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ECU extreme close 
up:

Intimacy. Gives a lot 
of info about feelings 

and the inside of 
characters. It points 

something really 
important for the story. 
When we see objects 
or a part of the body it 

is cut-in.

TIPOS DE PLANO SEGÚN EL ENCUADRE

CU close up: 
It shows head and shoulders. It strengthen the 
identification with the character, as we can see 
the face in detail. Very useful and  star-system 

and indispensable for the Star-System.

MCU medium close up: 
very versatile, the character appears to chest. 

Very used in romantic scenes.

MS mid shot: 
We see the figure to waist. It tells about body language 

and costumes.
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MLS medium long shot:
Knees or ankle cut. Better for context, we loose 
detail.The purpose of the composition is to allow 

complex dialogue scenes to be played out 
without changes in camera position

Very frequent in westerns.

LS long shot: 
we can see the character complete and the place where she/he/it is. More objective, puts 

spectators away from emotions (it gives a break). It is used to suggest isolation and loneliness. 
The ELS extreme long shot, emphasizes the background and the camera is at its furthest 

distance from the subject.

ES establishing shot:
similar to long shot, it informs about the place where the 
action is going to take part. Opening shot or sequence.
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HIGH:
the camera is over the character so 
the spectator looks overhead. This 

makes that we think that the 
character is modest, vulnerable or 

inferior .

WORM’S ANGLE:
now the espectador feels vulnerable so 
we think that the character is someone 

superior or fearsome (or a 
megalomaniac).

FORESHORTENING:
the camera is placed in an unusual angle so we 

can see what it is impossible from a normal 
position. It personalizes the point of view and it 

saves filmstrip (so it saves money).

DEEP FOCUS:
we can tell two scenes in one (one in the 

forefront and the other in the background). 
What happens in the background 

explains, nuances or emphasizes what we 
see in the foreground.
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ECHOE:
Mirrors show up what a character thinks 
about him/herself. They can create the 

sensation of echo, labyrinth or to deform the 
reality…

SUPERIMPOSING:
Very used in the early cinema, it is one of 
the first FX. We can suggest memories, 

dreams, spirits…

FLOOR SHOT:
Used by the first time in Japan by Yasujiro 
Ozu to show the daily life of a culture that 
lives mainly on the floor. On the west it is 

used to show the feet.

FOCAL POINT: 
By using one point perspective makes 

architecture as other character with a sense 
of curiosity or anxiety.


