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Introduction

Although we watch, surf and read the media every day, most people don’t consider the impact that media has on society. We will look at the media in both critical and practical ways to understand how the media is made, consumed and used by different audiences. A key part of studying the media involves learning how to use software and technology that is employed by professionals in media fields. As such, this course allows you to be creative in your learning as you will embark on making a number of media productions.
As a department, Revolution Media encourages innovation and supports students in developing their creative potential for any strand of employment in this dynamic industry. Even students who do not continue their study or professional development of media studies learn and utilise the skills from the course to help them be pro active, literate members of our media saturated society.
GCSE Media: 
At GCSE, Media Studies is both challenging and rewarding. You will begin to build on your ideas about the media and learn to apply different theories related to the study of how the media communicates with its audiences. Specifically you will focus on how different media products are made, advertised and targeted at audiences, for example newspapers, video games and film trailers.
Having learned the theory behind the making and reception of the media you will need to try your hand at making a variety of different media products. For the GCSE qualification you will be given a brief for three different assignments, you will need to demonstrate your analysis, production and evaluation skills in order to meet the demands of the course. 
The media classroom at this level is full of vibrant conversation, discussion and at times, conflicting opinions about the media and its impact on the world. Through its study and analysis of images and representations, Media Studies is a subject that highlights and challenges prejudice in both the media industry and in our culture. As tutors, we strive for equality in our methods, schemes of work, resources and working environment. Our goal is for all students to respect each other regardless of gender, race, age, sexuality or ability. 
Students studying media will find that they start the course with an appreciation or fascination with the media which quickly turns into a critical perspective of the way media affects society and then finally they develop respect for the makers of the media who employ both skill, intellect and creativity in harnessing the power of the media to produce economic products in an ever changing industry. Our aim is for you to be able to wield this same power at the end of your study.


Course Expectations

Do:

· Come to each lesson promptly and with an open mind. Be prepared to participate fully in each discussion.

· Approach each task in an entirely professional manner. Each piece of the course links to another and is worth 110% effort.

· Make sure you’re equipped with all necessary stationary, your media folder and your planner.

· Meet all deadlines and ask for help from you tutor when you need it. We are here to help you achieve your full potential.

· Make use of the extra curricular opportunities offered by Revolution Media- the knowledge and skill you will gain in the technical aspects of the course will not only aid your knowledge and understanding of the programs used to create media products, but will also make your products more professional.

Do not:

· Use mobile phones in lessons- this is not conducive to a positive learning environment.

· Disrespect other students through prejudices and stereotyping.

· Ever feel that you cannot achieve what is required of you- your tutor is there to arrange extra revision sessions whenever it is needed.

· Be afraid to express your opinion or views on media issues, debates and analysis- your contribution will help other student’s understanding and consolidates your knowledge. We want discussion!












	AQA Course outline

	Coursework
60% of the GCSE

The coursework is split into three assignments and is worth 90 marks.


	Assignment 1 (15 marks)
Newspapers

· A 500 word analysis of two newspapers (10 marks)
· Production of own newspaper front page (5 marks)
· Evaluation of own work (200 words)


	Assignment 2 (30 marks)
Gaming Promotion

· A 1000 word analysis of a TV advert and accompanying website for a video game (20 marks)
· Design for a TV advert and accompanying homepage of a website promoting own game (10 marks)
· A 200 word evaluation of the effectiveness of your products


	Assignment 3 (45 marks)
Own choice

· 12 pages of individual research and planning for own media product (15 marks)

· Own media product (20 marks) from the choice of:

· Opening to a new film (Max group 3)

· Opening to a new TV series (Max group 3)

· Music video for own artist (Max group 3)

· Film trailer (Individual)

· 4 pages (min) of website for any genre, including own pics/ videos (Individual)

· Promotional campaign of 3 (min) print or web adverts for new music artist (Individual)

An 800 word evaluation of your media product (10 marks)


	The Exam
40% of the GCSE


	
The exam is worth 60 marks and is 1hr 30 minutes.

Every year the main topic for the Y11 exam unit changes. 

2017: TV game shows

The exam is designed to test your knowledge, creative and evaluative skills. Each year AQA release a 'preliminary material' a month before the exam. This material is designed to help you answer the questions and will prepare you fully for any questions that arise.

There are four questions in the exam, all worth 15 marks. They are categorised as follows:

Q1 Knowledge recall (tests your knowledge of your exam topic)

Q2 A pitch where you give your ideas for a promotional campaign or new media product

Q3 A design task, this has traditionally been a storyboard for the opening of a new media product.

