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This 60-minute live-to-tape game show follows 5 contestants, through 5 mini-
games, in 5 different decades, as they search for their happiness.

1950s (Childhood): Living with little to no technology, players are tasked to
draw pictures for their families and since they’re just kids, they’re still
learning how to draw. Players will play Pictionary using a…giant life-sized
pencil. 

1960s (Adolescence): On a night out at the karaoke with their friends,
players will listen to the verse and pre-chorus of songs from the 60s, then
have to accurately guess the lyrics to the chorus.

1970s (Marriage): During their wedding, players are heading into their first
dance and play Dance Dance Revolution to gain the highest scores. Their
ranking will determine their “happiness” in their marriage. 

2000s (Mid-Life Crisis): Players are called into their boss’ office to be
tested for a promotion. They must memorize a detailed picture within 5
minutes and will be quizzed on what they remember.

2020s (Retirement): During the height of the COVID-19 pandemic, players
are infected with the virus. With physical restrictions, players compete in a
rapid-fire trivia-style race to get the vaccine first and receive immunity.

CONCEPT DOCUMENT

The Life of Five
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SHOW DESCRIPTION

GAMES BY DECADE

This follows 5 players as they “live” through 5 different decades starting from
their childhood in the 1950s. Hosted by the Gamemaster, it features 5 mini-
games each set in a different room and themed decade. Each game correlates
to a major life milestone for that decade to help players determine their
outcome: childhood, adolescence, marriage, mid-life crisis, and retirement. 



MISSION STATEMENT

Five Alive Productions aims to entertain and engage audiences through a light-
hearted, fun-loving game show. Viewers can connect with diverse players as
they watch them grow up and transition through various milestones, seeing
how they navigate life’s challenges. They will cheer on players from home,
reminisce on their past, and gain a glimpse into their potential future. Five Alive
strives to test the audience’s knowledge and skills as they watch the mini-
games unfold and bring joy while watching The Life of Five. 

TARGET AUDIENCE

Our intended target audience for our game show is 16 - 60 year olds. We
believe The Life of Five would fit the best with this group as our concept can
entertain has potential to entertain a large age variety, and also because it is a
common target audience for similar game shows within our theme. We started
with 16-year-olds as they can feel more captivated by content that feels more
mature and can appreciate the aesthetics and notions presented throughout
the show. We chose to stop at 60 as that is commonly the cut off with other
target audiences for different game shows, since viewers older may not feel
intrigued and drawn to the ideas our show discusses.
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Genevieve Ti
Director

Sophia Lee
Producer

As the Producer, Sophia Lee is excited to bring Five
Alive’s dreams to reality. From paperwork, crew, and
vision for the entire show, she is ready to take on the
responsibilities and pressures of a producer. She is
pursuing a concentration in Television & Video, with
volunteer experience in multi-camera and live event
student productions. In the past year, Sophia has
interned as production and unit assistants. These
positions developed her skills to produce content, work
with large teams, and understand show development.
She cannot wait to help bring life into The Life of Five.

As the director, Genevieve Ti brings a dynamic and creative
vision to The Life of Five. Her focus on storytelling through
gameplay is evident in every aspect of production, from
coordinating multi-camera setups to balancing tension,
humor, and excitement. Fresh from completing the
selective “RTA in LA” intensive course, this production is a
culmination of her experience in unscripted television and
multi-camera productions. As a third-culture individual,
first-generation immigrant, and woman of color, Genevieve
is passionate about exploring diverse media styles and
formats. Inspired by the classic board game The Game of
Life, the visual styling of different decades, and Korean
variety show formats, she’s directing The Life of Five as a
visually driven game show with intention.

genevieve.ti@toronto
m

u.
ca

sophia.xavierlee@toronto
m

u.
ca

  

MEET THE TEAM!
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Faye Yang
Creative Director

Melanie Ng
Technical Producer

Melanie Ng is the Technical Producer for The Life of Five.
She is responsible for overseeing all technical aspects of
our production, including lights, cameras, editing,
microphones, and sound. With a passion for the world of
multi-camera and broadcasting, Melanie brings industry
experience as a production intern at Breakfast Television.
In school, she has experience in various production roles
from Met-TV, Mass Exodus, TMU Bold Broadcasts, and
the TARA Awards. Melanie’s well-rounded skill set with
equipment in live productions serves as an asset in
determining the show’s technical needs from both an
operational and aesthetic standpoint. 

melanie.ng@toro
nto

m
u.

ca

As the Creative Director for The Life of Five, Faye Yang
cannot wait to help bring the show to life. With extensive
experience in multi-camera and live events, and even
more in art and design, she is ready to combine her
creative vision and love for live entertainment together
to elevate the show to its highest potential. She will be
responsible for the development of the show’s creative
aspects from pre-production to post-production,
including set design, game show concepts, visual styling,
and the overall aesthetic. Collaborating closely with the
executive team, she will ensure that all the visual
elements flow together and enhance the immersive
storytelling of the show!

faye.yang@toro
nto

m
u.

ca
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Allicea Sivanesan
Business & Logistics Manager

