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Final Cut Schmo: Why “Flexible” and “Adaptable” Are the 2 Most Important 
Qualities of the 21st-Century Media Education Model 

 
Short Summary: 
 
The year 2012 may not presage the end of the world, but it is a watershed moment for 
media & technology teachers.  Increasingly rapid changes in software & hardware leave 
us with no choice but to create what we call the Flexible/Adaptable Curriculum. 
  
Detailed Description: 
 
There has never been a better time to be a filmmaker than now.  Access to professional 
production and editing hardware and software is relatively cheap, and online tutorials on 
how to make movies are plentiful.  Moving image literacy is the currency of the day.   
 
There’s also never been a more confusing time to be either a student or teacher of the 
craft.  What hardware and software should you use?  This issue came into sharp relief 
when Apple released Final Cut Pro X last year, scrapping what had been a solid 
professional application in favor of a more consumer-friendly "app."  What is the best 
approach to teaching and learning technology in a world where the tools of today may 
be outdated tomorrow, or even in 5 minutes? 
 
As a media educator, I believe this challenge can only be met if one stops worrying 
about the intricacies of the tools, themselves, and focuses instead on the craft and 
aesthetics of our field.  We need to teach students to master technique, and give them 
enough exposure to as many different hardware and software interfaces as possible.  
This way, when they encounter something new, they will have learned the 2 most useful 
skills that one can master in this new century: flexibility and adaptability.  AVID, 
Premiere, Final Cut Pro X … or something else … it just won't be such a big deal. 
 
At Stevenson University, in the Department of Film/Video, we spent the past year 
revising our curriculum to propose a brand new major.  Formed when the previous 
Department of Film/Video/Theatre was split into two separate components, this new 
program has the great opportunity - and enormous challenge - to remake itself for a 
future that no one can predict.  Traditionally, Stevenson has taught Final Cut Pro and 
AVID.  We have decided to keep teaching those platforms - for now - but we have also 
embraced Adobe Premiere, so that our students learn more programs.  We currently 
plan a first-year = FCPX, second year = Premiere, third-year = AVID plan.  Is this the 
best approach? 
 
What about cameras?  Should we use DSLR’s, Super 35mm digital cameras and/or the 
RED (to say nothing about new 3D technologies)?  Isn’t it more important to focus on 
teaching our students simply to know where to put the camera when and why, and what 
to do with their shots once they capture them?   
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At Stevenson, we face the additional hurdle of our school’s official slogan, which is, 
“Imagine Your Future, Design Your Career,” and of the demographic that we serve, 
which is made up of many first-generation college students.  These students come from 
families who focus on the “career” part of that slogan, and do not necessarily buy into or 
understand the Liberal Arts educational model.  Frequently, as Chair, I speak to parents 
and students who want to know why we are not teaching the most recent camera, 
software, or other tool, since they see a knowledge of the latest breakthrough as their 
ticket to a job. And in this economy, their anxiety is greater than before, and certainly 
understandable.  Somehow, we need to be able to address their concerns while 
creating a curriculum that is pedagogically strong, that teaches craft as much as 
technology. 
 
I called this panel “Final Cut Schmo” in part out of frustration with Apple for so treating 
it’s loyal “legacy” customers so callously, but also because software skills matters less 
than editing skills.  A cut is a cut, and a tool is only as good as its user. I do recognize 
that some tools function better than others, and perhaps we will discover after a few 
years that one of the three software applications we have chosen is just not worth 
teaching. 
 
I hope, when we are done today, to hear your thoughts on the subject. 
 
Chris Reed’s Topic: Love the One You're With: Lessons from Apple on 'Flexibility' and 
'Adaptability' 
 
Why, Apple?  I was a master at FCP, and then … but maybe this paradigm shift is not 
so bad if it makes me reevaluate what’s important in editing & teaching.  How can we 
help students to never be afraid of technological changes again, either? 
 
Brett Levner’s Topic: Leaving Final Cut Studio, but When and to What? 
 
When choosing when to leave Final Cut Pro and to what, there are certain 
considerations unique to the university/college environment, which dictate that it’s best 
to wait and see before doing anything. 
 
G.T. Keplinger’s Topic: Is Bad the New Good on YouTube? 
 
In this instant age, we shoot on iPhones, edit with the latest apps, and post to YouTube 
in a few clicks. In moments, movies go viral. Not all such content is well made, though. 
How do we teach students what is good when the bad is often validated?  
 