Q4 Evaluation of your design work in Q3.









Course and lesson overview
	
	September-October ½ term 2015
	November- December 2015

	
	7 weeks
	7 weeks

	
	Autumn 1
	Autumn 2

	   Wk 1
	Intro to media analysis 
· Intro ML (1) shark h/o & Kick Ass
· Intro ML (2) Connotation/Denotation in print Advertising and Marketing
	Assignment 1: Newspapers (Media Lang & Aud)
· Intro (1) Assignment and analysing news
· Intro (2) Newspaper features, theories, context

	   Wk 2
	Intro Representation
· Rep (1) Gender & theory
· Rep (2) Class/location & theory
· Rep (3) Ethnicity & theory
	Analysis newspaper front page (1)
· Analysis (1) controlled assessment
· Analysis (2) controlled assessment
· Analysis (3) review/evaluate/feedback/exemplars

	   Wk 3
	Intro Audience
· Audience (1) Classifying audiences/ theory
· Audience (2) Targeting audiences/ theory
	Analysis newspaper front page (2)
· Analysis (1) controlled assessment
· Analysis (2) controlled assessment

	  Wk 4
	Intro Institution/Ideology
· Institution (1) Media businesses
· Ideology (1) Analysing ideology
· Ideology (2) Institutional ideologies

	· Analysis (3) review/evaluate/feedback/exemplars
Design newspaper front page
· Design (1) drafting
· Design (2) photography

	  Wk 5
	Intro Narrative
· Narrative (1) Todorov/ Propp
· Narrative (2) Analysing narrative/ connotations

	Design newspaper front page
· Design (3) construct on Adobe
· Design (4) construct on Adobe

	  Wk 6
	Intro Genre
· Genre (1) conventions and classification
· Genre (2) analysing genre (print/ web)
· Genre (3) analysing genre (moving image)

	Design newspaper front page
· Design (5) review/evaluate/feedback/exemplars
· Design (6) construct on Adobe
· Design (7) final construct on Adobe

	  Wk 7
	Using media language/ media sentences/ Recap
· Media Lang (1) using terminology
· Media Lang (2) Baseline test

	Review Assignment 1
· Review (1) evaluation
· Review (2) evaluation

	
	
	

	
	Jan- Feb ½ term 2016
	Feb- March 2016

	
	6 weeks
	5 weeks

	
	Spring 1
	Spring 2

	   Wk 1
	Intro to gaming promo ‘Assassin’s Creed’ (Rep & Inst)
· Gaming (1) Marketing/Advertising of games through web/ TV promotion
· Gaming (2) Representation in gaming

	Analysis of own game 
· Analysis (5) redrafting
Analysis of own game (Cross promotion/ synergy)
· Analysis (1) controlled assessment cross promo

	   Wk 2
	Gaming Audiences & Institutions
· Gaming (3) Audiences
· Gaming (4) Institutions
· Gaming (5) Marketing methods/theories for TV ads/ web promotion

	Analysis of own game (Cross promotion/ synergy)
· Analysis (2) controlled assessment cross promo
· Analysis (3) review/evaluate/feedback/exemplars
Design own game
· Design (1) drafting/ design of game

	   Wk 3
	Gaming cross promotion
· Gaming (7) Synergy and cross promotion for TV ads/ web promotion
Analysis of own game (TV ad)
· Analysis (1) controlled assessment TV ad

	Design own game
· Design (2) photography
· Design (3) storyboard


	  Wk 4
	Analysis of own game (TV ad)
· Analysis (2) controlled assessment TV ad
· Analysis (3) controlled assessment TV ad
· Analysis (4) review/evaluate/feedback/exemplars



	Design own game
· Design (4) storyboard
· Design (5) review/evaluate/feedback/exemplars
· Design (6) web page

	
	Jan- Feb ½ term
	Feb- March

	
	6 weeks
	5 weeks

	
	Spring 1
	Spring 2

	  Wk 5
	Analysis of own game 
· Analysis (5) redrafting
Analysis of own game (Web page)
· Analysis (1) controlled assessment web
	Design own game
· Design (7) web page
· Design (8) web page


	  Wk 6
	Analysis of own game (Web page)
· Analysis (2) controlled assessment web
· Analysis (3) controlled assessment web
· Analysis (4) review/evaluate/feedback/exemplars
	Design own game
· Design (9) review/evaluate/feedback/exemplars
Review Assignment 2
· Review (1) evaluation (HW for Easter)
· Intro Assignment 3 RPP (HW for Easter) 


	
	
	