Estella Chiu
Art Director

As the Art Director, Estella Chiu is eager to turn the
concepts and creative vision of The Life of Five into an
immersive production through props, set designs,
costumes, and other design elements. Her experience in
creative teams across internships and student groups
has honed her skills in conceptualizing ideas and
developing compelling visual designs. Additionally, she'll
oversee the post-production editing of the final show.
With her background in content creation and editing
student productions, she's looking forward to bringing
together different elements of the show to the final edit. 

estella.chiu@toro
nto

m
u.

ca

As the Business & Logisitcs Manager, Allicea handles the
budget, sponsorships, and outreach for the production
with the support of their team. They’re currently
studying Television and Film with a minor in Live Event
Management and have hands-on experience in multi-
camera live production, event planning, venue
coordination, concert operations, and more. Excited to
utilize and grow their skills on this project, Allicea is
thrilled to be involved in something so close to their
heart, especially since their family loves the Game Show
Network. They can't wait to be part of this memorable
RTA experience with such a fantastic team of people.

allicea.sivanesan@to
ro

nto
m

u.
ca
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SHOFLO RUNDOWN
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SHOFLO RUNDOWN
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EDITED SHOW RUNDOWN
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EDITED SHOW RUNDOWN
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UNBLOCKED SCRIPT



UNBLOCKED SCRIPT
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UNBLOCKED SCRIPT
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GAME SHEETS

Living with little to no technology, players are tasked to draw pictures for their
families. Since they’re just kids, they’re still learning how to draw. Players will play
Pictionary using a…giant life-sized pencil.

The drawer stands at the easel while the other four players, the guessers, sit.1.
 The drawing player picks a card from a deck on a table.2.
 The drawing player places that card into the discard pile on the table after
looking at the card. 

3.

 The drawing player picks up the life-sized pencil and starts drawing on the easel. 4.
 Drawers are forbidden from drawing words and numbers5.
 The guessing players try to guess what the drawing is.6.
 If a drawing has been guessed correctly, the drawing player will repeat the
previous steps by picking up another card.

7.

 Exact words only - must say the prompt8.
 The drawer has 1 minute to go through as many drawings as they can9.
 Points will be awarded on how many prompts were completed.  10.
 Once time is up, the players will rotate and a new drawer will go.11.
 This next round repeats the previous steps until all players have drawn.12.
 The total gameplay time is 6 minutes (1 minute per player + buffer).13.

Drawing Promps:
Elvis Presley
Soda Pop
Mr. Potato Head

Advantages from the Wheel of Life:
GROWTH SPURT: Regular-sized market for the drawer
PLAYTIME: Add 15 seconds
TOO EASY: Pile of easy prompts

Disadvantages from the Wheel of Life:
ONE HAND: The drawer must use one hand to hold the pencil
MADE A MESS!: Sunglasses with smiley face stickers 
TIME OUT: Subtract 15 seconds

Elf
High Heels
Teddy Bear

French Fries
Birthday Cake
Mini Van
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GAME SHEETS

On a night out at the karaoke with their friends, players will listen to the verse and
pre-chorus of songs from the 60s, then have to accurately guess the lyrics to the
chorus.

 One player, the singer, will stand in the middle of the room with a mic stand,
while the other four players sit behind them.

1.

 They will be given lyrics for the first verse and pre-chorus of a popular 60s song.2.
 They must read the lyrics aloud and try to sing the correct melody of the song
while reading.

3.

 If they get the correct melody, then can sing the rest of the lyrics and sing
the chorus if they know the lyrics.

a.

 If they achieve the correct melody and chorus with the right lyrics, they receive
3 points

4.

 If they get the correct melody and half-correct lyrics for the chorus, 2 pointsa.
 Correct melody, no chorus, 1 pointb.
 No melody, 0 pointsc.

Song Choices:
Can’t Take My Eyes Off Of You by Frankie Valli
Be My Baby by The Ronettes
I Want You Back by The Jackson 5
Can’t Help Falling In Love by Elvis Presley
Sweet Caroline by Neil Diamond

Advantages from the Wheel of Life:
ALLOWANCE: The first 7 seconds of the song will be played
DON’T DIG IT: Singing player can choose another song
FIVE FINGER DISCOUNT: Singing player can switch songs with another player

Disadvantages from the Wheel of Life:
DOUBLED-UP: Lyrics of another song will be spoken in the background
throughout your turn
WHITE OUT: Lyrics will be missing some words
SKIPPED CLASS: The lyrics to the pre-chorus will be removed
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GAME #2: 1960S



GAME SHEETS

During their wedding, players head into their first dance and play Dance Dance
Revolution to gain the highest scores. Their ranking will determine their “happiness”
in their marriage. 

 One player, the dancing player, will stand on the Dance Dance Revolution mat
with the other four players behind them.

1.

 To play the game, a song will play and the player will have to step on four
arrows (pointing in different directions as laid out on the mat) with their feet to
musical and visual cues.

2.

 The song will be the same for every player unless their
advantage/disadvantage changes it.

3.

 Players will get a score from the game depending on how well they time their
dance to the patterns presented to them.

4.

