
Links

Link to Video: https://youtu.be/BV3HSAoZ7OM 

Link to Sound Files: https://drive.google.com/open?id=158zdoPPo2wk07bKasa_ElMZT8dfxGs2a 


Updated Log Line - loose change


Previous - 

In this inspiring drama, a young university student saving up to spoil herself with a luxurious 
item second guesses her intentions after a surprise encounter. 


New - 

In this inspiring drama, a young university student is saving up to buy a luxurious item when a 
surprise encounter makes her second guess her intentions.


Spotting/Sound Log - loose change


Name of Sound 
Clip

General Area of 
film & time in/out of 
film (all listed if 
multiple)

Type of Sound source intention

Background and 
Earphone Music 

File name:  
3858-harlequin-
by-kevin-
macleod.mp3

Opening: 0s - 10s

Montage:


10s - 12s

13s - 14s 

15s -16s

18s - 19s


Middle: 21s - 31s

End: 


34s -38s

48s - 55s


Non-Diegetic: 
In the beginning 
the music acts as 
a non-diegetic 
element. Viewers 
believe it is simply 
background 
music. Is only 
heard by one 
character. No one 
else in the room 
can hear it.


Diegetic Source 
Connected & 
Disconnected:  
In the middle/end 
viewers begin to 
realize the music 
is coming from the 
characters 
earphones. 
Earphones are 
shown in most 
clips with 
character - else it 
is implied she 
wears them 

Music from 
https://
filmmusic.io

"Harlequin" by 
Kevin MacLeod 
(https://
incompetech.co
m)

License: CC BY 
(http://
creativecommon
s.org/licenses/
by/4.0/)

Helps in creating 
the overall 
experience - 
specifically in 
creating the mood 
and tone of the 
film. I chose the 
sound clip 
because of the 
combination of 
upbeat and 
cinematic 
elements in the 
sound creating an 
inspirational 
feeling. 


Is also used as a 
way to further the 
narrative as you 
realize that music 
is connected to 
the diegetic world. 

https://youtu.be/BV3HSAoZ7OM
https://drive.google.com/open?id=158zdoPPo2wk07bKasa_ElMZT8dfxGs2a
https://filmmusic.io
https://incompetech.com
http://creativecommons.org/licenses/by/4.0/


Door Squeak and 
Shutting 

File name:  
Door open/
close.wav 

Beginning: 0s - 8s Diegetic Source 
Connected:  
Door is part of the 
film’s world - if 
you were in the 
room you would 
hear it. Shown 
explicitly on 
screen - 
connected to 
visuals.

Recorded using 
Zoom H2n and 
Audio - Technica 
ATM10a 
Omnidirectional 
Microphone 

Aids in 
establishing the 
diegetic space and 
soundscape. 


Also used as 
foreshadowing 
that the sound is 
not strictly non-
diegetic because 
can hear over it.

Coins Dropping 
into Glass Jar 


File name:  
Final Coin Drop - 
synced with 
video.wav

Montage: 

10s - 11s

12s - 13s

14s - 15s

16s - 18s

19s - 21s

Diegetic Source 
Connected:  
Coins dropping is 
part of the actors 
actions - therefore 
part of the film’s 
world. Shown 
explicitly on 
screen - 
connected to 
visuals.

Recorded using 
Zoom H2n and 
Audio - Technica 
ATM10a 
Omnidirectional 
Microphone 

First time viewers 
introduced to the 
sounds of the jar. 
Is a key plot 
element driving the 
narrative. Sound 
not only aids in 
visuals but also 
furthers the 
diegetic feelings, 
bringing viewers 
into the film. 

Door Opening in 
Montage 

File name: 

Door Open/Close 
Repeated.wav

Montage: 

13s - 14s 

Diegetic Source 
Connected:  
Door shutting 
matches 
characters actions 
shown on screen 
and can be heard 
as part of the 
film’s world.

Recorded using 
Zoom H2n and 
Audio - Technica 
ATM10a 
Omnidirectional 
Microphone 

Replicates the 
opening scene in 
the montage. 
Repeated actions 
and sounds to 
show daily 
activities being 
repeated and that 
time is passing.

Jar Jingling as 
Moved 

File name:

Jar Jingle/
Open.wav

Middle: 

25s - 33s 


Diegetic Source 
Connected:  
In real life the jar 
would make 
noises/jingles if 
moved. 
Characters in the 
room would hear 
coins rattle and 
clasp open/close 
as seen by the 
camera.