	
	April- May 2016
	June- July 2016

	
	7 weeks
	7 weeks

	
	Summer 1
	Summer 2

	   Wk 1
	AS3 RPP (Analysis of existing texts)
· Analysis (1) controlled assessment
· Analysis (2) controlled assessment

	Intro to exam: UK TV Game Shows
· Intro (1) The exam/History/development of game shows
· Intro (2) Formats/ genres

	   Wk 2
	AS3 RPP (Analysis of existing texts)
· Analysis (3) controlled assessment
· Analysis (4) controlled assessment
· Analysis (5)
review/evaluate/feedback/exemplars

	AS3 Construct 
· Construct (1) controlled assessment
· Construct (2) controlled assessment
· Construct (3) controlled assessment

	   Wk 3
	AS3 RPP (drafting ideas)
· Drafting (1) pitching
· Drafting (2) audience feedback analysis

	Exam: UK TV Game Shows (Institutions)
· Institutions (1) BBC, ITV & C4
· Institutions (2) Promotion and ideology

	  Wk 4
	AS3 RPP (audience research/planning)
· Planning (1) Questionnaire and data analysis
· Planning (2) storyboarding/mock ups
· Planning (3) reflection/ review

	AS3 Construct 
· Construct (4) controlled assessment
· Construct (5) controlled assessment
· Construct (6) review/ reflect/ evaluate

	  Wk 5
	AS3 RPP (planning)
· Planning (4) Test shoots
· Planning (5) Test shoots

	Exam: UK Panel TV Game Shows: (Media Language)
· Media Lang (1) format
· Media Lang (2) construct

	  Wk 6
	AS3 RPP (planning)
· Planning (6) reflection/review
· Planning (7) scripting
· Planning (8) new mock ups

	AS3 Construct 
· Construct (4) controlled assessment
· Construct (5) controlled assessment
· Construct (6) review/ reflect/ plan for summer

	   Wk 7
	AS3 RPP (planning)
· Planning (9) final plans/proposal/reflections
· Planning (10) Final changes to RPP and hand in

	Exam: UK Challenge TV Game Shows: (Media Lang)
· Media Lang (1) format
· Media Lang (2) construct











Coursework outline and deadlines
Assignment 1 (15 marks)
Newspapers

Focus of analysis: Media Language (how media products are made) and Audiences

Final Deadline: Friday 18th December 2015

· A 500 word analysis of two newspapers (10 marks)

You will need to compare two different national newspapers in order to analyse how the front pages are constructed (media language) as well as how they target their audiences. You will need to decide who the specific audience is of the newspaper (age, gender, ethnicity, class and psychographics) as well as how they are specifically targeted by the features on the front page. 

· Production of own newspaper front page (5 marks)

You will need to make your own newspaper front page, including taking your own photos and writing your own story. You can create a front page for an existing newspaper or one that you have created yourself, however you need to make sure that your front page looks professional and uses lots of features (conventions) of newspaper front pages. 

· Evaluation of own work (200 words)

1. How well have I applied the appropriate codes and conventions to my newspaper front page? Give specific examples of how you’ve achieved this.

2. How well have I targeted my specific audience? Give the details of your target audience and specific examples of how you have targeted them through the use of codes and conventions.

3. What are the strengths of my front page? For example, photography, use of Adobe, typeface, colour…

4. What are the weaknesses of my newspaper front page?

Assignment 2 (30 marks)
Gaming Promotion

Focus of analysis: Representation (how people are presented to the audience) and Institutions (media companies)

Final Deadline: Monday 11th April 2016

· A 1000 word analysis of a TV advert and accompanying website for a video game (20 marks)

How are video games promoted? How are the characters represented to the audience and how does this encourage the audience to purchase the game? How do institutions (Sega, PlayStation for example) use cross promotion opportunities to engage the audience in multiple ways and keep them engaged in their marketing campaign? 

Your analysis will focus on how a video game (of your choice) is promoted across both the TV advert and main homepage for the official website for the game. You will need to analyse how the characters, settings, story and gameplay is represented to the audience and in turn how this promotes the game itself. You will also need to analyse how the official website’s main page also achieves this. We will be using theories to help analyse the products, focusing on marketing and advertising theories as well as those that are specific to why audiences engage in video games. 

Your analysis will also focus on how the institutions (companies) have used multiple opportunities to advertise the game to the audience and you will need to evaluate how successful these promotions are. Institutions also use ‘cross promotion’ to help sell their products. For example, Activision’s YouTube advert for ‘Call of Duty: Havoc’ used cross promotion by displaying their official web address and social networking options at the end of the advert, the audience could then click directly onto the address and be taken to the official site. Linked to the site was an option to purchase the DLC for the ‘Call of Duty: Havoc’ game, as well as further social networking opportunities to ‘like’ and ‘share’ the YouTube advert. 