 Once they finish the song and get their score, they will switch positions with
another player, who will stand on the mat.

5.

 Each player will take turns playing on the Dance Dance Revolution mat until
they have all received their scores. The player with the highest score wins!

6.

 The total game time will be about 7 minutes long, with around 1m to 1m 30s of
songs per player.

7.

 The total song duration will be cut in post-productiona.

Song Choices: 
Disco Inferno by OK OK OK 
The Beat by Sparky

Advantages from the Wheel of Life:
BOOGIE DOWN: 1000 pts are added to your final score
OFF THE HOOK: The player can skip a song if it is too difficult for them
KEEP ON STEPPIN: They have a second chance to improve their score

Disadvantages from the Wheel of Life:
NEXT LEVEL: Dancer must dance to a slightly more difficult song 
DRUNK: The player will be spun around 10 times and must dance afterwards
WHAT?: The player will wear noise-cancelling headphones 
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GAME #3: 1970S



GAME SHEETS

Players are called into their boss’ office to be tested for a promotion. They must
memorize a detailed picture within 5 minutes and will be quizzed on what they
remember.

 Players will have 5 minutes to memorize as many details as possible within a
2000s-esque picture.

1.

This time will be shortened in post-production.a.
 Once the time is up, the board will be taken away and players stand at their
podiums with buzzers on top.

2.

The picture will be on-screen for audiences to see if their answer is correct.a.
 The Gamemaster will ask the players questions relating to the picture, and
players must buzz in to answer the questions with 10 seconds to answer.

3.

 Each question correctly answered will be one point awarded to the
corresponding player

4.

 If a player gets a question wrong, other players can buzz in to steal the answer.5.
 This Q&A period will go on for 3 minutes as players try to gain as many points.6.
 The player with the most points will win 3 pins, second most points - 2 pins, etc.7.

Questions: 
Q: What social networking site was featured?
A: Facebook
Q: Who is the famous NBA player wearing a yellow jersey in the image?
A: Kobe Bryant
Q: Who is the U.S. President shown giving a speech in this image?
A: George Bush

Advantages from the Wheel of Life:
CHEAT SHEET: A player can have a piece of the picture to look at during the Q&A
period
MEETING MINUTES: A player can take notes during the memorization period
OVERTIME: A player can study the picture for an extra 30 seconds

Disadvantages from the Wheel of Life:
TOO COOL: A player must wear sunglasses during the memorization period.
SLACKER: A player will have only 4 minutes to study the picture
LOW FIVE: A player will have 5 seconds to answer the question
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GAME #4: 2000S



GAME SHEETS

During the height of the COVID-19 pandemic, players are infected with the virus.
With physical restrictions, players compete in a rapid-fire trivia-style race to get
the vaccine first and receive immunity.

 All players will line up at the starting line, with buzzers attached to a lanyard
hanging around their necks.

1.

 The Gamemaster will ask a 2020s pop-culture trivia question and whichever
player buzzers first, will have the opportunity to answer the question.

2.

Players have 10 seconds to say their answer and can lose their turn if they
fail to answer.

a.

 If the player is incorrect or loses their turn, other players can steal their
question and answer.

3.

 Whoever answers correctly will move 1 steps forward. 4.
 These rounds will repeat, the Gamemaster asking a question and players
answering until a player reaches the finish line.

5.

 Whoever reaches the finish line first, wins the game and receives immunity. The
player earns the amount of points in correlation to their position on the
leaderboard.

6.

 Ex. If a player is first on the leaderboard, they will earn 5 points. If a player is
last on the leaderboard, they will earn 1 point. 

a.

Possible Question Examples: 
Q: What does the acronym “iykyk” stand for? A: If you know you know
Q: Who is the most subscribed YouTuber? A: MrBeast
Q: Name 3 TikTok dance challenges. A: Renegade, Say So, Savage (answers will
vary)

Advantages from the Wheel of Life:
WALKER: A player will be granted 1 extra step for each question answered
correctly
LIFELINE: A player will receive a hint from the Gamemaster
FREEBIE: A player will have a one-time chance to steal a point from another
player who answered correctly

Disadvantages from the Wheel of Life:
FELL ASLEEP: The player skips their turn when the game starts
LIFE GOES ON: They will only have 5 seconds to answer the question
ROUGH START: They will be asked a difficult question when the game starts
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GAME #5: 2020S



PRE-PRODUCED CONTENT
Since The Life of Five is a live-to-tape gameshow, we will require pre-recorded
content to use on production day. These videos will be produced, recorded, and
edited before production day. Five Alive Productions will form a feature
production team to ensure everything is completed. 