Dina Fiasconaro’s Topic: Writing and the New Technologies 
 
As we move away from printed material towards e-readers, tweets and transmedia, how 
do we keep reading & writing a priority in our technology-based classrooms, and 
integrate traditional and progressive forms of reading & writing into our courses? 
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CHRIS OUTLINE 
Love the One You’re With: Lessons from Apple on “Flexibility” and “Adaptability” 
 

I. A Brief Journey through NLE Platforms 
 A. 1971: CBS and Memorex get together and create the CMX600.   
  1. Strictly an “offline” system. 
  2. Functional capabilities limited to working in black & white.  
 B. 1980s: George Lucas and others try various attempts at NLE systems 
  1. Start inventing technology that eventually allows for digital imaging 
  2. Lucas (ex-wife Marcia was editor) pioneered timeline feature and digital bins  
 C. 1989: AVID releases first Media Composer program, on the Mac platform.   
  1. A lot of what is now standard in NLE programs was present here 
  2. Resolution was low, though, and in need of an upgrade in order to catch on 
 D. 1991: Adobe releases Premiere, for the Mac.   
  1. It is more for the home user, and cheaper than the AVID.   
  2. Similar, in terms of its basic interface, to AVID: timeline, tools, etc. 
 E. 1992/1993: Major breakthrough thanks to some engineers at Disney  
  1. This allows for a lot more storage capability in the AVID system.   
  2. Suddenly, possible for projects longer than short commercials to be edited   
  3. Editors worldwide migrate to the AVID, away from film and tape to tape  
  4. For budget/student filmmakers, AVID also developed offline/online standards  
 F. Late 1990s: AVID considers abandoning Mac’s for Windows.  
 G. Also late 1990s: DV standard for digital video introduced 
  1. Firewire systems of data transfer also introduced 
  2. This allowed for transfer of footage from with zero generational loss of quality. 
 H. 1999: Apple, abandoned by AVID, and with new G3’ss and iMac's, releases FCP 
  1. Cheaper than AVID, and designed to take advantage of the new DV standard.  
  2.  Quickly became software of choice for the budget and student filmmaker. 
  3. Apple also releases iMovie 
 I. 2003: Apple releases Final Cut Express 
 J. 2011: Apple releases FCPX 
 

II. My Own History of Editing 
 A. 1997: Enter film school - all 16mm, all Steenbeck 
  1. Would never go back to editing sound this way, but learned a lot about picture 
  2. Slow process and being forced to view all footage all the time was good 
 B. 1998: Introduced to Premiere - liked the interface, but not capture (pre-firewire) 
 C. 1999: Introduced to ProTools and AVID 
  1. Loved ProTools especially - learned many techniques I still use 
  2. Both applications required significant hardware configurations to run 
 D. 1999: Also start doing some tape-to-tape beta editing 
 E. 2000: Introduced to Final Cut Pro 
  1. An easy leap after learning both ProTools and AVID 
  2. Already had a good sense of how and when to cut from previous years 
  3. Knew what I wanted, and this allowed me to ask right questions of software 
 F. 2000-2011: Worked almost exclusively with FCP, through various versions/suites 
 G. 2011: Look at FCPX - don’t like it, but start using it a but, nonetheless 
 H. 2012: Start working with Premiere CS5.5 in reaction to FCPX release 
 I. 2012: My editing textbook published (2 years after written) - on legacy FCP - ha! 
 J. 2013 - : Stevenson will be come an AVID ALP school, and I will re-learn AVID 
 K. Knowing how to edit and knowing software, know what to ask of applications 



III. Those Who Don’t Evolve … 
 A. Editing is editing 
  1. It sucks when a comfortable interface goes away, but does it matter? 
  2. A tool is only as good as the person using it 
 B. Adobe is working hard to make Premiere have functionality of FCP, and more 
 C. AVID is “industry standard,” so perhaps FCPX is not that big of a deal 
 D. Apple may have the last laugh - they’ve changed the way we do things, before 
  1. But they do appear to be becoming more of a consumer-oriented company 
  2. And they’re OS and they’re machines are less professional 
  3. Stevenson University IT people - even Apple fans - are getting fed up 
 E. If we decide that we don’t like FCPX at all in a few years, no reason to stay Apple 
  1. Most PC’s seem to be designed by engineers, rather than designers … blech! 
  2. But if they’re fast, and if Adobe and AVID run well on them, or better, then … 
 
IV. It’s Not Just the Software That’s Changing, Baby! 
 A. It’s the cameras 
  1. Will actual film cameras go away? 
  2. DSLR’s - is the Canon 5D obsession just about the shallow focus, or more? 
  3. Super 35mm Digital - Sony F3, etc. 
  4. 4K, Raw, and beyond - Sony FS700, Red, etc. 
 B. It’s the process of filmmaking - from production to post-production focus 
  1. We seem to be in an era where we might be creating our images in post 
  2. Avatar example 
  3. Girl with the Dragon Tattoo example 
 
V. What does all of this mean? 
 A. Telling a story is still about … telling a story, so don’t freak out 
 B. Do pay attention to the new tools 
  1. Because we do have to teach the latest technology 
  2. And we definitely have to know how films are made TODAY 
 C. But react with some equanimity 
  1. Use what you have access to, and be happy, because a tool is just a tool 
  2. Have the confidence in your pedagogy to love the one you’re with 