Think of marketing and advertising as a web, the institution as the spider and the audience as the fly- the spider wants the fly to get stuck in the web, same as the institutions to keep the audience stuck in the marketing ‘web’. How they do this is through different promotional opportunities and cross promotion!

· Design for a TV advert and accompanying homepage of a website promoting own game (10 marks)

Having analysed existing products, you will then need to create your own video game including storyline, characters, settings and potential gameplay. To demonstrate your creativity and understanding of the products you have analysed, you will draw a storyboard and design a homepage for your game on wix.com. 

You will need to take photos for your website of characters (don’t worry- you can dress up friends and change the effects on Adobe!) as well as settings. A small amount of images found from the internet is acceptable if you really cannot make them yourself, but any image needs to be changed and manipulated to such an extent that it becomes an original piece by you. 

For example, this box cover was made entirely from found images and manipulating them in Adobe.

· [image: ]A 200 word evaluation of the effectiveness of your products

1. How effectively have you created ‘synergy’ across your products? I.e how will the audience know just by looking at your products that they are for the same game?

2. How did you want to represent your characters and what was the message you wanted to send to the audience about them and the game? 

3. How effectively have you represented your game and what artistic choices were effective? 

4. What choices have you made about costume, setting, make up, body language etc that represents your characters in the way you wanted to?  

5. What are the overall values, attitudes and beliefs of your gaming company? Have you successfully represented this through your products?

6. What were the overall strengths and weaknesses of your products?
Assignment 3 (45 marks)
Own choice

Focus of Analysis: All key concepts 
(Representation, Audience, Institution, Media Language, Ideology, Narrative and Genre)

· Research, Planning and Presentation

Final Deadline for RPP: Friday 27th May 2016

12 pages of individual research and planning for own media product (15 marks)

· Analysis of at least three existing media texts of your choice, explaining their features (conventions), what these mean to the audience (connotations) and how you will use this research in your coursework.
· Audience research and analysis, including detailed questionnaires with analysis of data
· Storyboarding and drafts of your work
· Scripts 
· Location shoots, prop lists and costume designs
· A proposal of your ideas and pitch to an audience, including analysis of feedback

Some questions you will need to answer as part of your research and planning

· Research your chosen target audience and detail how best you can appeal to them.

· How will you use the following to appeal to the target audience? Representations/ technical codes/ conventions of the genre/ narrative/ conventions of the form itself.

· Research the genre conventions for your chosen products.

· For example, the Indie music genre represents its artists as entirely independent from commercial music producers such as Sony Records. 

· What is the conventional content of your chosen product? Expand on your own narrative and content of your product in light of this research.

· For example, romantic-comedy films’ content conventionally revolve around a ‘damsel in distress’ seeking her ‘hero’ or ‘prince charming’. Will you challenge these stereotypes in your product? Why?

· Create a shooting schedule for your pictures/films, including all of the props, costumes, settings, actors/models you will need for each camera shot.
 
· Create a mood board for your chosen products.

· What media theories are influencing your chosen media products?

· For example, “my horror film trailer is influenced by the Uses and Gratifications theory in that the use of horrific scenes where the killer attacks the sexualised female, Jenny, gratifies the audience’s voyeuristic pleasure of seeing beautiful women used however the killer wants”.

· Create a questionnaire to find out about the current lifestyle and consumption of your target audience. Analyse the findings and explain how this will affect your media product in terms of your manipulation of media concepts/ media language.

· For example, “from my questionnaire I discovered that my target audience spends the majority of their time idolising female celebrities, such as Katy Perry. This will influence my representation of Emerie and I will take elements from Katy Perry’s style, such as her vintage clothing, for my artist to capture my target audience.

Your research and planning mirrors what happens in the media industry, and it is the key to the success of your product. All research and planning is individual, even if you’re in a group. 

A word of warning: group work may seem appealing at the beginning, however be warned that each member has a lot of responsibility to the whole group and any absence or lack of work will have to be made up by the rest of the group members. You will receive an individual mark for the practical work, but you need to make sure you are working with people who are as committed as you. 

Group work can be very beneficial, collaborative and spark excellent ideas, however if this is not happening within the first 2 weeks of research and planning, your group will be split up and you will need to complete an individual assignment.  

· Practical work
Each product can be completed individually, but there is a group option for some tasks.

