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I'ypes of representation

Representation is the construction of aspects of identity and reality in the media, such as gender, social
groups, ethnicity, places and age. Audiences make assumptions about these aspects based on the
representations they see.

Gender Soclal groups
tasculinity and femininity are culturally Class depictions focus on power and hierarchy. The
determined behaviours associated with being media eften encourage the audience to aspire to a
male or female. Male characteristics are wealthy, upper- or middle-class lifestyle by working
often portrayed as better than female ones, hard, ignering the causes of poverty and inequality.
and women are often sexualised, but thezse Social groups may also cover people with a commeon
assumptions are often challenged. ; / interest or situation, such as fathers, unemployed
\ people, cyclists,

' Types of representation

i / T
B
Ethnicity
Cur understanding of other ethnicities
is= often formed by the media. Although

d i overt racism is rare in mainatream
thoughtless and antisocial, and elderly )'( ; : ;
B media, non-white people remain under-
people as vulnerable victims. The age
i B reprasented and stereotypes and
of models or actors in advertizing and / it s s AR
music videos often reflects that of the 9 P

Flaces
target audience. Locations may be represented as dangerous (e.q. a war zone

or the back streets of a town at night) or welcoming (e.q. a
middle-class family home or a sandy beach), simplifying the more
complicated reallty.

Age

Age-related stereotypes are common,

whether young or old. For example, /
teenagers are often depicted as

How people can be r

represented

* \What they look like: Ethnicity, dress,
age, attractiveness, visible disabilities

Analysing media representations
Ask yourself these questions:
@ What is being represented?

* How they sound: Accent, choice of @ How is it represented?
wards, use of language, volume of @_‘u\-"hat sense of the world is it making?
speech, speed of dialogue @ What does it imply?

* How they behave: Naturally,
predictably, empathetically — or not

* Using visval effects: Camera angles,
length of shots, editing, lighting

"P/ Is it made to seem typical of the world or ‘unnatural’?
[y Is anything missing or put in the background?
(Z-'/Whn produced it?

(W Who is it speaking to? For whom?

(‘?/ What does it represent to us and why?

?l How de we respond to the representation?

W/ How is it different from other representations?

CEED

Maothers are a social group that is often portrayed in advertisements
as young, healthy, happy and fulfilled. How far does this
representation reflect real life? Why are mothers represented like
this? Can you find any adverts that portray mothers differently? Why
do you think these adverts have taken this approach?




representatio
and TV

Film and TV (moving image products) are the media that provide the most vivid or in-depth
representations. However, as with all media products, the creators have made choices about
what to include, and how to present it, so that even non-fiction films and TV programmes (such as
documentaries, news reports and interviews) show a particular version of the world.
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How do moving image media construct representations?

Fortrayal of people (ace pages 1, 7
and &)

such as stereotyping, gender, class,
ethnicity, attractiveness, behaviour,
speech, body language

Fortrayal of places
such as internallexternal,

lecations, positive/negative Ideas (see page 35)

auch as reinforcing or
questioning dominant

f ideclogy
/ Sound (see pages

/
- 23 and 28}

such as music, sound
effects, dialogue

Y

Everything in film and TV media
! products has been selected

o ]
Camerawork {see pages
15-17)

such as framing, camera

Editing (see page 21)
such as narrative
sequencing, image
editing techniques

and transitions, visual

——
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effects :
Seript angles, camera movement
such as how people / "
interact, what they say / Lighting {see pages 18-20)

/! such as highflow key, colour
Design (see page 27) filters, direction, shadows
auch as mise-en-scéne,
costume, props, colour

The effect of context

Where you watch the film or show Influences your attitude and ability to receive its messages.

Where you watch How this influences your attitude and ability to receive messages

In the cinema You have made the effort to go to see the film so want it to be worthwhile.

Online, e.g. on YouTubes You may have received a clip that somebody else enjoyed, or you may have

searched for a particular clip.

On your phone You may watch a clip on the move, on a screen too small to show a lot of

detail.

On TV at home Whether or not you have chosen to see what is on TV, you are in a

comfortable, private environment.,

On public screens,
e.q. in a café or station

You cannot choose the content - it is playing automatically whether you
want to see it or not.

now tey this

If you have paid to see a film, are you
more: likely to try to enjoy it than if

Ex howy i :
plain where you receive the content of the film or | you are watching a TV clip on YouTube?

TV show might influence the way you react to it.
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Advertisements are a type of text that can be read for meaning like a book or website. They are

intended to persvade you (or the target audience) to do something —

to buy a product or service, to

change your behaviour, or to be informed about something.

Advertising is everywhere

Websites
i Social media

Billboardsfposters (l il

Print media

i

Where will you be ‘
exposed to advertising? :

s =

Merchandise

Advertoriala

(such as pens, TWicinema
T-shirts, bags)
Fuklic ||' \ Apps

transport || ,

Magazine adverts, like
this one for Lacoske,
ars almed at a particular
target audience who

are supposed to

Conventions of visual adverts
* Brand lego and colour scheme

® Slogan

® Alm to be striking or memorable

* More emphasis on images than words

* Reliance on symbols and stersotypes

Crossover of TV adverts with

film and TV

@T’\f adverts often use conventions of film/
TV, compressed in a shorter time frame.

@ They use mise-en-scéne (see page 27),
costume, lighting, sound, camera angles
and editing.

@ They may have a plot, characters and
resolution.

@ The brand or product may not be clear
vntil the end, enabling the audience to
watch the advert as entertainment.

@ They may be part of a series, building vp
familiarity owver time.

How to read an advert

* How do words, images andfor
sound work together to
communicate a message?

e What is the purpose of this
advertisement?

identity with what they
see, For example, they
are encouraged to think * What conventions does it use?

that, if they buy that * What opinions does it make you
brand of jeans, they form?

can be as attractive or * Are these opinions the same as
trendy as the model. the ones you think are intended

by the advertiser?

®* How does it fulfil this purpose?

=

LirE 1 & aiauTir sradt LACOSTE e

[ now try this

Think about the last advert you saw, whether on your phone, on TV or while you were walking down the street.
Describe how it fulfilled the conventions of advertising and whether you think it was successful.
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Construc AN represen tations: game
e i >
Computer and video games, and mobile apps, are interactive media, immersing players in the game’s
world and giving the impression that the players control the outcome.

Soclal interaction: Some games UG MaTL R ans vidtasl Representation of audience
have in-built social sharing and reality: Superimposing
multiplayer features, making them computer-gqenerated or creator?
a shared cultural experience. sound, video, graphics or
Flayers meet onlineg in forums and GPS data onto a real- Stereotypical games player:
via social medla where players can world environment blurs young, white, heterosexual male
discuss and modify their gameplay the boundaries bebween
methods and reactions, \\ /.r ‘real’ and 'game’, BUT
' - g Many Gamingis  Older people
! How games developments studies popularin  are playing
might influence representation show countries  more games,
o = = roughly 50%  like South especially
, y / e of players Korea and on mobile
Blur-f'mg boundaries: Players as developers: S fifarnale Japan. e
Mckile gaming exposes Flayars can construct
players to multiple their own levels
massages in other media (representations)
(e.9. advertising, internet, and some Kickstarter
video) together offering \ projects enable BUT
millions of interpretations, | players to help create
Fervasive games influence | \ the game, taking Games developers are often young, white,
the lives of their | \ control over certain heterosexual males who create the sort of
players, for instance by | | representations. games they like to play.
encouraging them to | : : .
impose gender-limiting Players i
T ERRA B S / Gameplaying can now
! be easily recordad and
Realistic graphics: On all shared via channels like S0
platforms, graphics that Twitch, These videos
closely resemble film add are watched, removing Rl fad Games often reflect
to players' sense of the the interactive elemant ; h and reinforce values
N s FiR gaming, characters :
game's ‘reality’, increasing | and ability of players to T it of white, male-
engagement and immersion. { control the gameplay, : dominated society.