Intro Animation: This opens our show and helps set the tone for viewers,
previewing what the show is about. It is upbeat and intriguing for audiences,
keeping them engaged and interested. This will likely be a motion graphics
project, and we may outsource production. Aim for 30 seconds in duration. 
Gamemaster Introduction: Following that, the Gamemaster introduction
video introduces TLOF’s host, the Gamemaster. Viewers will only hear the
Gamemaster and their character is an ominous presence. The Gamemaster
will explain the show’s format, how contestants earn points and the game’s
objective. The video will showcase each decade’s set, props, and details that
may be missed during gameplay. The Gamemaster will narrate through voice-
over and ensure viewers understand the show’s concept. Aim for 45 seconds
in duration. 
Mini-Game Instructions (x5): Each mini-game will have its own introduction
video, explaining the contestants’ life stage and providing instructions for that
mini-game. The video’s aesthetics and tone will connect with each decade,
meaning each video will look different. Aim for 45 seconds in duration per
video. 
Extro Animation with Credits: This closes our show and will be the last thing
viewers see. Like the Intro, this video will be created through motion graphics
and closely resemble the show’s opening. In addition to the animations, the
credits will appear throughout the video and feature the names of the
executive team and all crew involved. Aim for 1 minute in duration. 

GAME SHEETS

Happiness Pins (“Hap-pins”) are TLOF’s point system
The top 3 of each game wins players hap-pins
These will be physical smiley face pins that players
pin onto an accessory as they earn points
This provides a visual representation of each players
total points
The player with the most hap-pins at the end of the
5 mini-games wins!

WHAT ARE HAP-PINS?
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CHARACTER PROFILES

GAMEMASTER

CONTESTANTS

Johnny Thirakul (he/him) 
Johnny is a Hamilton-based actor with a childhood
dream of hosting a game show. With experience
varying from short films to theatre productions, he
makes the perfect entertaining and charming host
for The Life of Five. His enthusiasm heard through
his voice will drive the show and provide a guiding
hand for the contestants.

46

Paul Beniaminov (they/them)
Paul brings a unique character and personality that
enhances The Life of Five. They’re excited to
participate in this show with their easy-going
personality and funny one-liners. With experience
as a social media host/personality, they’re a self-
proclaimed “clown” online.

Dharshini Kannan (she/her)
Dharshini’s talkative, funny, and outgoing
personality is the perfect addition to our line-up.
She has been acting since elementary, has won
awards in theatre, and loves to improv. Her energy
lightens up the mood and her eagerness to try new
things will shine in our show. 



CHARACTER PROFILES

CONTESTANTS
Maya Tan (she/her)
Maya provides a competitive, energetic, and funny
vibe to The Life of Five. She loves playing games
and makes an effort to thoroughly understand each
game. She loves to be silly and has no shame in
making a fool of herself.
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Jimmy Rai (he/him)
Jimmy is eager to bring life to The Life of Five
through his awkward yet charismatic personality.
He brings fun energy to the show by lightening the
mood with his jokes, without holding back on his
competitive side. Jimmy is the perfect addition to
our cast and will bridge any awkwardness, by being
awkward himself.

Rina Elias (she/her)
Rina has experience hosting and being on-camera
in studio environments, allowing her personality to
shine. She’s quick on her feet which makes her
improvisation witty and entertaining, She isn’t
afraid to do something outlandish to keep the
energy going. 



PLATFORM & PREMIERE

The intended platform to showcase our project is YouTube. It is easily accessible
as viewers can watch anywhere on their preferred device, on their own time. This
also creates an opportunity for The Life of Five to go viral online since the general
public can watch the show and increase exposure. As we are creating and
crediting all assets, we will ensure YouTube doesn’t take down our show due to
copyright policies and any potential ad revenue. We will ensure that the
comments section is a safe space for viewers to express their excitement for the
show. 

The Life of Five will have a two-element premiere process: a premiere/thank you
party and a YouTube premiere countdown. Five Alive Productions wants to extend
gratitude towards their entire crew and celebrate their hard work through an in-
person party. The venue will be somewhere central to everyone, preferably free or
cheap to rent for the night. We will place props from our show around the space
so attendees can immerse themselves in the show’s aesthetics. There will be light
refreshments and finger food for attendees while they chat and mingle with one
another. At some point in the night, we will premiere our show for everyone to
watch and enjoy, with a potential Q&A afterwards. 

While the premiere party occurs, there will be a YouTube Premiere countdown on
the Five Alive Productions channel. It will feature a countdown to the release of the
show and a chat for viewers to interact with. People can watch the show together
and chat before the video is posted on YouTube. This creates a space for anyone
and everyone to enjoy the show, whether they’re in person or at home online. 
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The Life of Five will be filmed entirely on campus to save costs and ensure
accessibility for everyone. We will be using Studio C in the Rogers Communication
Centre, located at 80 Gould St, Toronto, ON M5B 2M7. This venue is a multi-camera
studio with pre-existing equipment already connected to its respective control
rooms. The studio floor is large enough to build our sets and ensure safe and fun
gameplay, with easy access to the props room. It is also free to rent out as RTA
students, saving our production costs.
 
Compared to renting out a new venue and learning how to use it, Five Alive
Productions is very familiar with Studio C as they’ve taken multiple classes there
and learned how to use each piece of equipment. The executive crew alongside the
RTA Technicians will answer any questions. 