Final Deadline for Assignment 3 practical:  Monday 9th January 2017

Own media product (20 marks) from the choice of:

1. Opening to a new film (Max group 3)

2. Opening to a new TV series (Max group 3)

3. Music video for own artist (Max group 3)

4. Film trailer (Individual)

5. 4 pages (min) of website for any genre, including own pics/ videos (Individual)

6. Promotional campaign of 3 (min) print or web adverts for new music artist (Individual)

Making your product

If you have done all of your pre-production this part will be time consuming but relatively smooth. 

· Ensure that you pick up the appropriate equipment – you will only be given equipment if it has been booked by you.  There will be no open loans; you must return the equipment by the due date otherwise you will impact on the coursework completion of other students. 

· Work to your shooting schedule, storyboard or mock layouts.

· Take all of the shots and camera work you need and evaluate its effectiveness as you go considering how close it is to what you intended.

· Create any of your data, copy or animation. All images must be original – you cannot cut and past from work that is not yours as that is plagiarism is not permitted. Original images will be submitted in your bibliography.

· Source sounds and fonts for your work. Try making use of dafont.com.

· Edit the footage you have created if you are doing moving image.  (Don’t underestimate how long this part of the process will take – you will need several days/blocks of time to ensure that you adequately cut, synchronize and structure your work. Ensure you save all of your files to the same project folder to ensure that you don’t have problems with importing it into the software.)

· You may need to book extra time on a computer in the Media suite for the process as well.  In order to gain access to the suite you will need to seek permission from your tutor.
· Do not print out draft copies of print media as this will waste Media resources.  You will need to make use of the print preview function to consider the overall layout.  For your final print out – photo quality paper will be used and the printing on this will need to be overseen by your tutor.

· An 800 word evaluation of your media product (10 marks)

Final deadline for Assignment 3 Evaluation: Monday 23rd January 2017.

You will need to evaluate your coursework and individual performance (if you choose to work in a group) by answering the following questions.

· How the aims of the production have been met- what did you want to achieve and how did you achieve it?
· How did you use appropriate codes and conventions and use the right Media Language?
· How the product represents people, places or events and whether this was effective.
· Where and when the product would be exhibited, why and how this would target your specific audience?
· What regulations and controls might be applied to the product and how these have been taken into consideration? Why have these been applied? Refer to your specific audience.
· The strengths and weaknesses of the product in terms of meeting the needs of its audience and how you used the key concepts.
Assessment guidelines
	Assessment Criteria for Assignment 1
Newspapers

	Analysis and Evaluation                                                                                                           (AO2 10 marks)

	Level 6 
9–10 marks

Candidates’ analyses of media texts and the explanation of their pre-production work are convincing and effective. Media terminology is used extensively and accurately. A clear understanding of media language and of the consumption of texts by specific audiences is demonstrated. Responses are cogent, concise and well-structured with precise and accurate use of language and arguments clearly supported by evidence.

	Level 5 
7–8 marks

Candidates’ analyses of media texts and the explanation of their pre-production work are of good quality. Media terminology is used appropriately. A sound understanding is shown of media language and of the role of audiences in the consumption of media texts. Responses are clear, concise and well-organised with generally accurate use of language and evidence used to support points.

	Level 4
5–6 marks

Candidates’ analyses of media texts and the explanation of their pre-production work are satisfactory. Candidates are able to use media terminology occasionally. Some understanding of media language and of the role of audiences in the consumption of media texts is demonstrated. Responses are well-organised with reasonably accurate use of language and arguments are usually supported by evidence.

	Level 3 
3–4 marks

Candidates show a basic grasp of textual analysis. If an explanation of their pre-production work is offered, comments are likely to be very straight-forward. There is a basic understanding of media language and of how a media product appeals to a particular audience. Responses are reasonably well-organised and points are sometimes supported by evidence.

	Level 2 
1–2 marks

Candidates tend to describe media texts and demonstrate limited understanding of forms and conventions. There may be some awareness of media language or of how a media product might appeal to its audience. An attempt has been made to organise responses.



	Assessment Criteria for Assignment 1
Newspapers

	Newspaper front page                                                                                                                                       (AO3 5 marks)

	Level 6 
5 marks

In their pre-production work candidates demonstrate flair and creativity. They produce work which is convincing, fit for purpose and engaged, would capture the interest of a potential audience and uses appropriate forms and conventions throughout. Material is presented skilfully.

	Level 5 
4 marks

In their pre-production work candidates demonstrate competence and a clear understanding of the requirements of the task. Their work is clearly fit for purpose, would be likely to appeal to a potential audience and uses many appropriate forms and conventions. Material is presented effectively.