Embedded advertising: Mobile apps provide more opportunity for
aucliences to be exposed to media-controlled representation of
Brands, encouraging players to see them as desirable.

Propp's Morphology of the Cutscenes
Folktale (1968) (cinematics)

* Most stories in Western culture share a
limited range of narrative and character types.

* Narrative types: quest, epic, saga, romance
* Episode types: challenges, obstacles, rewards

* Character types: hero, false hero, villain, donor,
princess, father figure, helper, dispatcher

Video games often feature non-interactive SCenes,
shol and edited like a film, to progress the story or

* Adventure games tend to be formulaie, ntroduce new elements of gameplay. Some people
fulfilling these types. think this changes the player into a passive recipient

* Players understand and play the game based of the game’s maker's intencled meanings rather than
on previous experience of these types. tetting the player control their experience,

m &535 Think about what she looks

g like:, how she is dressed
Choose a female character from a computer game. Describe how she is portrayed and how she behaves in

and explain how this representation fulfils or subverts audience expectations. relation to male characters,
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Mow that music can be easily accessed for free, for example via YouTube, music videos need to work
harder than ever to persvade viewers to pay for the artist’s music or live shows.

Indigffolk: focus on

Pop: atbractive singers artists’ performance;
and dancers; colourful, understated costumes;
sometimes revealing shows band playing
costumes: in studio or instruments; simple,
familiar setting; dance low-budget feel; in
routines; eye contact countryside, strest or
with the camera, ‘\ warehouse,
\ S
Fans may strongly identify with singers and ——— =
bands that they feel represent them, and videos Common conventions
reinforce this brand Image. ! of music videos
When analysing representations in a music video, / \
" n
eisidon — : Rock: focus on arbists; R4B: sexualised images,
» how the artist is being represented often performance- such as topless men;
* how others are represented based focusing on colourful costumes; symbels
* how the song is being promoted Sndeti atemanin of wealth such as gold
leather costumes; low- jewellery, cars; at studio,

® how the audience is expected to feel about what ey lighting; on stage

nightelul or house party.
they see and hear. or in unusual settings,

The effect of different music video styles

Style Description Effect
Marrative: Video tells a story from start to end Emotionally engages viewer in the story.
linear {cause and effect) that may or may not Song becomes associated with the story

be related to the song's lyrics and may | and the feelings it provokes.
or may not feature the artist.

Marrative: Video tells a story in parts or not in Viewer becomes interested In story and

fragmented | chronolegical order. May include clips wants to find out more, or watch the film.
from a film the song is promoting.

Performance | The band or singer |s shown preparing Represents band or singer as an avthentic,
for andfor performing on stage or in the | popular, talented musician, Also suggests
studio., There may be dancers. that their live shows are worth attending.

Mixed Narrative video frequently cuts to artist | By being reminded that the narrative is
performing song. inspired by the song, viewers are expected

to respond to the video as entertainment
rather than a representation of reality.

Cameo Artist features in the narrative but does | The artist is presented as separate from the
not perform or participate in the story. | music and images.

Animation Cartoon, stop-motion or computer- Video may be more memorable than live-action
generated images are used instead of live | ones. May showcase latest technology,
action. The artist may not appear. sugagesting artist Is cutting edge.

[ now try this

Choose an example of each of the styles of video and explain how they follow this style. Then describe how each
video fulfils, or does not fulfil, conventions for that type of music.
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istructing representations:
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Mmadazines
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Magazines were traditionally printed weekly, fortnightly or monthly but many popular magazines are now
updated more regularly online, However, print is still an important media channel, Magazines cater to
readers’ interests (e.q. celebrities, fashion) and hobbies (e.4. computers, fishing).

How do magazines construct representations?

Fortrayal of people

(see pages 1, 7 and 8)

such as stereotyping, gender,
class, ethniclty, attractiveness,
behaviour, speech, bod

language ]

*\\

RN

Portrayal of places such as
internal/external, locations, ,
positive/neqative

\ ;
I S

ldeas (see page 35)
such as reinforcing or questioning
dominant ideoclogy

- Portrayal of readers/
target audience
such as readers’ letters,

content
e ‘ Everything in magazines |
| has been selected |~\
Advertising ,,f"f : - T e ™ FPhotographs and images
such as appeal to / | h (s=e page 10}
readers, alignment with |II such as content, camera

content

Content

such as subject matter, tone
of voice (authoritative, fun,
pearsuasive)

Design and page layout (see
pages 28& and 29)
such as font, hierarchy of type,

\ angle, setting, cropping

FPage composition
{see page 29)

such as consistency,
visual hierarchy

typography, white space

Printed magazines: key points

* Magazines are designed to be dipped in
and out of, rather than to be read straight
through, so need to catch readers’
attention,

® They are disposable — not intended to be
kept on a shelf like a book.

* Buying a magazine is buying part of
a brand — after you read one or two
editions, you know what to expect and
whether it appeals to you.

® Advertisements market products as
you read.

Pick up any magazine and look through it. Describe its
target audience.

competitions, vsing their

Content is selected for a purpose

Compare the spider diagram above with the one
about film and TV products on page 2. In terms
of shaping representations, they have a surprising
amount in common. All media have been created
by a selective process for a particular reason and
audience. For example, a men's fitness magazine
might be designed to appeal to active men aged
18-35 with a particular disposable income; all
aspects of it are chosen with this in mind, from an
aspirational photo of a fit-looking man on the front
cover to the types of advertisements.

You will find clues by looking at the front

o COVET image and text, advertisements, type of
" i3 articles and prizes for any compgetitions.
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Stuart Hall said that representation is the production of meaning through language — a apoken language
like English, or a visval language like photography or TV. This language is formed of signs, which we must
agree on and share as a culture te convey and understand a message.

What is truth?

Stuart Hall said that ‘Reality exists outside language,

but it is constantly mediated by and through language.’

Objects, characters and events on screen or in print

do not have universal, true meanings but are mediated

through the perspective of the person making the media.

They choose what to show us, so their social and personal

biases affect the ‘facts’, through what is shown and how it .

is shown, The media present a new reality. We may decode The Only Way is Essex (TOWIE) is a scripted

the media in the way we're intended to, or in another way. reality show that features real people in
structured scenes, Halls theory suggests
its no less ‘trug’ than a news report.

The Constructionist (or Constructivist) view g the thing itself (reflection)

the people doing the

The sign \Q representation (intentional
| — o or vnintentional)
o LA

The real | ! /f r
i Concepts: . Language: b Interpretation: the reaction of the viewer
= Eventy = — Q The signified ~ | The signifier ¥ Influenced by... ——— = [} to the representation
* People 7y
* Things =

i ’ﬁ the contest of society

Questions to ask when analysing

media representations

(g What signs are used to convey the message?
@ What ‘truth’ or ‘reality’ is represented?

@ What meaning is produced?

I:;\?/{ How is this meaning produced?

lf:y_?,f Are any other meanings possible?

@ Whe constructed the representation?
.i\&/ Why did they construct the representation?

G_Z Heow can the viewer challenge the
representation?

Hall said that some signs create mearing by

exploiting "difference’. What message is conveyed
by his example of Dr Martens boots teamed with
a flowing long skirt in 3 fashion photo? L

Remembper that Hall's concept

.mresentation suggests
Compare the coverage of the same news story in a tablold newspaper and a ;IT E:z HZ ;_Ia r;_:;ﬂ;i a
broadsheet newspaper. How does the portrayal vary? How is this conveyed J/;L:.;‘-- a _; tl i PYR
through words and images? Does the different treatment affect your & different reality.

~opinion of the 'facts’?
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Stereotyping

Richard Dyer’s theory focuses on how the complexity and diversity of a group or individual is reduced to
a few limited characteristics.