Five Alive Productions will be shooting on October 15-17, 2024. This is the Fall 2024
reading week and the TMU campus will be free to film. We will coordinate with the
RTA Technician that is on standby to assist with any issues we run into. 
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VENUE: STUDIO C
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FLOOR PLAN



LOOKBOOK
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VISUALS



AESTHETIC TREATMENT

COLOUR PALETTE
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“The Life of Five” is a show that will aim to capture the viewers’ undivided
attention through its design and story. With five different decades and five
different sets, we will be creating and styling each set to match the setting of
each respective decade. The players’ styling and HMU will also be curated to
imitate the styling of each decade in the age group that they are playing as.
Various camera shots and lighting setups are planned to add to the atmosphere
of each setting as well. We will also be using post-production to edit the colour,
audio, and graphic elements to further enhance the overall viewing experience.
More detailed explanations of each area will be provided in the next few sections.

For our project, we will be using a combination of various bright colours to create
a cohesive brand identity across all aspects of the show. From marketing and
social media to show graphics, we will be using these colours consistently. These
shades of yellow, green, red, and blue are inspired by “The Game of Life”, and
represent the multitude of joyful feelings that you get when watching the show
(or playing the games)! We want to invoke positive feelings when the audience
sees these colours, and using them throughout our show elements and branding
will keep this atmosphere. Each of the colours also represent different feelings in
life that we want to portray in our show: red represents passion, yellow
represents happiness, green for new beginnings and growth, and blue for energy
& strength.

VISUALS



SET DESIGN

53

Since the players in our show will be travelling throughout various decades and
locations through time, we will be creating five different sets to replicate these
settings. Using two studios to increase efficiency, we will set up two large rooms with
three walls made with many wall panels. Each set will be decorated with various props,
furniture, and decor to transform the space within the walls to the setting and location
that we desire. This will establish a proper game setting area and increase the
immersive experience for the players as well as the audience. To achieve this look, we
will be sourcing the needed decor from online stores, thrift shops, rental prop places,
and borrowed from people. In addition, we will have two doors on either side of each
room, acting as the magical door the players walk through that leads from one decade
to the next.

Below will be examples of the kinds of furniture and props that we would like to use in
the sets.

The first game takes place in a children’s play room or
classroom-like setting, with toys, books, and other objects placed
around the colourful room. A rug will be on the floor, which is
where they will be playing the game. An easel with the drawing
paper stands on one side of the room. There will be childrens’
playing blocks and small shelves lined with objects.

GAME 1

VISUALS



GAME 2

GAME 3
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The second game takes place in a
karaoke room; a room with multi-
coloured lights and colourful walls
painted with music symbols, popular
albums of the 1960s displayed along the
walls. We may use small tables, a couch,
a karaoke machine, and other musical
items. Posters of musical icons and films
of the time line the walls.

The third game takes place during a wedding reception in
the 1970s, so the set will be decorated with flowers, drapes,
and other furniture to convey a wedding reception hall area.
Podiums with flower arrangements are placed around the
room, and a fake tiered cake will be placed on a table.

VISUALS



GAME 5
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The last game will take place in a retirement home in
the present day, with comfortable armchairs, nicely
curated decor, and warm light. We will place tasteful
paintings, old-fashioned curtains, a lamp, and other
simple home decor on wall flats on the set.

GAME 4

The fourth game will be in an office
setting in the 2000s; office chairs, desks
littered with notebooks and stationary,
fake plants, shelves lined with binders
and books, and more will be placed to
simulate that setting. 

VISUALS



PROPS LIST
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VISUALS



PROPS LIST

ELEVATION PLANS
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VISUALS



TALENT STYLING

GAME 1

58

The styling of the players will be changed according to the decade and the
stage of life that they are in. We will source most of these clothing pieces
from the players themselves, as well as from thrift stores and other shops.

For hair and makeup, we will keep the changes simple as we are on a time
limit during the shoot days. Natural makeup will be suitable for most
decades, except for the teenage and wedding years (1960s & 1970s), where a
more colourful and bold look will be applied. Other than those two decades
where the hairstyling will be a bit different, in general, the hairstyling will be
kept more simple and natural.

The players will be dressed as children from the 1950s, with
simple denim, corduroy, and cotton garments. Smock dresses,
blouses, and matching accessories were popular for girls, and
colourful patterned collared short-sleeve shirts for boys
(striped & plaid). Knitted sweaters and cardigans for boys. Hair
and makeup will be left neat and natural.

VISUALS



GAME 2

GAME 3
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Set in the 1960s, the players will be dressed as their teenage selves.
Brighter colours and bolder patterns, more casual and fun clothing.
Bell-bottom jeans, tie-dye shirts, headbands.

As teenages in the 1960s, their makeup can be a bit more bold, with
eyeliner and colourful eyeshadow. Hair will be neatly made, with the
trending voluminous hairdos and headbands.

Set in the 1970s, the players are dressed as if they’re going to a wedding
as the guests. Simple loose, flowing gowns, pearl accessories, feather
boas. Glamorous evening dresses and suits. 

For makeup, sparkling eyeshadows and black eyeliner were popular for a
fancy wedding event. Voluminous curls, shag cuts, and feathered hair
were in style, which we can plan to simulate.