	Level 4 
3 marks

In their pre-production work candidates produce a satisfactory response which demonstrates an understanding of the requirements of the task generally. Work is appropriate, might interest a potential audience and mostly uses appropriate forms and conventions. Material is well presented.

	Level 3 
2 marks

In their pre-production work candidates offer basic responses. Their work shows some understanding and engagement with the task, might have some limited appeal to a potential audience and uses some appropriate forms and conventions. There has been an attempt to present the work appropriately.

	Level 2 
1 mark

In their pre-production work candidates offer some ideas that are at least partly relevant or appropriate to the task. Some forms and conventions may be employed. Presentation of the material is limited.


	Assessment Criteria for Assignment 2
Video Games Cross Promotion

	Analysis and Evaluation                                                                                                                                               (AO2 20 marks)

	Level 6 
17–20 marks

Candidates’ analyses of media texts and the explanation of their pre-production work are convincing and effective. Media terminology is used extensively and effectively. The nature and impact of media representation is explored convincingly. There is a convincing and clear understanding and appreciation of institutional aspects of media production. Responses are cogent, concise and well-structured with precise and accurate use of language and arguments clearly supported by evidence.

	Level 5 
13–16 marks

Candidates’ analyses of media texts and the explanation of their pre-production work are of a good quality. They are able to use media terminology appropriately. Candidates show a sound understanding of issues of media representation and a sound understanding of institutional aspects of media production. Responses are clear, concise and well-organised with generally accurate use of language and evidence used to support points.

	Level 4
9–12 marks

Candidates’ analyses of media texts and the explanation of their pre-production work are satisfactory. Candidates are able to use media terminology occasionally. Candidates demonstrate some understanding of representation and some understanding of institutional aspects of media production. Responses are well-organised with reasonably accurate use of language and arguments are usually supported by evidence.

	Level 3 
5–8 marks

Candidates show a basic grasp of textual analysis. If an explanation of their pre-production work is offered, comments are likely to be very straightforward. Candidates show basic understanding of the representations offered by media texts and a basic awareness of institutional aspects of media production. Responses are organised and points are sometimes supported by evidence.

	Level 2 
1–4 marks

Candidates tend to describe media texts and demonstrate limited understanding of forms and conventions. There may be limited awareness of representations offered by media texts or of institutional aspects of media production. An attempt has been made to organise responses.




	Assessment Criteria for Assignment 2
Video Games Cross Promotion

	Storyboard for TV advert and homepage of official website                                                                                           (AO3 10 marks)

	Level 6 
9–10 marks

In their pre-production work candidates demonstrate flair and creativity. They produce work which is convincing and engaged and uses appropriate forms and conventions throughout. The two responses clearly complement each other. Material is presented skilfully.

	Level 5 
7–8 marks

In their pre-production work candidates demonstrate competence and a clear understanding of the requirements of the task. Their work is clearly fit for purpose and uses many appropriate forms and conventions. The two responses complement each other. Material is presented effectively.

	Level 4 
5–6 marks

In their pre-production work candidates produce a satisfactory response which demonstrates an understanding of the requirements of the task. Ideas are apt and mostly use appropriate conventions. There is a recognisable relationship between the two responses. Material is well presented.

	Level 3
3–4 marks

In their pre-production work candidates offer basic responses. Their ideas show some understanding and engagement with the task and use some appropriate forms and conventions. Two responses have been offered and a connection between them is evident. There is a basic attempt to present the work appropriately.

	Level 2
1–2 marks

In their pre-production work candidates offer some ideas that are at least partly relevant or appropriate to the task. Some forms and conventions may be used. Where two responses have been offered a connection between them may be evident although this may be implicit. Presentation of the material is limited.

	Assessment Criteria for Assignment 3
Own choice of media products

	Research, Planning and Presentation                                                                                                                             (AO3 15 marks)

	Level 6 
13–15 marks

Candidates demonstrate a high level of ability to research and plan independently and effectively. They demonstrate flair and creativity through their pre-production work, which is convincing, fit for purpose and engaged and uses appropriate forms and conventions throughout. Material is presented skilfully. There is a clear understanding of how audiences are identified and how production is tailored to audience needs and expectations.

	Level 5 
10–12 marks

Candidates demonstrate clearly their ability to research and plan successfully. There is evidence of engagement in the pre-production work which is clearly fit for purpose and uses many appropriate forms and conventions. Material is presented effectively. Audiences are identified, their needs are taken into consideration and awareness is demonstrated of how this has shaped the ideas.