The media may not invent

t but rei th
Those with power stereotype PHIECTyEes I Felniice thein

Stereotyping esaggerates by repeated stereotypical
the less PG“‘_’:SFM' difference, which may create representations,
Ty conflict between groups. o

\\ \\
Stereotyping is a way
of imposing order on
o ~ diversity by oversimplifying

|‘ i behaviours and traits,

| What did Dyer say
" about stereotypes? |

Identitles can be _— / \\
constructed and :

communicated via /

stereotypeas,

Stereotypes are a way of
Auickly conveying information
about a group or character,

Selecting certain values
and assumptions may help
to construct the audience'’s
perceptions of the world.

Stereotypes are about

power

Media sterecotypes of non-white
racial groups, womern, gay people
and working-class people are

often easier to identify than
sterectypes of white, middle-class,
heterosexual men. Stereotypical
representations categorise
different groups and place them

in a hierarchy, with the most |
powerful and dominant at the top.

Some films, like Mean Girls, look at the
positive and neqative effects of stereotypes
but may be seen as reinforcing them.

. in yaur exam, vou m e
Think of a stereotyped character in a film, a TV advert and a computer game i O}.: dentify ran; dgajr:::b:LFd
and, for each, identify how they are represented. Consider how they speak, @;&:‘3 P : ! :
how they dress, their body language, their relationships and their lifestyle. e =N,
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Laura Mulvey argued that avdiences, whether they are male or female, have to view women from the
vantage point of a heterosexual man - the male gaze.

The lock of
the audience
that views the
film: invisible

Female and male roles

Mulvey identified key differences between the roles of
wemen and men In films,

The look of the
camera that records
the film: invisible

Women Men &
Passive Active /
Looked at Looking

(possessors of the gaze)
Protectors S

Sesxvally dominant /
Projectors of sexual fantasies

(objects of the gaze)

In need of protection

Sexvally submissive

Focus of sexual fantasies

The lock between the characters

Eqo needs ignored

Ego needs fulfilled

Supporting men

Taking the lead

in the film: visible

Weak Strong
Dependent Independent
Kevy terms

Voyeurism: gratification from observing or seeing
others, especially when they are not aware

of being watched (e.9. characters in a film); a
controlling gaze that projects one’s own fantasies
onto those being watched.

In some advertising
&g, Dolce: #
abbana's advert for
the perfume Desire,
womean who look
at the image ars
encouraged to view
themseles as the
camera views the

model, implying that
buying the product
will make them sexier
and more attractive,

Scopophilia: deriving sexual pleasure from looking,
often at erotic objects.

Fetishism: fixating on the object of the gaze to make
it less threatening to the viewer by dehumanising it
and transforming it into something satistying in itself
{e.q. a sexual object).

Exhibitionism: welcoming and encouraging an '
objectifying gaze. |
Narcissism: recognising one's self in the image of |
another person being viewed.

Other perspectives?

The gaze may be from other perspectives than
heterosexual males, for example white Americans
or gay women, Sometimes the gaze sets out to
alienate the audience, perhaps by shocking them
with a different perspective. However, this is not
common.

The male gaze: forty years later

Mulvey wrote her essay in 1975 about 1940s
and 1950s films, but visval media still incorporate
the male gaze. Films, fashion shoots, adverts and
music videos often objectify women and present
men as contrelling.

[ ow try this

Think about the last film you watched. Can you apply the concept of the male gaze to the treatment of its female
characters? Think about how the female characters were portrayed via camera shots, how they dressed, how they
behaved and how male characters interacted with them,
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Media messages are not simply a mirror of reality. Both the creator and the avdience construct the
meaning of the media product through different processes.

Key terms about constructing messages

Term Description Examples

Construction | The process of making conscious or Mewspaper photos are chosen from
subconscious decisions when selecting and | hundreds of alternatives; avdiences choose
receiving the content of a media product | what to see and what to remember

Anchorage Directing the avdience towards a Adding a caption, cropping a photograph,
desired outcome by attaching a meaning | including particular music or using a specific
to something that could have many camera angle
interpretations

Presence Including certain elements In a media TV news channels selecting one news story
product, either deliberately or not over another; photographers including only

women in a photograph of nurses

Absence Not including certain elements in a media | TV news channels not selecting a particular
product, either deliberately or not news story, photographers excluding men

from a photograph of nurses

Encoding The process of constructing a meaning Taking a photograph, filming, speaking,
when producing a message gesturing

Decoding The process of constructing a meaning to | Looking, watching, listening, deciphering
understand a message a gesture

A woman jumps {(or is pushed) from her burning flat during
the 2011 London ricts. In news reports, it was vsually
cropped to remove the background distractions and

to focus on the woman's fall towards her rescuers. The
cropping provided anchorage by increasing the sense

of drama, Most photos from the riots focused on the
hooded and masked rioters but their absence in this photo
emphasises the impact of their alleged actions on athers.

Encoding and decoding models

r'v, —— -
Schramm’s medel showed that communication 4L e
Iz dynamic and potentially unreliable, Hall's e A
R g = der ™, < Encoder

model added ‘noise’ — the cultural and Pl LRoeder™

f \ T
physical context of the sender and influences | Interpreter | | Interpreter |
like the education, gender, ethics and role in @~ - = T hy "

. a " e 4 n, |l

society of the recipients. The meaning of the S S _m T

"

message isn't determined by the sender., Message
(\r__

Find another photo from the 2011 London riots, this time showing Consider presence and

the rioters. Explain how anchorage is used to represent the rioters #*\”3 absence. What is shown?
and how this attempts to direct the audience’s opinions about them. What iz not shown?
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Media products (texts) have preferred meanings, but the audience (decoder) may not read them as
intended by the producer, as everyone has different social and cultural experiences.

Stuart Hall's model of mass
communication

1
2/
©

The same event can be encoded in more
than one way.

The message can be decoded in more
than one way.

Understanding the message can be a
problematic process,

Hall's categories of reading

Preferred (dominant or hegemmonic)
reading

The decoder uncritically accepts and
shares the meaning intended (consciously
or subconsciously) by the producer. They
respond in the way the producer expects

them to and confirm the f;\ g

social order. ORI e
o788 _

MNegotiated reading

The decoder partly accepts the preferred

meaning but also partly resists or modifies

it to fit their own / z 5 B
viewpoint. - ' * X

Oppositional reading
The decoder may understand the preferred
meaning but rejects it because their social

position puta them o
in conflict with the @*
preferred meaning. '

L
R

Aberrant reading (addition to Hall's
original theory)

The decoder creates their own interpretation
that is entirely different to the intended

meaning, such as a parody. f’: :\ J z i\‘

\&y“'

D

Laok at the cover of a men's health and lifestyle
magazine, taking Into account the images,
waords and layout. Explain what you think are the
preferred, negotiated, oppositional and aberrant
readings of the cover,

Meaning structures 1

)

[- * Framewarks of knowledge i
= Relations of production |
s Technical infrastructure

Programme as

.
|:r") meaningful discourse <?Ll

ENCODING DECODING
Meaning structures 2

fr f

2 i)
* Frameworks of knowledge |
* Relations of preduction |

i * Technical infrastructure

Production

Consumption
1 P,
< Socleby/Culty re o
e ——— e e

Open and closed texts

(Barthes and Eco)

Both Barthes and Eco identified texts as ‘open’ and
‘closed'.

No texts are entirely open or closed; Barthes
sald texts are a tangle of threads that need to be
unravelled. Different meanings appear as they are
unravelled.

However, some texts need to restrict their meaning

(polysemy), such as instructions, directions.

Open text Closed text

Many different A single meaning is
meanings possible: intended: restricts

encourages polysemy | polysemy
Decoder takes active | Decoder takes passive
role role

Usuvally aesthetic or Usually informational

artistic

E.q. poem, abstract
art, experimental film

E.q. textbook, recipe,
party political broadeast,
TV commercial, action film

" How we decode depends on us

W undlerstanding the conventions of various
medua forms (see pages 2-G for more about this),

Decoding text

You will bring your own meaning to a text,
depending on your personal viewpoint.

Always give examples when decoding a text to
make it clear which reading you have chosen.

11
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Passive and active viewing
and intertextuality

Audiences can be passive (complying with the message) or active (constantly filtering or resisting
content). Intertextuality depends on us actively making connections to other media.