VISUALS



GAME 5

GAME 4
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The final game takes place in the 2020s during their retirement
years. The players will wear simple and comfortable clothing.
Cotton cardigans and light colours will be sourced for them.

Natural hair and makeup.

Players will be dressed as office workers in the 2000s. Bootcut jeans,
simple blazers and trousers. A much more modern feeling than the
previous game.

Hair and makeup will be kept clean and professional for this office setting.

VISUALS



x4 Studio Cameras 

x3 Pedestals 

x1 Tripod

x4 DUO Cables

x8 Pan Handles 

x4 Zoom Rockers

x4 Focus Knobs

x1 Lighting Board

x1 Chameleon Lighting Software

x1 5-Pin XLR Cable

x1 Lighting Grid + Lights

x2 Kino LED 30 Lights

x3 Grip Stands 

x3 Grip Arms

x3 Grip Heads

x15 Sandbags

x5 Power Reels

x6 Wireless Lavalier Microphones

x1 Booth Microphone

x1 Audio Receiver

x1 Intercom System

x5 Headsets

x2 Belt Pack

x1 Behringer X32 Audio Board

x1 QLab Audio Playback Software

x6 Foldback Monitors (2 Control Room,

2 Floor, 2 Audio)

TECHNICAL REQUISITION
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x1 Wii Console

x1 Dance Mat

x1 Sensor Bar

x2 Wii Remotes + Nunchuks

x1 120V AC Adapter Cable

x5 25’ BNC Cables

x3 HDMI Cables

x1 RCA to HDMI Converter

x1 HDMI to SDI Converter

x4 3-Pin XLR Cables

x1 Euro Cable

x1 Audio Mixer (Portable)

x1 Ross Carbonite Switcher

x1 DDR 

x1 CCU

x1 4-Monitor Multiviewer (1 Program, 1

Preview, 2 Source)

x1 AD Timer 

x2 Clocks (1 Control Room, 1 Floor)

x2 Program Monitor (1 Floor, 1 Booth)

x2 Laptops (1 Producer, 1 AD)

x2 Computers (1 DDR, 1 Audio)

x3 2TB Hard Drives

x1 Canon 5D MKIII Bundle

x2 Gaffer Tape

x1 Curtain Kit



CAMERA
The camera coverage remains uniform across all five decades to ensure cohesion
and consistency throughout the show. The show will integrate the standard
three-camera setup, along with an additional camera to assist with a wider
variety of shots as camera 4.

Camera 1 will be for close-ups, medium close-ups, and medium shots of the
players, specifically capturing players’ expressions and reactions primarily on the
right half of the set. This camera provides more detailed shots to enhance the
show’s narrative and audience engagement. From capturing closer shots, camera
1 will track players’ movements through panning and tilting. Outside of gameplay,
this camera may be required to capture medium two and three shots. This
camera will also be responsible for catching the action when players spin the
Wheel of Life as they receive their advantages or disadvantages.

Camera 2 will be the regular wide and medium wide shots located in the center of
cameras 1 and 3. Additionally serving as a safety shot, this ensures capturing all
action across the set, especially during gameplay. This camera will be utilized as
an establishing shot, as well as zooming in and out. These movements will be
incorporated during the beginning and end of segments and the entire show to
produce inviting, yet dynamic camera movements that signal an introduction or
conclusion. 

Camera 3 will also be for close-ups, medium close-ups, and medium shots of the
players. It captures players’ expressions and reactions predominantly on the left
half of the set. This camera provides more detailed shots to enhance the show’s
narrative and audience engagement. From capturing closer shots, camera 3 will
track players’ movements through panning and tilting. Outside of gameplay, this
camera may be required to capture medium two and three shots. 

Camera 4 will serve as an aid in presenting close-ups, medium close-ups, and
medium shots of the players. The camera will be positioned either to the right of
camera 3 or to the left of camera 1. Its main focus will be placed on capturing
more creative shots that the other three cameras may not be able to catch,
especially as players enter and exit each decade. Providing a diverse selection of
shots and angles, this camera ensures no key action or details are missed as
shots may be adjusted during post-production.

TECHNICAL TREATMENT
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LIGHTING
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Our primary source of music will derive from the show’s theme. The theme
music will undertake an upbeat tone to entice the audience’s attention,
while also blending a travelling-in-time twist considering the show’s
narrative as players progress through the decades. It will occasionally be
embedded beneath dialogue or pre-produced content, such as during
animations, the show’s intro, and extro segments. Upon transitioning into a
new decade, each will have a different theme reflective of either the era’s
style or the mini-game. As such, the 1970s marriage decade will have the
classic wedding march as its theme music. During gameplay, there will be
one consistent track across all five mini-games. Likewise to the show’s
theme, the gameplay music will be a steady upbeat rhythm to complement
the players’ fun and lighthearted energy.

The sound effects utilized will be frequently repeated during each game
with their main function as a signal. Several examples of sound effects we
will use include a jingle to indicate the end of a round, a buzzer for any
incorrect answers, a ding for correct answers, a time warp sound effect
transitioning between decades, and more. Additional sounds common to a
specific decade will be utilized within mini-games. For instance, in the 1960s
mini-game, a disk scratch sound effect following a song’s sound bite
denotes to players that it is their time to guess the remaining lyrics to the
chorus.