	Level 4 
7–9 marks

Candidates demonstrate they have researched and planned their pre-production work appropriately. Ideas are apt and mostly use appropriate forms and conventions. Material is well presented. Candidates are able to identify and target audiences. They indicate how this has informed their plans and ideas.

	Level 3 
4–6 marks

Candidates offer some evidence of research and planning. Their ideas show some understanding and involvement with the task and use some appropriate forms and conventions. There is a basic attempt to present the work in a straightforward way. Some understanding of appealing to a potential audience is evident.

	Level 2 
1–3 marks

Candidates offer minimal evidence of research and planning. They have some ideas that are at least partly relevant or appropriate to the task. Some forms and conventions may be employed. Presentation of the material is limited.



	Assessment Criteria for Assignment 3
Own choice of media products

	Construct and Evaluate                                                                                                                                                   (AO4 30 marks)

	Level 6 (Construct 17-20, Evaluate 9-10) 
25–30 marks

Candidates’ demonstrate flair and creativity to construct an impressive product, which would engage a potential audience. They demonstrate the ability to handle technology confidently, including ICT, and use the techniques and conventions of the chosen medium and genre creatively and convincingly. They evaluate their production making cogent and critical connections between the experience of carrying out the production and all the key concepts. The evaluation is concise and well-organised, using accurate
spelling, punctuation and grammar.


	Level 5 (Construct 13-16, Evaluate 7-8) 
19–24 marks

Candidates demonstrate competence to construct an effective product, which would be likely to appeal to a potential audience. They handle technology competently, including ICT, and use the techniques and conventions of the chosen medium and genre effectively. The evaluation shows an informed understanding of the key concepts. The evaluation is concise and well-organised, using mainly accurate spelling, punctuation and grammar.

	Level 4 (Construct 9-12, Evaluate 5-6) 
13–18 marks

Candidates demonstrate appropriate skills to construct a satisfactory product which a potential audience might find interesting or engaging. They utilise technology, including ICT, and use appropriate techniques and conventions of their chosen medium and genre. They meet all of the requirements of the task. When evaluating their products they are able to discuss how some of the key concepts have informed their production. The evaluation uses some accurate spelling punctuation and grammar.

	Level 3 (Construct 5-8, Evaluate 3-4)
 7–12 marks

Candidates demonstrate some appropriate skills and mostly meet the requirements of the task to construct a product which might have some limited appeal to a potential audience. Some conventions of their chosen medium and genre are evident. The evaluation may be largely descriptive but some key concepts may be addressed. In the evaluation, communication, including spelling, punctuation and grammar, may not be wholly effective.

	Level 2 (Construct 1-4, Evaluate 1-2) 
1–6 marks
Candidates construct a recognisable media product. In their evaluation, they provide a simple review of the production. Communication, including spelling, punctuation and grammar, may be limited.





Analysis questions for Music Videos and print campaigns
How is the artist represented?
1) Discuss how the artist/band have been represented across your media texts using:

· Camera shots / angles
· Costumes / Props / hair / Make up
· Colours
· Actions
· Lyrics
· Locations
· Editing Techniques
What are the connotations about the artist/band?
2) What is the overall “message” that the music company (institution) are trying to communicate to the audience about the band/artist?

3) Who is the target audience? Age, gender, ethnicity, class? Why?

4) Is the artist’s representation conventional of the genre of music they belong to? 

5) Blumler and Katz think that audiences choose media texts depending on what the text might offer them.  They think audiences need opportunities for escape, entertainment, education, forming social connections and identification with the characters.  What do you think this music video offers an audience?  Explain.  

6) Vladimir Propp thinks that there are different types of characters in all stories (a hero, a villain, a princess, a helper etc).. Can you spot any of these character types in your music video and how did you recognise them?

7) How have the music company (institution) tried to achieve an overall brand for the artist/band? Where can you recognise similar features in the artist’s representation? In other words, how have the institution tried to create conventions for the artist/ band? This is called achieving ‘synergy’- where recognisable features are used for one band/artist across a different range of media. For example, Rihanna may always use the same font for her ‘R’ on both the website and album cover- why is this done?

8) YOUNG AND RUBICAM think that audiences can be categorised depending on their personalities.  Have a look at their website to see their categories.  What category of audience do you think this video appeals to and why?

9) Some music video institutions use what is called “intertextuality”.  This is where they include references to other media products like films / tv shows / other music videos etc..  They are subtle references that the audience might see and recognise.  Are there any parts of your music video that remind you of anything else?  Anything that you think might be an intertextual reference?  WHY do you think they include these?
Your font size should be no more than 11, and you should aim to write 100-150 words for each question. Make sure you give specific and detailed examples.