Recorded using 
Zoom H2n and 
Audio - Technica 
ATM10a 
Omnidirectional 
Microphone 

Maintains the 
importance of the 
jar and brings 
viewers attention 
back to jar even 
when character is 
preforming actions 
such as walking. 


Can be heard over 
the earphone 
music.



Outside 
Background 
Noise 

File name:  
Outside 
Ambience.wav

End:

29s - 52s

Diegetic Source 
Disconnected: 
Outside 
environment noise 
is part of the film’s 
world - what the 
characters can 
hear - but is not 
explicitly shown 
on camera. Faint 
sound of talking 
and traffic is 
implied my 
setting; 
disconnected.


Sound Bridge: 

J-cut - sound 
starts as door is 
being opening; 
before the next 
shot outside.

Sound Effect 
From: https://
freesound.org/
people/jadend2/
sounds/205101/

By jadend2. 
Uploaded 
November 3, 
2013.

Creative 
Commons 
Liscense 0 - 
Universal Public 
Dedication (no 
copyright)

Differentiates 
between the 
different scenes/
environments - 
living room and 
outside walkway. 
Creates/defines a 
new space for a 
new location. 


Creates a smooth 
transition/lead in 
to the next shot 
and location.

Jar Jingle as 
Holding 
Stretched Out 
Arms 

File name: 
Jar and Coin 
Jingle 2.wav

End: 

41s - 43s 

45s - 46s

Diegetic Source 
Connected:  
Jar and coins 
rattling and 
jingling as jar is 
being moved 
would be heard by 
anyone in the 
walkway - in the 
film’s world - and 
movements 
explicitly shown 
on camera

Recorded using 
Zoom H2n and 
Audio - Technica 
ATM10a 
Omnidirectional 
Microphone 

Continues to 
mould viewers 
attention to the jar 
itself, and aids in 
establishing the 
diegetic 
soundscape 
outside - 
especially when no 
music is present.


Can be heard over 
the earphone 
music.

https://freesound.org/people/jadend2/sounds/205101/


Film Log (Shot List) - loose change


Echo Outdoor 
Footsteps 

File name: 
Walking footsteps 
stairway.wav

End: 

33s - 38s 

44s - 46s

48s - 52s

Diegetic Source 
Connected:  
Footsteps match 
the action and 
movement of the 
character. Can be 
heard by 
characters in the 
walkway.


Sound Bridge/ 
Diegetic Source 
Disconnected:  
J-cut used when 
transitioning from 
character walking 
and homeless 
person. Can no 
longer see the 
character walking 
but can still hear 
their footsteps

Recorded using 
Zoom H2n and 
Audio - Technica 
ATM10a 
Omnidirectional 
Microphone 

Aids in 
establishing and 
defining the 
outdoor space and 
relation of the 
character to other 
elements in the 
scene. 

Shot # General Area of film 
& time in/out of film 
(all listed if multiple)

Type of Shot

(close, long, 
medium)

Camera Angle 
& Movement 

Descriptorion Intent

1 Opening: 0s -10s MLS Low angle 
(eye-level to 
jar). Static 
movement

Character 
walks in the 
house and 
drops money 
- 1st time

Establishing shot for the 
montage - know what to 
expect later so cuts can 
be faster. Introduces the 
labelled jar and 
character

2 Montage: 10s - 11s BCU Extreme high 
angle (birds 
eye view) 
Static 
Movement

Initial money 
dropping jar - 
1st time

Sets up the jump cuts 
between the montage 
and established the 
fullness of the jar.



3 Montage: 11s - 12s MLS Low angle 
(eye-level to 
jar). Static 
movement

Character 
walks in 
house (new 
day new 
outfit) - 2nd 
time

Montage scene shows 
time passing as the jar 
is filling up with money. 
Shows the repeated 
daily dedication that 
allows the jar to become 
full. Character is 
devoted to buying the 
item and montage 
shows the consistency 
of her saving, gaining 
more and more money 
over time. 