The active audience The Hypoedermic

Audience takes an active role in Model (1930s)
choosing and interpreting media.

o Fersonal relationships l

|
Surveill -
Soclal Interaction, somathing 9 e v'::;:::ﬂ;::’;ag:& Are audiences as
to talk about, affiliation Froblem solving, e et . 5
avoidance i education active as thEY think
; Wa passively recelve

8 'world view', 'tl'I.EY are?

::;:;ﬁzt,; @ The avdience may not
= : inatead of reality. influence the media on offer.’
; The Uses and Gratifications We all react in the Gﬁ Even active avdiences are

Model (1970s) ’ pams sy, influenced by dominant
= —, - ot i cultural assumptions,
=] -~
/ we may have @ Media such as advertising
‘:‘F’F’”‘:"t";“" create needs as well as
reEadin "
Q Fersonal identity e 2 : fulfilling existing ones.
Self-understanding, ~ _/_ @ The internet and social
comparison with others, O o r— media mean media
forming opinions, choices can be received
influencing behaviour, Entertainment, ' simultanecusly. Does this
social learning asoape, passing make the audience mere or
ol less active?
background nolse |

Intertextuality: key points

®* All media products (texts) are influenced
by others.

* Some refer directly to each other, such as
film remakes, and parodies of well-known
scenes or Images,

* How we interpret intertextuality depends
on our awareness of what is being
referenced. We create meaning by
recognising it (or not),

®* Obvious intertextuality reminds us that we
are viewing a mediated reality.

* The meaning of the original text is itself
changed by being revsed or referenced in
another text.

m Think about references to other music

Watch one of Katy Perry’s music videos, for example 'Last Friday videas, films and social media: for
Night; 'Unconditionally’ or ‘Califernia Gurls, and list the examples 1 example, ‘Unconditionally’ reflects scenes
of intertextuality you see. Q\‘t"ﬂ from Disney's Beauvty and the Beast

The long-running cartoon The Simpsons is full of
intertextual relerences that cover not onty other TV
programmes, films, books, famaous paintings, plays and
album covers but also the wider cultural and political world,

12
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We actively create meaning by decoding signs, Semiclogy is the science of these signs in a linguistic
context, associated with Ferdinand de Saussure. Semiotics takes a wider cultural view, and is
associated with C5 Felrce,

De Saussure's hasic semiotic theory Peirce's basic semiotic theory
The form Interpretant
of a sign, The sense the avdience
Signifier *"/ e.q. image, makes of the sign
B S o e esture - :
i Signified E,m, d ’ %;1 f:a"
f | |
Representamen/ Object/signified/
Anything The concept of signifier referent
conveyin object that’s {J-- § 9 .
o represented The symbol or L What the sign
meaning E form of the sign represents or refers to
The sign and signifier do not exist without each The sign/signifier must be interpreted to exist. It
other. They only create meaning simulbaneoushy: anly accesses jts siagnified by being interpreted,
Key terms Media signs construct meaning

We mainly interpret signs unconsciously by

Denotation: the literal meaning of a sign, €.9. a relating them to familiar codes and conventions.

man gl worm di el ring i ideo.
nglves @ A B . R Each type of media language has its own signs

and codes, although some overlap, for example,
an angry monster signifies danger and an enemy
in films, TV shows and computer games.

Connotation: the agreed meanings attached
to a sign, which can be emotional, cultural or
symbolie, e.g. a diamond ring might connote

love, engagement or wealth,
e Stylistic codes (technical elements) also

convey meaning. For example, fast music
signifies urgency, dark shots can signify danger,
and bright colours in magazine headlines might
signify youthfulness and upbeat content.

Symbol: a type of sign that stands for something
specific, Its meaning has to be learned and _
connected to culture, e.g. a diamond ring, letters
of the alphabet or a national flag.

4 . Signifier/ Signifies/ interpretant

e denotation connotation

poster for Jaws

uses several signs Large red word | Film title; danger; This is a

to encourage the significance hur:mr film or

audlience Lo interpret Swimming Innocence; ignorance; thriller about

the content of the film woman in white | wvulnerability aE GE‘:‘::”:“E'

: e £

in a particular way. The Blue darkening | Sea; increasing :t:: cks

'm?“ilj‘f"&' work with the downwards threat; danger nocent

words (e.a, “terribding'

= er'||cj L:j L :;;‘L:i[r'fﬂfj Large shark with | Threat; danger; fear; people.
G sharp teeth no escape; death

the: film as a whols,

now try this

Pick two magazines aimed at different audiences, for example boys under 10, adults interested in fishing. Identify the
signs and symbols on the covers that help the potential audience to decide whether the magazine is aimed at them.

13
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GCenre expects ations and subvers

Generic codes and conventions help producers to shape their media product and help the audience to
understand what is being conveyed and how they should react to it.

Examples of codes and Audience expectations and
conventions in film and TV genres subversions

Audiences expect certain codes and

Hikdlic codes, £:9. an sckor conventions, for example a TV quiz show is likely

4 a ch " i
c‘;'dca' SHggees & chimdlons Toe i to have two teams, a host, scores and a live
Elr"" i h:: studio audience. They may choose the media
B s e Techylcal QOARE, .1, Samars product because of these conventions, knowing
can assign A NEtind-hgirkicy that the problems that drive the narrative (in the
a common case of films) will be reselved at the end.
meaning E’::,rmt:u:-li-::I au:mf te<:hr;1ical Toje-ﬁ’- But remember that genres aren’t fixed or don't
fhft :Jﬁ Z;t: :":ﬂi::a adelition conform to all conventions, and most media will
2 cross genre boundaries to keep the avdience’s
interest. Cultural and economic shifts change
Such as setting (historical period, genres over time, for example racism in comedy
geographical location, domestic/ is no longer acceptable.
PrPlic Space) Genres help us to see that media aren’t a
reflection of ‘reality’ but are constructed to
Caniibnks Such as characterisation conform to, or challenge, codes and conventions.
meanings (professional, moral, psychological
derived or social status; stereotypes)
from codes,
common to Such a8 props and objects Genre applies to all media types
# particvlar (costumes; items used by actors; Although discussions of genre tend to focus
genre background objects) on film, all media products can be categorised
by genre, such as wemen's magazines, web
Such as structure and plot adverts, comics, radio news bulletins, |
(narrative structure; storytelling =i
method; expected ending)
i Faatiche: A copy .
Pl of a genre; blurring Examples of genres in computer games
U:s;oﬂ?Z genre boundaries,
EE - e.q. Quentin Subversion: Computer/
gc:L ; ;Iﬁ}g Taranting's films, Genre video games
4 ¥ \\\ expectations Type of media
set up and
Challenging Lo ot
. ed, e
| genres il u il Adventure Adventure first- Adventure
prince turns game person shocter where the player
',.f! out to be the Genre Hybrid  is the villain
Subgenre: ICategor'y villzin in Frozen. Subversion
within a genre, e.q. i : P
comedy horror Egv;:::j;:fin: CD:;L: Text Graphic Interactive
(Shaun of the Dead). | . c;;uatumel, drama {Pride adwventure adventure film
and Prejudice and Zombies), g Subgenre Subgenre

In your exam, you may be asked to

[ i media product's genre or

Watch an episode of a TV drama. |dentify its subgenre and explain Ldr;nt.fyrz e mptawﬂ rﬂaﬁg i
why you have classified it in this way. Then identify any examples of A subgenre,

'4}‘ your choice

audience subversion, hybrid genres and pastiche within the drama.
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How framing creates meaning

The relative distance of the camera from the subject (actor or significant object) provides different
information about a scene.

Communicating messages by framing
. Extreme close-up

""" Magpnifies detail. Conveys mystery or

" __FF__.---F"“'_F- tension {e.q. wide eye) or adds an
.- emotional charge {e.q. licking lips).
_—"_--'-'-F'_

1'.