Analysis questions for websites
Website Analysis

Choose two official websites for the industry you’ve chosen and analyse using the following questions:

Screen grab the front page and an additional page and copy them into an office document.

Front page: 

1. Who is the target audience for this website? Age, gender, ethnicity, class and psychographics? How do you know? Give evidence from images, text, font, colours….
2. How does the front page immediately grab this particular audience’s attention? 
3. How does the website immediately establish the genre of the industry for the audience? How is this achieved through images, text, titles of the web pages?
4. What marketing strategies has the website used to attract this specific audience?
5. How does the website’s layout allow the audience to navigate easily?
6. What elements of the website draw the audience in immediately?
7. What elements of new media have been used to engage the audience and why? Is there a use of social networking, youtube, instagram? 
8. How does the text on the homepage target the audience?
9. Are the images, text, colours, sounds etc conventional of the industry’s genre? For example, if your analysing a website for Tesco, is their branding and advertising conventional for a supermarket?
10. Analyse any moving image on the site, how does this target the specific audience?


Subsequent page: 

1. Why has this page been included in the website?
2. What is the importance of this page in engaging and prolonging the audience’s interest?
3. Choose at least 3 images and analyse how they specifically target the audience.
4. What text on the page targets the audience?
5. Analyse any moving image on the page, how does this target the audience? What’s the purpose of this moving image on the subsequent page?


Overall Analysis:

1. What’s the overall message about the company, product, film, artist being represented through this site?
2. How does the website engage and attract a modern audience?
3. Has the official website challenged conventional methods of advertising this industry? Is there more of a focus on new media being used to engage the audience? Why?
4. Has the website been successful in targeting the specific audience?
5. What are the ideologies of the institution? Break these down into values, attitudes and beliefs.

Your font size should be no more than 11, and you should aim to write 100-150 words for each question. Make sure you give specific and detailed examples.


Analysis questions for film trailers/film openings
When analysing a film trailer, try writing about the following :
ACTORS - Why have they chosen these people to appear in the trailer? Eg: A beautiful actress will attract fans, a famous comedy actor like Jack Black signifies to us it will probably be a comedy etc.
FACE / BODY - What does their facial expression and body language suggest about the characters / story?  Eg:  a man who looks angry and aggressive signifies that it might be an action film.
COSTUME - What are they wearing and what does it suggest about the film or their character?  Eg a person wearing a silver space suit suggests the film will be a sci fi film.  If they are wearing a hoodie it might signify the film is about teenagers.
PROPS - What do their actions / props suggest?  If they are holding a baseball bat it signifies that the person is violent and aggressive.  If someone is holding a rose it signifies there may be love involved.  
COLOURS - What do the colours suggest about the film’s story line? Blues / silvers / blacks signifies sci-fi and action, red and orange = action or love.  Do they tell you if its target audience is men or women, young or old?  multi colour = kids, pinks = girls etc
CERTIFICATE - What does the certificate (age rating) tell us about the film?  U = for kids, 18 = probably violent etc
RELEASE DATE – is there one?  Has a particular date been chosen for a reason?  Eg a release date on Halloween suggests a horror film.  A date saying “In Cinemas now” makes the audience want to see it now.
AWARDS – Does it say anything like “Winner of 2 Oscars” or “starring Bafta nominated actress” etc.. Why do they put this on the trailer?  (
WEBSITE – If a website address has been included, comment on why companies might decide to do this.  What might it encourage the audience to do?
PLOT / STRUCTURE – How is the trailer structured?  What parts of the plot have they shown in the trailer and why?  What have they deliberately left out and what effect would this have on an audience?
CAMERA – Are there any camera shots that seem significant for any reason?  For example have they used low angle shots to make some seem more powerful?  Close ups to allow the audience to see their emotions etc?
EDITING – Can you spot any significant editing techniques?  Are the scenes fast paced or slow paced and what does this suggest to the audience about the film?  Have they used slow motion?  Black and white shots?  Do they fade or cut to a black screen at any point and if so why do they do this?
SOUND – Can you comment on any significant sounds?  Maybe there is a line of dialogue that the audience would particularly enjoy?  Are there any sound effects that make the audience jump?  Why is this important?  What about the music?  How does the music make the audience want to watch the film?


SENTENCE STARTERS
The film institution has signified the genre by....
The audience would be engaged by...
The main character is represented in the trailer as...
Dark red colours suggest that...
The trailer effectively promotes the film because...

Your font size should be no more than 11, and you should aim to write 100-150 words for each question. Make sure you give specific and detailed examples.
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