4 Montage 12s - 13s BCU Extreme high 
angle (birds 
eye view) 
Static 
Movement

Money drop 
(jar slightly 
more full that 
shot 2) - 2nd 
time

Shows money jar 
slowing getting more 
and more full

5 Montage: 13s - 14s MLS Low angle 
(eye-level to 
jar). Static 
movement

Character 
walks in 
house (new 
day new 
outfit) - 3rd 
time

Shows characters daily 
habit and discipline of 
saving money in the jar

6 Montage: 14s - 15s BCU Extreme high 
angle (birds 
eye view) 
Static 
Movement

Money drop 
(jar slightly 
more full that 
shot 4) - 3rd 
time

Shows money jar 
slowing getting more 
and more full

7 Montage: 15s - 16s MLS Low angle 
(eye-level to 
jar). Static 
movement

Character 
walks in 
house (new 
day new 
outfit) - 4th 
time

Shows characters daily 
habit and discipline of 
saving money in the jar

8 Montage: 16s - 17s BCU Extreme high 
angle (birds 
eye view) 
Static 
Movement

Money drop 
(jar slightly 
more full that 
shot 6) - 4th 
time

Shows money jar 
slowing getting more 
and more full

9 Montage: 17s - 19s MLS Low angle 
(eye-level to 
jar). Static 
movement

Character 
walks in 
house (new 
day new 
outfit) - 5th 
time

Shows characters daily 
habit and discipline of 
saving money in the jar



10 Montage: 19s - 21s BCU Extreme high 
angle (birds 
eye view) 
Static 
Movement

Money drop 
(jar is full) - 
LAST time

Shows money jar 
slowing getting more 
and more full

11 Middle: 21s - 25s MCU Low angle 
(eye - level 
with jar). Tilt 
upwards.

Tilt from full 
money jar to 
character

Shows the money jar is 
finally full - saved up 
enough to buy item. 
Tilts upward to show 
facial reaction and 
excitement of character

12 Middle: 25s - 29s MS Slight low 
angle (even 
with 
countertop). 
Static 
movement.

Character 
closes jar 
walks to door

Transitions between 
coming home and 
saving up to having 
enough money and 
leaving to buy the items

13 Middle: 29s - 33s MS - MCU Slight low 
angle (even 
with 
countertop). 
Static 
movement.

Character 
puts on 
shoes opens 
door and 
leaves

Helps to transition 
between inside home 
and outdoor walkway. 
Visual hint that the 
scene/location will 
change in the next shot.

14 End: 33s - 34s LS - MLS Straight angle 
across 
(maybe 
slightly low). 
Static 
movement.

Character 
walking down 
outdoor 
walkway 
glimpse at 
homeless 
person.

Establishing shot for the 
new location (and 
characters position 
relative to this). 
Introduces homeless 
person and first reaction 
of character towards 
them.

15 End: 34s - 38s MCU High angle 
(from POV of 
character 
walking past). 
Slight shake 
cam and 
movement 
from right to 
left.

Close up 
shot of 
homeless 
person from 
POV of 
character 
walking past 

Allows more personal 
connection to character 
as viewers see through 
her eyes. Establishes 
the first connection 
emotional connection to 
the homeless person

16 End: 38s - 43s MLS Straight angle 
across 
(maybe 
slightly low). 
Static 
movement.

Character 
stops walking 
and 
contemplates 
what to do 
with jar

Shows the characters 
thought process when 
deciding what to do with 
the money. Looks fondly 
at jar contemplating



17 End: 43s - 44s MCU High angle 
(from POV of 
character). 
Slight shake 
to represent 
character 
looking back.

Close up 
shot of 
homeless 
person from 
POV of 
character 
looking back 

Highlights the 
character’s reflection on 
the homeless person 
she just walked past. 
Brings the homeless 
person back up to 
memory/importance

18 End: 44s - 46s MLS Straight angle 
across 
(maybe 
slightly low). 
Static 
movement.

Character 
turns around 
and gives jar 
to homeless 
person

Shows the decision that 
the character made by 
her walking back the 
way she came from.

19 End: 46s - 48s MCU Slight High 
angle from the 
POV of 
character as 
giving jar) 
Static 
movement

Character 
gives the 
money jar to 
the homeless 
person

Shows the facials 
reaction of the homeless 
person receiving the 
money jar.

20 End: 48s - 49s MLS Straight angle 
across 
(maybe 
slightly low). 
Static 
movement.

Character 
walking back 
down the 
hallway 
without the 
money jar

Shows that the 
character is content and 
happy with her choice to 
give the money to 
someone in need

21 End: 49s - 52s MCU Straight angle 
across (eye 
level with 
homeless 
person). 
Static 
movement.

Homeless 
person 
opening jar, 
looking at 
money, and 
looking at 
character

Shows the emotional 
reaction of the homeless 
person almost 
dumbfound at what just 
happen. Looks back at 
the character in happy 
shock.


