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1 Introduction and context   

 

Video is a flexible medium for communicating ideas to audiences.  It can be used for many 

purposes, including to entertain, educate and motivate.  The project under consideration in this 

critical review educates viewers about HIV rapid testing and motivates them to attend for 

testing if they are concerned about HIV.  It focused on the kind of circumstances in which an 

HIV test may be appropriate, and on exposing the test process, with an emphasis on its 

simplicity and speed.  The audience of the video consists of visitors to the LGBT Foundation’s 

web and social media sites; people who are unsure if an HIV test is right for them; and those 

who may be apprehensive about getting tested.  It may also be used as part of the Foundation’s 

workshop programmes.  

There is a careful balance to be struck between the entertainment and educational elements of 

a video such as this.  Given that the audience is not mandated to watch it, the video needs to 

draw the viewer in so that they want to watch what happens next.  Koumi (2014) identifies 

pedagogic roles for video, and advocates its use not only as a practical way of showing 

dramatised interactions and sequencing and pacing steps, but also as a means of motivating 

viewers and provoking emotions they may act on.  For these reasons, it was decided to link the 

elements of the video together dramatically, and to prioritise production values to ensure that 

the quality of the video didn’t put viewers off.   

The focus of this critical review will be on the construction of the narrative, and the use of on-

screen elements and graphics. 

2 Narrative construction 

 

The story serves a dual purpose; to engage the viewer and provide key information to help 

meet the learning objectives. 

There is a clear structure to the narrative, which effectively splits the story into sections.  This 

serves as a way of organising the content to be communicated (Koumi, 2006, p. 110) and to 
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segment the material into sections that correspond with the concepts being covered, breaking 

it down into more manageable chunks, as advocated by Mayer (2009, pp. 207–209).  The video 

was split into four main sections – introduction, going for the test, the test itself, and 

conclusion. 

The video was time restricted.  This made fitting in character development and relationships 

difficult to do through dramatisation.  It was decided that using on-screen text messaging 

elements was a good way to introduce the initial characters, their names and a sense of their 

relationship in a short amount of time.  It is also a technique familiar to viewers through 

programmes such as the Sherlock television series (Zhou, 2014).  An additional purpose was to 

indicate a dilemma for the main character and provide a set-up for the subsequent 

conversation (figure 1).  

 

Figure 1: Text messages 

The conversation between Sebastian and Shona was intended to be shot in a bar, however, due 

to access limitations and the availability of the actors, the scene was filmed in a very different 

environment.  Footage filmed in the bar was then used to create the impression that the 

conversation took place there. 

The concept of logical connections was used to set the scene and “create the illusion of a real, 

physical world” (Katz, 1991, p. 146) with a shot of Sebastian entering the bar followed by 

atmospheric close-ups, before cutting to the conversation scene.  Background audio was also 

used to carry the mood between the scenes and create the sense of a busy space.  Attention 

was paid to the sound levels to ensure it was realistically loud, without drowning out the 

character’s voices.  
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During editing, two issues with the footage were noticed; there was no video of Sebastian 

during the beginning of the pre-test counselling, and the test itself was poorly framed. 

The first problem was tackled through editing.  Katz (1991, p. 145) describes the Kuleshov 

effect, in which neutral shots of a face juxtaposed with different sequences results in the 

interpretation of neutral shots as distinct responses to each sequence.  By using reaction shots 

taken from other parts of the footage and interspersing them through the counselling section, 

it was possible to take advantage of this effect and adequately break up the pre-test shot. 

The framing issue with the test was harder to deal 

with.  It was conducted quickly, making camera 

movements too obvious to be usable.  The subject 

moved their hands after the initial framing, meaning 

that the action was concentrated at the top of the 

screen (figure 2).   

The only way to correct this was to re-shoot the footage.  Fortunately, this was possible, and 

the result was a much better framing, and a slower test which was easier to follow.  Due to the 

different conditions, it was necessary to adjust the colour levels to avoid a significantly different 

tone to the lighting between the scenes (figure 3). 

Figure 2: Colour correction to match footage 

  

Colour corrected footage Original footage 

 

  

Figure 2: Original footage of test procedure 
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3 Graphics and on-screen text 

 

On-screen text was used in three ways.  The initial part of the video consists of an animated 

introduction including the logo of the charity and the learning objectives.  These were included 

so that the viewer is fully informed about what the video will cover to help decide whether it is 

useful for them to watch.  Koumi (2006, p. 109) advocates progressive disclosure of objectives 

in video to avoid revealing too much of the content, potentially altering the impact the video 

could have.  Therefore, the learning objectives are phrased simply to ‘signpost’ the objectives 

rather than stating them in detail.  Progressive disclosure was not felt to be appropriate in this 

case due to the short length of the video, and the risk that it might spoil the flow, and reduce 

viewer engagement. 

The second use was to extend the information provided 

in the narrative during the conversation between 

Sebastian and Shona.  The aim here was to flag learning 

points about risky sex and HIV prevention (figure 4).  

Thirdly, on-screen text was used to explain the steps 

involved in the testing process (figure 3). 

Mayer and Clarke (2012, p. 123) would suggest using a 

voiceover for these purposes, due to the modality effect – where audio narration results in 

greater learning and lower cognitive load than using text when combined with pictures.  

However, it was felt that this would break the flow of the story.  Additionally, the steps and 

information popups shown were short and well-paced, with the on-screen text providing 

context to the different stages of the test and dialogue, rather than being essential to the 

learner’s understanding.  If the video had been designed to enable the viewer to carry out the 

test, or understand its mechanism in greater detail, then voice over would have been more 

appropriate, and further reinforcement such as a summary of the steps could have been 

included.  Mayer (2012, p. 128) suggests that the modality effect is less important where the 

material is simple and the learner can have control of the pacing as is possible with video 

through the use of on-screen controls.  Kruger and Doherty (2016, p. 23) argue that video as a 

Figure 4: On-screen text 
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medium is difficult to assess from a cognitive load perspective due to the need for continuous 

measuring, plus an assessment of both cumulative and total load, and that the measures of 

cognitive load available do not meet the required standard of precision. 

4 Summary 

 

Due to its audience and use cases, the final video represents a balance between educational 

and entertainment aims.  A video on social media must be able to engage its audience to 

maintain viewers, and an educational video must meet its learning objectives.  If this had been 

a video for a student audience, more of the guidelines suggested by Mayer and Koumi may 

have been appropriate but may have made for a less interesting film and reduced its potential 

reach. 
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Appendix 1 – Percentage original footage 
 

The footage in this video was 100% original content, shot specifically for this project. 

Appendix 2 – Software used 
 

Storyboarding and shot planning – Celtx Shots (iPad app) 

Editing – Adobe Premiere Pro CC 2018 

Animations and on-screen text – Adobe After Effects CC 2018 

Graphics – Adobe Illustrator CC 2018 

Audio – Adobe Audition CC 2018 

Rendering – Adobe Media Encoder 2018 
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