T Close-up
Shows facial expression and emotional
response, or important prop detail,

T Medium close-up
Shows body language of head and
shoulders of actor during dialogue.

" Medium long shet
Shows more of body to indicate
gestures, body language ancl
details of physical appearance.

-
b o
Leng shot

Extreme long shot Gives overview of scene.

Wide view of scene in which subject is Pravides context for subject
hardly visible, Gives sense of scale or is and details the character might
an establishing shot of scene to come. not see from their viewpoint.

. -

@ extremes close-up) may not be
Identify examples of each type of framing in a film trailer. Explain how present in a film trailern Think about
different framing helps to convey a sense of what the film is about. why this might be.

15
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How camera positioning
creates meaning

The angle and height of the camera can communicate a lot of information to the audience about
characters, setting and narrative.

) ——Bird's-eye view [ i
igh “"?i“ . @ & shot from high above looking down. |
Camera is usually above head height Subjects look small and insignificant, Can i ]

and angled downwards on the subject.
Character locks vulnerable or weak.
Audience may Identify with the
‘underdeg’. —————

alae ke an establishing shot or vsed to {
film sports or documentaries as all the
actlon is contained in a single view. s

— Overhead

Camera may not be very high but

angle Is directly overhead. Shows
several characters and objects at
once, so the viewer can ses what
the characters can’t see.

Point of view (FOV) —
Camera puts the viewer in the
position of a character, so we
empathise with them. Builds
tension and heightens emotion.

In an associated POV, the camera
moves with the character, as if it is
on their shoulder or in their eyes.

Eye level

The most common angle. Camera
is positioned as if it is a person
observing a scene. Appears
natural and heightens reality.

Over the shoulder

Used to show two characters |
talking. Provides extra information
through body language and
distance. Draws audience into the
eonversation,

\Tw-ahat

Both characters have equal
prominence in the frame. This
establishes their relatlonship
via body language.

T2

Low angle

Camera is low down, for

example on the floor, and
angled vpwards to the f
subject. Establishes the |

Canted angle/Duteh tilk
y Camera angle is slanted to
"\\. one side to portray unease,

La
b =T
I iority or & [ x?{\ 2 . ;

PN AR i [ i Y disorientation, acklon,
dominance of the character 1 "

E drunkenness, lliness or
and can make them a symbol of i

macness.,

authority and respect.

m o Remember to include examples, for
@1 instance ‘The doctor was shot from a

Choose a non-fiction film or TV genre such as a news report, interview low angle so that she appeared morg
or documentary. Identify the types of angle and camera heights used serior than the nurse, who was shot
and explain why the producers may have decided to use them, from a high angle in the previous frame’,
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Although you don't need to know the technical details, you do need to be aware of how shot
composition and focus can influence the feel and message of a film.

Aspect ratios

® The first number is the width of the screen and the

second ia the height.

* Filmmakers may switch aspect ratios in a film to give

different moods.
® 1:33:1 is the most commen ratio for medern films,

Rule of thirds

You need to know these key facts:

* An image can be divided into nine
equal parts using a grid.

* The four intersecting points a third
or two-thirds up or across the frame

s 4:3:1is the Academy ratio common until the 1950s, so can align features in a shot.

now feels vintage.

* |t is thought that framing a shot like

» 1:85:1 is more widescreen, allowing a more realistic take this creates more interest, energy

on what the eye can see.

* 2:35:1 and 2:39:1 are widescreen so feel epic and big
budget; they are suitable for intense dramas and sci-fi

but come across as a ‘letterbox’ on TV

* 16:9:1 is used by TV cameras when a cinematic look isn't
needed, such as for documentaries, adverts and sitcoms.

—

2:35:41:65 |'..;j':-.|

Key terms

Depth of field: Focal length; the area in focus
within the frame.

Deep focus: the foreground, middle ground
and background of the frame are in sharp
focus, giving a layered quality and allowing
meore detail to be shown,

Shallow focus: a narrow depth of field meana
that only one plane of the frame (usuvally the
foreground) remains sharp, typically in a close-up.

Focus pullrack focus: when the focal
point changes within the frame, to shift
the audience’s attention or to peint out a
significant relationship, !

[ ow try this

Watch a clip fram a classic film in the Academy ratio (for example The Wizard of

and tenslon than centring a subject.

Beyond the camera

* Some visval effects aren't possible to film in
a single shot so are added separately.

* Filming subjects in front of green or blue
screens then adding a background extends
our visual realities by creating scenes that
cannot be filmed, such as Superman flying.

* Computer-generated camera effects include
plcking out or adding colours; slowing time (as
with the bullets in The Matrix), copying images
to make crowd scenes, softening shots to blur
imperfections and changing the original depth
of field.

® All these technigues add to the messages
conveyed to the avdience,

Think about what
can be included

fe ; ; . i
0z, Casablanca, Citizen Kane) and then a clip from a modern film in 1:33:1 ratio. /Q‘ N i gk
Explain how the different framing affects your reaction to the films. i

17
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How colour creates meaning

Directors deliberately decide to feature a particular colour or colour palette (or no colour other than
black and white) to raise certain associations and expectations in the audience.

Blue

iZ Freshness, cleanliness
& Coldness, sterility

Black
@ Professionalism, modernity

@ Darkness, mystery \\
\ -

Green
£ Nature, fertility
@ Polson, sickness

Gray
/ £ Calmness, wisdom

% Detachment, despair

\ What do you associate

i with colours? "

wigold ———

—— Purple

Z Warmth, nostalgia
& Brashness, alarm

e
& Purity, innocence
@ Sterllity, blankness

Colour effects

Films may be shot deliberately in black and
white to suggest a period feel, such as The
Artist,

Pleasantville starts in black and white and adds
touches of colour as characters experience
madern life,

Schindler’s List is shot in black and white,
apart from when the shot follows a little girl in
a red coat being forced from her home.

Filters can change colour composition by
draining or exaggerating colours,
Monochromatic palettes emphasise a single
colour. For example in O Brother, Where

Art Thou?, yellows and oranges create a
particular, slightly surreal time and place.

A desaturated or sepia tone can suggest the

past or a dreary present, such as in a zombie
filrm.

Multicolour palettes can suggest dreams and
fantasy, such as in The Wizard of Os.

Overexposed shots are bleached, often
suggesting loss of consciousness,

Underexposed shots are dark and obscure,
suggesting mystery and threat.

fm You can find cut more about warm
G and cold colours on page 20,

\ @ Wealth, royalty

@ Decadence, greed

||| E: Rﬁd
\ @ Paasion, warmth

& Danger, injur
Orange £ g

2 Warmth, energy
& Heat, danger

Describe the effects that have been applied to
this shot fram Saving Private Ryan, a film about
the Second World War. Explain how these effects
influence the message conveyed.




Had a look D Nearly there D Nailed it! D

wem
L
.

LR

|,’J].l i f-' P B, _.r'[ﬁ (6.-. |-.? ;(]1 3 z."_';" - o) 3 ?\.‘ t'i_ l; { “J -:I_‘Jn\f'i'l !!-]-'P.\, |’j‘| '? BT, ]
(the DoSItion oI IigNniing

LN oty o
e

o T
LY R4

[=a ]

1
it T T, ST, NE S T
creailes

Flipaalh o o OREh Be T
el SR TH T O o
AlLlCal ALEANL

g

The position, intensity, colour and quality of lighting can communicate character, mood and atmosphere.

Light and shade can emphasise distance, time of day, season, emotion and attractiveness of the subject,

The basic three-point lighting system

Back light : T er%act ligght
= Behind subject, separatifg them %J?
from background

* Provides depth and 3D definition

and highlights f&? J Fillc{jqr:cr =
o * So 4
/ * Opposite key light;
Rey light reduces key light's

* hain, brightest light (dominant light \,\\

SOUNCE)

= Almed at subject of shot

* Slightly to one slde; casts the most

and darkest shadows

N

", L':'E:';}-

s

Fey light

shadows

Creates mood by making
shadows darker or lighter
Reduces contrast to
show natural detail

N

Fill tight .