The host, the Gamemaster, will be presented as a voiceover. This will be a
strong narrative presence guiding the audience through the lives of the five
contestants. The Gamemaster will not only drive the lively atmosphere, but
will also add a dynamic twist to the show.

AUDIO
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TECHNICAL FLOOR PLAN
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LIGHTING PLANS
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CAMERA CARDS

75



FONT LIST
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ASSETS LIST

ITEM # ITEM NAME DURATION

1 Opening Animation 15s

2 Gamemaster Introduction 45s

7 Game #1 Instructions (Pictionary) 45s

15 Game #2 Instructions (Karaoke) 45s

23 Game #3 Instructions (DDR) 45s

31 Game #4 Instructions (Memorization) 45s

39 Game #5 Instructions (Trivia Race) 45s

51 Extro Animation + Credits 1m
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For post-production, we are planning on editing it so that each decade will emulate the
colouring and visual effects of the television programming during that time. We will be
doing simple colour grading to enhance the effect and match each decade. For example:
for the 1950s segment, since colour television wasn’t invented yet, we will edit the
footage to be black and white, and perhaps add interpolated effects or glitches to the
video to increase the immersive experience. We will edit each period to be as similar as
possible to the colouring and effects of that period. Though each period will look
different, we will ensure a consistent overall look between all the segments.

During the initial pass of the edit, we will be adjusting, adding, and cutting shots from
different cameras to create a streamlined show that flows well and has good pacing. This
is possible because we will be ISO recording each camera to make sure we have the
flexibility to edit our shots in the post-production process. We will ensure that the edits
improve the overall storyline to the greatest quality possible and that it stays engaging
for the viewers throughout the entire show. 

As for visual effects, we will be adding small graphic elements to simulate the television
graphics of that period, such as vintage stickers or text graphics. They will also be
cohesive with the other graphic assets created for the show and branding. An animated
bumper transition will be played in between decades as the players enter and exit each
decade as well.

During post-production, music and sound effects will be added. This provides more
ease and flexibility when making any adjustments, especially as all audio components
will not be combined in one mix. It assists in timing when music or sound effects
should be cued as adding them in post-production ensures desirable and correct
timing. With the contestant dialogues and the Gamemaster’s voiceover, these levels
will be balanced, maintaining consistency and clarity where the dialogue is neither
peaking, distorting, or too quiet. 

VISUAL EDITING

SOUND DESIGN

POST-PRODUCTION PLAN
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BUDGET
BUDGET OVERVIEW
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BUDGET
BUDGET OVERVIEW
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BUDGET
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BUDGET
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ART DEPARTMENT
BREAKDOWN



BUDGET
CROWDFUNDING

BREAKDOWN
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CROWDFUNDING
We fundraised at the practicum fair by selling stickers featuring our
mascot, Smiley. As of September 16th, we have successfully reached
our goal through crowdfunding on Indiegogo and personal transfers.
Indiegogo was the ideal platform for us due to its popularity and
support for student productions. To accommodate various
preferences and some associated fees, we also accepted donations
through personal transfers while still qualifying for Indiegogo perks:

We fundraised at the practicum fair by selling stickers featuring our
mascot, Smiley. As of September 16th, we have successfully reached
our goal through crowdfunding on Indiegogo and personal transfers.
Indiegogo was the ideal platform for us due to its popularity and
support for student productions. To accommodate various
preferences and some associated fees, we also accepted donations
through personal transfers while still qualifying for Indiegogo perks:
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SPONSORSHIPS

LINKS FOR REVIEW
Budget Overview 
Craft Breakdown (third tab)
Art Department Breakdown  (second tab) 
Crowd Funding Tracker
Sponsorshhip Tracker

Budget Overview 
Craft Breakdown (third tab)
Art Department Breakdown  (second tab) 
Crowd Funding Tracker
Sponsorshhip Tracker
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We have secured craft sponsorships from Patty King, Salad King,
Asian Legend, Maker Pizza, and South Street Burger.
We have secured craft sponsorships from Patty King, Salad King,
Asian Legend, Maker Pizza, and South Street Burger.

