wires to the walls and/or use a cover to prevent 
tripping hazard 



Location #2 

Daniel’s House – 

Exterior 

 

Address 

Blundell Cottage, 

Wendouree Dr, 

Parkes ACT 2600 

Access: The owner has given permission for filming the exterior of the 

house but not the interior. 

 

Power: There is no power outlet will have to rely on natural sunlight, 
however if needed will use an external power outlet source. 

 

Emergency services:  

(Nearest medical services) 
• Cavalry Public Hospital, Bruce 
Address: 4 Mary Potter Circuit, Bruce Capital Territory 
Hours: 24hr 
Phone: (02) 6201 6111 
 
 

NOTES – Hazards and Solutions: 

An EXT. scene with little equipment 

 

Location #3 

Basement 

 

Address 

Studio room 13, 

Building 9, 

University of 

Canberra Campus 

Access: Hire the room from the Media Resource Centre in Building 9 to 

use the studio as classes are also held in this room. 

 

Power: There are numerous power outlets in the room to access power. 

 

Emergency services:  

(Nearest medical services) 
• University of Canberra Hospital 
Address: 20 Guraguma Street, Bruce ACT, 2617 
Hours: 6am – 9pm 
Phone: (02) 5124  0000 
 
• Cavalry Public Hospital, Bruce 
Address: 4 Mary Potter Circuit, Bruce Capital Territory 
Hours: 24hr 



Phone: (02) 6201 6111  
 
(Security Office) 
• Security Office, Building 8 University of Canberra campus 
Address: 11 Kirinari St, Bruce ACT 2617 
Hours: open between 9am – 9pm 
Phone: (Security office after hours) 6201 2222 
 

NOTES – Hazards and Solutions: 

Tripping hazard as the studio room will be covered in wires, equipment 

and props 

Solution - Keep the wires to the walls and covered in sandbags and 

covers 

- Have a limited amount of people in the area if too crowded in 

props 
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