Using lighting direction and shadows to convey meaning

Position Shadows cast Effects Example
of light to
subject
Front Behind the subject | Captures colour and detail, | Bones
such as facial expression; {horror)
can look dramatic but 2D
Overhead |In eye sockets and | Can look sinister or The Godfather
under nose threatening (thriller)
Under Over most of face Can lock sinister or evil Dracula
{horror)
Side On opposite side of | Gives 3D appearance; adds | Terminator 2:
subject; can obscure | drama; can look sinister Judgement Day
part of the scene {action)
Behind/ In front of the Definition; silhovettes; The Lord of the Rings:
back subject; darkens the | halo effect; muted colours; | The Hobbit An Fw- 7
shot creates mystery and Unexpected !
intensity; sense of intimacy | Journey 2012
(Fantasy)

Now try this

These ideas apply to still photography too. Find examples of front, overhead,

under, side and back lighting in magazine or newspaper adverts. Explain
hiow the direction of the light conveys infarmation about the product,

A You might have difficuity

- finding examples of some
light positions in adverts.
Why do you think this is?
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Coloured lighting and filters can
establish mood

Colour temperature | Example Effects
(kelvins) colour
Heot (up to 2O000K) Red FPassion,
discord
Warm (3000-5000K) | Gold, pink | Joy, romance,
calmness
=5 i |
Cold (6000-10000K) | Bive, grey DEE;E:::; E: The Matrix uses eolour to establish setting |
e ; and indicate opposing realities, Scenes
sadness : ; i .
set in ‘the Matrix' are a sickly green, while
Natural (5500K) White noon | Reality, truth scenes set in ‘reality’ are a soft blue,
light

High and low key lighting
The quality of the light in film and photography suggests the quality of the subject.

Bright fill lighting: Genres:
(/) removes harsh shadows from an image (/) Romance
Y/ g \Y/
M emphasises whites and bright eolours @ Musicals
= 4 e
@ replicates a sunny day, so usually conveys '.\{: Comedy
a positive or upbeat tone; it is vsed 6_2; Action

to convey humour, beauty, optimism,

P h
youthfulness, energy or joy @/ rocuc photognapy

o R
p h-end
QZr/ can also imply high quality in advertising. "“LZ Wit A e

advsrtfﬁl'ng
Less fill lighting than key lighting: Genres:
@ creates more shadows '\/:Z?; Herror
'.:'02-'/ emphasises dark, grey and black tones {\8; Film noir
. . P :
'ﬁ creates a sense of drama and tension @ Thrillers
because of the contrast between light @ Detective

and dark areas

(}?f conveys mystery, tension, alienation,
foreboding and threat

@ emphasises emotional intensity in specific
sCenes.

{i\;&} Think about the direction of the
Watch a clip from The Matrix, American Beauty or ' lighting, dominant colours and use
Atonement and explain how lighting is used to create of figh and low key lighting.

mood and communicate meaning.
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Film editing Is the process of selecting, cutting, sequencing and assembling camera shots and sound
to produce a finished product. The choices made significantly influence the meanings and messages
communicated. The following examples focus on film but computer games use the same techniques.

Constructs the
illusion of reality,

Creates a
na r'r:-atiw.-'e S EJ;U Snce

including one
that exists out of

camera shot

Disrupts or challenges

Wi

s Suggests a
visual style,

—
‘ What does
editing do?

7

T~ Manipulates
time

* Represents
simultaneous
activity

ewers’ expectations

Narrative sequencing: continuity

L]

The 180° rule

Extent of camera ~
movemant Eo
maintain continuity

Classical continuity editing is using agreed
conventions to cut and join shots to tell
the stery smoothly and clearly.

This creates the least challenging and most
structured narrative style for the audience.
The shot sequences flow into each other
and do not detract from the story.

This makes the film's reality as near to the
audience’s reality as possible.

Trying to recreate the ‘real’ world makes
it easier for the avdience to understand
the action they see and hear

But the avdience also accepts
conventions as reality, such as elliptical
editing (missing out events between
shots to compress time) or intercutting
(inserting contrasting shots inte a scenes).

£

Feep to one side

of characters

or a maving

object to

prevent audience -

disorientation
e /

and confusion,
—W—

re

e

mood or pace

A

o

Remember Lo refer to editing terminology like "shot/
reverse shot’, ‘mateh on action’ and "eyéling makch’.

The effects of editing

Establishing shot: A |long or extreme long shot
showing the spatial relationship between, or location
of, characters, objects and setting.

Shot/reverse shot: During dialogue, the camera cuts
back and forth along the central line from one character
(over the shoulder or often facing left) to ancther (over
the shoulder or facing right), pushing action onwards.

30° rule: The camera angle between two consecutive
shots should move by less than 30° for eontinuity.

Crosa-cut/parallel edit: This is cutting between
actions in different locations to convey the
impression that twe or more events are oceurring
simultaneously (parallel editing) or are related (cross-
cutting), to build suspense or show their relationship.

Cutaway: A shot of something related to but outside
the main action of a scene. It cuts away from the
main action to a separate or secondary action, for
example to show the response of another character.

Matech on actionfaction match: Two shots are linked
by two framings of the same action, for example a
character begins to move or speak in one shot and
their movement or dialogue continues in the next
shot(s). Can indicate time passing.

Eyeline match: A cut between two shots. A
character looks at something and in the next shot
we see what they see, such as the person they are
talking teo, looking at them.

Re-establishing shot: This s another long shot to
reinforce the setting or show how It has chanaed.

180" rule: This maintains continuity by ensuring that
the action in a sequence of shots takes place in the
half circle in front of the camera, so that characters’
positions aren’t reversed. Crossing the line creates a
disorientating change in perspective (see opposite).

. Choose a short scene from a TV soap opera or drama. Explain
how continuity editing is used to create a sense of reality.
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As well as creating the impression of realism, editing can also create new meanings and disrupt the
sense of reality through unexpected or cbvious shot transitions,

e Montage: th |
A rapid successlon of different shots, often using a mixture of camera ontage: e
angles, distances and transitional techniques | Kuleshov effect '
e ——— |1 . e L l (i’;’/ We naturally link images and
w h 4 4 interpret them to project
A sequence of A sequence of A sequence of shota in our own meanings from
shots in different apparantly unrelated the same setting over a visual clues.
sebtings or times that 5h=:lt? to break shert time period tha‘t (}&( We automatically make =
compress narrakive continuity or maks eonvey actlon or panic, f he di
time, .q. Rocky symbalic links that e.q. the shower scene narrative from the different
training for a fight create new meaning In Payeho e shots we see.
' 3 ' 'Y//Tr:: demonstrate this, earl
| = Y/ ¥
I w | Russian filmmaker Kuleshoy
We accept this | We accept this We are made short films that linked
| convention as a ., convention as the disorientated apparently unrelated shots.
D compression of -—k} hlgl.ilighta of a long —ﬁ or confused, or (_} Such sequences
time that creates period of action ereate our own T AlsoHatata v rs andfor
excitement that coulel not be meanings fram IS ¥
shown In real time what: e ase provoke assoclations, f\
New meanings are created
when shots are juxtaposed.
Visual effects :
The duration of a shot will usually The speed of a sequence will usually reflect its tone or genre.
reflect its narrative context,
en Slow motion Fast motion Freeze frame
Long shot 5""’""‘_ shot Camera sped vp | Camera slowed A single image
duration duration (overcranking) so | down (undercranking) | is repeated over
Intimacy Action movement seems | so movemsnt several frames to
Emotion Urgency slower when seems faster when | suggest a static
projected at projected at normal | image after the
Focus on facial Focus en :
: normal speed speed action
expression or movement
setting Expands time Contracts time Stops time
eriod sh eriod sh
Directs attention | Directs attention P = d i
ko details to bigger picture Lingers on Rushes through a Focuses attention on
¥ i a scene to scene to intensify one image to signify
uvmp cuti An abropt, intena r & " . bl
ShscaSanitiie e by i wioi of ify drama | comedy or action am Iau:ty, death or
i j or romance significance
a shot to another scene or time,

1

Continuity cut: A eut ) Fade in: A shot gradually
that takes the viewer \\ appears from a blank black,
smoothly, subtly and % white or coloured sereen.

logically from one \ H\ Fi Choose a two-minute sequence from a film or
shot to another. / e a TV show and explain how it has been edited to
Transitional gradually disappears createqmeaning andsetamoned, g.f{hx""
dEViQES —into a blank black, ‘ié
| RS white or colourad
.f; screen. ls the editing continuous or discontinuous?
Dissolve/cross-fade: The end of "‘\ What transitional devices are used? How
a shot remains on the screen and \ are shot durations used? Overall, how

gradually fades out after the next  Wips: A line across the screen
shot has started, often to suggest PUShes one shot off the screen
time passing. and replaces it with another,

does the editing help you to understand
the scene?
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Layers of sound communicate mood, tone and story in many types of media product, including film,
TV shows, advertisements and computer games. The relationship of sound — and silence - to the
visual images is important, as they work together to create meaning.