https://docs.google.com/spreadsheets/d/1r_HGyXq8SaT62AmmmK3903pIjrAJUR2V/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=truehttps://docs.google.com/spreadsheets/d/1r_HGyXq8SaT62AmmmK3903pIjrAJUR2V/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=true
https://docs.google.com/spreadsheets/d/1r_HGyXq8SaT62AmmmK3903pIjrAJUR2V/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=truehttps://docs.google.com/spreadsheets/d/1r_HGyXq8SaT62AmmmK3903pIjrAJUR2V/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=true
https://docs.google.com/spreadsheets/d/1so-eDlr7mlWdNipxyVlVDw0GylXeBphk/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=true
https://docs.google.com/spreadsheets/d/1so-eDlr7mlWdNipxyVlVDw0GylXeBphk/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=true
https://docs.google.com/spreadsheets/d/1so-eDlr7mlWdNipxyVlVDw0GylXeBphk/edit?usp=sharing&ouid=116857007319502686847&rtpof=true&sd=true
https://docs.google.com/spreadsheets/d/1YBr90PYqe6fR8Y3M1yrIECcrOgxopKOLd7VpMEaXgqM/edit?usp=drive_link
https://docs.google.com/spreadsheets/d/1162xoU5CUw-9Vt9D2cBa2p7eU0r7UkMmdmHmaEjrTCE/edit?usp=sharing
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The Life of Five is the only practicum group this semester developing a multi-
camera production in a game show format. It suggests the benefit of our
show’s particular uniqueness and limited competition. The show’s uniqueness
is further revealed as The Life of Five does not necessarily follow the traditional
structure of an American game show, especially considering the overarching
plot of contestants living through their lives. As a school production, there is
easy access to a studio-based environment accompanied by the necessary
equipment that is readily available. The show’s multi-camera aspect
additionally implies a reduced time required to both shoot and edit. The
majority of the show will be shot and edited live utilizing a switcher during the
days of production, increasing the efficiency of our project’s completion. As all
cameras will be simultaneously recorded, it provides flexibility in editing where
any camera angles require adjustments. This elevates a stronger narrative,
while minimizing the opportunity of missing any noteworthy moments.

STRENGTHS

As a student project with a limited budget, it restricts our creative freedom and
access to equipment. This produces difficulties in making our show distinctive,
along with the possible inability to execute the project’s look and feel as
intended. Along with a limited window of time to execute the production, there is
a high level of complexity involved in order to pull the show off successfully. It
may be difficult, but not impossible, to execute all five decades within a single
day, augmenting The Life of Five’s advanced content. It is important to note that
this production will only be as successful depending on the available resources.
Depending on the cast and crew sourced, there is the likelihood that some will
have limited experience in multi-camera environments. With these weaknesses
in place, it is essential our team has backup plans while constructing realistic
expectations regarding the show’s result.

WEAKNESSES

RISK ASSESSMENT
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As our show is a multi-camera production, this enables us to simultaneously shoot
from various angles where not all will be utilized for the final product. This provides
our show with the opportunity to take advantage of them by repackaging unused
shots for purposes such as social media marketing. These easy-to-access
platforms will attract a larger range of audiences, while also providing more
flexibility in creating content for marketing or trailers with different and refreshing
angles. With the increasing popularity of live-streaming platforms, The Life of Five
plans to be premiered through a YouTube livestream, reaching a wider and
perhaps a global audience. This drives our show to be more easily accessible
where the livestream can be watched anywhere and on any device. 

OPPORTUNITIES

THREATS
The obvious threat arises from the competition against several other practicum
groups developing live multi-camera productions. These may attract similar target
audiences to The Life of Five and possibly minimize our vast scope of viewers. An
additional threat emerges from the chosen days of shooting. If the production
involves shooting during reading week, this limits our availability upon seeking out
a solid team. As well, there will always be the risk that a cast or crew member may
not show up for the day of production. Our core team must ensure our cast and
crew are committed to the scheduled production day to minimize last-minute
conflicts. Lastly, the nature of live productions involves a significant amount of
equipment. This signals a higher likelihood of technical difficulties or malfunctions.
As this production demands it to be shot in a studio environment, it becomes
complicated where something as simple as tripping the breaker or a power outage
could cancel an entire day of production.
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KEY PERFORMANCE INDICATORS
1. Capture and engage our target audience with the show who have a solid
understanding of how the gameplay ties into the overarching storyline.

2. Identify a clear winner of the game that satisfies the audience’s viewing
experience.

3. Ensure straightforward gameplay that results in a smooth production shoot with
our cast, crew, scheduling, and budget constraints.

4. Encourage reasonably high and positive engagement on social media and online
viewership of the show.

5. Create an entertaining show using the available resources that the production
team is both satisfied with and excited about sharing.

HEALTH & SAFETY
The health and safety risks fall under the technical elements. It is important to be
aware of hazards that can result in tripping and falling from loose cables and wiring.
Cables must be given enough slack where they are compiled together, securely
taped on the floor, and if available, under floor mats. There is additionally a hazard
using overhead or suspended equipment, cables, and props. To avoid injuries from
falling equipment, they must be properly secured where safety chains may be
employed. All overhead equipment should not interfere with or hang too closely to a
crew member or talent’s head. With the high voltage of power, all cables must be
correctly connected, not exposed, and avoided by food or beverages that could
result in electric shock. Lighting plays an important role in safety risks as injuries
may include burns, cuts, and radiation exposure. Upon handling hot bulbs or safety
equipment, ensure suitable protective gear and clothing, such as gloves and closed-
toe shoes, are utilized. There must be proper ventilation throughout the studio floor
to maintain a sufficient temperature for equipment, talent, and crew. Particular
attention must be given to certain lights that require filters to avoid emitting harmful
sources, such as UV radiation, where exposure may cause skin damage. Lastly, all
equipment, cables, and props should be positioned accordingly to provide sufficient
space for flexible movement, while also steering clear of injuries.
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APPENDIX

PRODUCER & STUDIO REPORT
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