Rey types of sound

1 T T - i'
Music Sound effects Dialogue Silence
tl and audio effecta i |

Helghtens Prevents Aid actlon Add to Transmits Audience Creates Draws
emotion or  silence scenes senze of story gqets tenslon attention
action when realism infermation  meaning to the
there is no directly visual
dialogue images
Creates tension by Helps us understand what iz
Simulates starting and stopping happening
reality ¢ ; . Directs our attention to
T \ / /r a particular part of the
=== —t — — ackion

The function of sound in media

'  ———

Adds or creates something off

Cues us to form expectations Helps create scene:bhat Ismok naelly i
abeout what will happen a mood

Diegetic sound MNon-diegetic sound

Created within the film's world From outside the film's world

Characters can (probably) hear it Characters cannot hear it

May be speech, weather, music being played as | May be a musical sound track, volceovers, dramatic
part of the story, or objects in the fleld of vision | sound effects

Assists continulty editing Assists in creating mood or drama
Adds to sense of realism without being Unnatural in terms of the ‘real’ world but often a
distracting standard convention to help avdience understanding

Comes from a character or object that can be Source cannot be seen or implied on screen
seen on screen or whose presence Is implied

May continue over several shots to bring the Added after filming as part of the editing process
narrative together
Includes ambient sound: background noises that | Ambient sound may be added later to intensify the

may or may not be in the field of vision, such as | scene or add sounds that cannot be recorded while
the hum of a crowd or birdsong filming (such as alien voices)

Includes synchronous sound: sound that occurs | Includes asynchronous sound: sound occurs before
at the same time as the action on acreen that the action on screen that makes it, for example
makes it, for example dialogue matches actors’ | dialogue happens before actors’ lip movements
lip movements

m Think about how the

e}
Watch a three-minute clip from a TV drama or a film with the sound muted. ’{j:g = sound communicates

Write down how the clip made you feel (such as scared, happy) and what you meanings and messages
think were the most important things that happened. Now watch it again with thal are: not possible
the sound on. How have your feelings and opinions about the clip changed? with just visual elements.
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You may or may not notice the music in films, TV shows and computer games but it still conveys meaning
in many different ways,

Conveysfinfluences emotion
via tune, harmony and

Conveys genre, e.q.

: ; Enhances and
fulfils conventions for

signposts action

Sets pace horror or suspense inskrumentation
and mood, 5
£.4. romantic, ]
exciting — .= Mirrors and
H“M___H _____..,--""'X relates to what
S | et is happening on
= I f______,--""f screen

; ™| Role of music in
Suggests a =
specific time ———— | media products

in history ' ; - Can ironically contrast
through its with what is happening
style L on screen, e.4. upbeat

f,f'f music during a tragic
scene
Feinforces ; ‘*. \
themes and c OWE};E Provides mise- Suggests a particular
motifs relatin : Y culture ici
g symbolism, e.q. en-scene, .4, Ares ethnicity or
to characters at a concert hall social class

national anthems,
folk songs

Key terms for film music

Soundtrack: The music used in a film (such
as songs chosen to accomparny scenes) and
often also all the sounds used within the
production.

Score: The original music composed for a
particular production, played during the action
to set mood and atmosphere.

Incidental musie: Background music that
accompanies a particular scene to create or
enhance its atmosphere. '

Theme music: A tune or collection of notes |
that is associated with the production as a

whole, |

Sound/musical motif: Sound or music played . This clip from The Makrix (from the point at
to accompany a specific character or setting, I which Neo is attacked by his arch enery)

or to shape the narrative, such as the beeping layers varicus sound effects and stirring

of a heart monitor in a hospital, or a creepy i music over just 24 seconds te build up to a
tune played when the villain enters the shot, | narrative climax and then fade out to silence,

[ Now try this

Watch this trailer fram the TV adventure series Supergirl.

Explain how music is used with other sound effects to raise the audience’s excitement and anticipation.
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Speech obviously conveys messages via words. However, additional meanings are given through the way
in which this dialogue is delivered.

What is dialogue?

Important soung
for conveying
plot and
character

The sound of
characters
speaking

Transmits story
information

Accent, tone, pitch,
volume, speed and
rhythm indicate
characters’ background
and mood

The words characters
use indicate their
intelligence and social
status

Modes of address

Menologue One person speaking within the diegesis.

7~ =N May convey plot or character’s thoughts and feelings that other characters
] may not know. Can appear natural (e.g. character talking to a photo or pet)
\__\“-_'f/ or draw attention to character’s state of mind.

Voiceover One person speaking from outside the diegesis.
e, May narrate the story or convey plot or character’s thoughts and feelings
48 that only audience knows. Draws attention to audience being beyond the
(K“j) film's diegesis.
Direct address One person speaking directly to the camera.
A Usual convention for documentaries and news reports. In TV and films,
e it breaks realism by acknowledging the audience. Often used for comic asides,
@ auch as in the TV comedy Miranda.
Dialogue Two or more characters speak to one another.
i s Natural way of conveying plot and character information, and establishing
R relationships.
Q¢
Overlapping Twe or more characters speak at once.
dialogue (multilogue) | Can convey realism but the meaning of the words may be lost. Dialogue
/;_ﬁ/‘;? — may also overlap between scenes, reducing the sense of realism.

¥®

m ldentify examples of

Some shows, like the sitcoms Curb Your Enthusiasm, Th.e League and /."‘;1:.*‘"-' monologue, dialogue and
Outnumbered, are semi-scripted to allow the actors to improvise some of \“-L ) multilogue, and how the

their dialogue, Watch a five-minute clip from one of these sitcoms and et tlh e rial't
explain the effect of the dialogue on the audience, iy =
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Meaning

Sound effects are added either to increase the sense of realism (e.q. adding in everyday sounds like
traffic, rain or creaking doors) or to draw attention to the construct {e.q. comie sounds).

Foley sound effects

® Background nolse on location
may mask dialogue so needs to be
minimised. Foley sounds are added
post-production to replace and
enhance sounds the audience
expects to hear

* Examples include footsteps, punches,
heartbeats, crowds roaring, saddles
creaking, electronics beeping.

* They may be created manually
(e.g. by breaking a carrot to signify
breaking bones) or chosen from a
pre-recerded sound library.

Feal sounds are replaced with artificial
sounds bo increase the avdience's
immarsion in the film's realism,

Reverberation:
The effect of sound
waves bouncing off

walla and objects

when travelling

around a space,
&.g. the sound of a
character speaking

in a large hall
Echeo: Sound Audio
repeating back, effects add
2.g. the sound of a
character shouting G angt
into a eanyon dspth

Distortion: A sound
that isn't quite clear
or as expected, e.q.
interference in a
communication with
outer space

Watch a fight scene in an action film or TV show.
Describe how sound and audio effects are used to
make the fight seem either real or exaggerated.

Key terms for sound editing transitions

Often, sound and visual editing work together to
reinforce a message or progress the plot.

Sound bridge: A diegetic or non-diegetic sound
continues from one shot or transition to the next, for
example speech (shotfreverse shot, sees page 21),
music, a ringing telephone, a dog barking. This is part
of continuity editing (see page 21) to link the scene
together,

Fade inffade out: Sound gradually becomes louder or
quieter, often simultanecusly with a visuval fade inlout
cut,

Edit on the beat: Shots start and end with the rhythm
of the music, influencing the sense of pace and energy. :
Edit off the beat: Shots start and end slightly |
before or after the rhythm of the music, ereating a i
disconcerting effect,

Edit on the cut: Shots are cut in time with the music, |

Delay: Sound arriving
with the listener
slightly after the

action that made it,

e.4, the sound of an

explosion

This clig from Mission Impossible
(which shows Fthan Hunt on a

R ; Walch e
mizsion o retrieve a disc from CIA elip hete
Headguarters) contains no music P

or dialogue but creates tension
entirely through distinctive sound
effects matching the visuals.

Can you identify Foley sounds and digitally

0\ enhanced effects? Are the sounds diegetic or non-
diegetic? How are sound editing transitions used
to increase or decrease the realism?

B
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Vilise-en-sceiie

Mise-en-scéne covers what the audience can see. It often refers to films or TV but applies to any
visual media, including computer games and still images. |t often uses our acceptance of conventions to
convey messages about what Is happening.

Frops

* Objects in the setting which
play a part in the action or
representation

* May set the plot in motion

Setting/location

+ Provides information to orlentate
viewers {e.g. time, historical period,
place, character’s status}

* Creates mood and guides our

atkention * May reinforce genre, e.4.
* May play a significant part in the stakes, coffins in vampire fllms
action * Anchor and define characters

i ; /
+ Communicates themes and comments on action !

* Reflects a character’s emotional state of mind
» Contributes to dramatic Impact, €.9. by

building certain expectations \

Mise-en-scéne

— /
Figure expression --—
* |ncludes facial
EXPrassions,
gestures and
the posture of
actors
* REeveals
relationships, thoughts,
emotions, e,.4. terror
* Can include movement
across the shotb and
position of characters, &.9.
body language in dialogue

| Everything we see in an
b E . =
/
Calour /

= Farticular colours may be ol
highlighted to draw attenticn
to items .

* Different colours or shades !
convey meaning, e.q. red = blood or danger;
darkness = secrets or evil

G

Enalysing representation in mise-en-scéne

* Each aspect of mise-en-scéne has hidden
meanings that signal to the avdience how we
are supposed to feel.

image

For more: about the meaning
of colour in film, see page 16.

Think about why certain conventions have been
used — are they reinforcing stereotypes or
drawing attention to them?

Consider whether the visval elements reinforce
the realism of the scene or if they seem
unnatural within the narrative world.

[ ow try this

Watch a short scene from a TV soap that you have never seen before. lden tify
how different elements of the mise-en-scéne provide information about the
story and characters.

Costume, hair and make-up

* Convey a
character's
perscnality
or status

* [Draw attention
to differences
between
characters

* May be realistic or stylised to
suggest genre

* Set scene in past, present or
future

= Ancher setbing and culture, e.4.
12th-century Transylvania

* May be symbolic or
stereobypical, e.q. Dracula’s pale
face suggests ha's (un)deac

* Remember to note what has been left out as
well as what has been put in.

» Look for contradictory visual and sound clues,
such as a character crying to upbeat music;
screams heard in an idyllic setting.

* Consider what assumptions the audience might
make about what they can see, and the effect
these assumptions have.

Try watching it with the
sound muted and write
down what you see: who,

\1‘;@ what and where.
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Print and web pages have a hierarchical visval and content structure or ‘rage layout’. Decisions are
taken to vse different design and typographical techniques to emphasise different aspects to the viewer
and create meaning. Some of these techniques can also apply to moving images and computer games.

Design elements
Lines
® Direct attention te a particular point
* Separate elements
* Form borders to constrain elements
* Form shapes

Shape
* Flat, 2D form with a defined outline

* Infinite possibilities but simple shapes have
mere impact

® Can suggest a specific form or item
® Can direct eye movement

Direction

¢ Vertical lines indicate strength and growth

* Horizontal lines indicate calm and stillness

* Diagonal lines indicate movement and dynamism

Size

* Larger elements indicate importance, such as
headlines

* Different sizes create a visval hierarchy

Texture

* The impression of texture can be created via
shadling

* Texture makes an element stand out

Colour

* Contrasting colours are easier to read,
for example black type on a white background
* Creates mood (see page 20)

Dimension (2D, 3D)

* Images giving the illusion of 3D can draw
viewers in as they may seem more real
(as with digital games)

* Flat images (2D) are easier to see

Combine design elements according to design
principles to communicate your message

Now try this

Explain how this magazine advert for lkea combines design elements
and principles to communicate a message about the brand.

Design principles
Balance

* Provides stability and structure by placing
elements of equal welght on each side

* Symmetrical balance evenly weights the
elements on both sides

* Asymmetrical balance is more diverse, .9, by
balancing a dark element with light elements, or
a large image with several smaller ones

Alignment

* Creates a visval connection between elements,
even if they are not placed together

* Orders and organises elements so viewers can
make meaning from them

* Positioning may be vertical, horizontal or diagonal

Repetition

* Ties together individual elements to create
association and consistency

* Repeated elements could be, for example, line,
colour, shapes, texture

¢ A pattern is the result of reqular repetition

Contrast

* Highlights key elements within the design to
quide viewers to the most important parts

®* The key slements lock different: for example,
bigger, bolder, underlined, a different colour, in
a new font, marked by thicker lines

Space/proximity
* Grouping similar elements creates a
relationship between those elements

* This makes it easler for the viewer to interpret
the design

* It alzo provides a focal point for getting the
message across

Heire Bme in bed, bage i
srarcking for af-shirt



= "
o :a g 2 'l:il I"-f:-;'--' T -i': r:'i“;_*' l'"':_-l.". V.\-r':-"l i'r!}:..:'. \ !'.l

- G
;I
& 8k

all|
i
i

Whether locking at a printed page or screen, readers should be able to identify the most important
elements, in which order to logk at them and how to take action. The design must follow a clear,
consistent visual hierarchy so that the reader can understand the message.

Creating meaning with images
and photos
Size: The larger the image in

relation to other elements,
the more important it seemsa

2 N

Juxtapositions: Images

are placed together

to create a linking or

contrasting relationship

between them, whether

or not there was one

ariginally,

Which font best suits your message?

Serif fonts are seen as classic, formal and easier to
read, making the message easier to remember,
Sans-serif fonts are seen as less fussy and
mare modern.

Some fonts look unprofessional and undermine

the content.

White space
Space Is just as important as what's actually
on the page or screen. White space:

® sgparates elements

* indicates what is unrelated

® makes the page more accessible

®* draws attention to important elements.
This applies to
words and images.
Qur brain uses
space to make links
and meaning. What
do you see below
— a vaze or two
profiles?

| now try this

Manipulation: The photo
may be enhanced from the
original (e.q. the sky made
bluer) or additional elements

. : added (e.4. writing on a
9 Teshirt).

| Treatment of images ‘

B> Effects: Filters can be
applied to increase or
decrease saturation or
colour Eo gain a certain
effect (e.q. sepia indicates
age and over-exposure
suggests nostalgia).

Key terms

Page layout: Fositioning and
arranging page elements to create
a design for the overall appearance
of a page or screen of a magazine,
newspaper, website, leaflet, print
advert, even some computer games

Typeface: The shape of the letters,
numbers and symbols that make vp a
design of type

Typography: The style and size of ,
typefaces

Font: A particular style of typeface,
contained In a digital file in software

Combine basic methods to create contrast
and establish a visual typographic hierarchy:

s Size *  Position
* Weight * Form
s Colour * Font

The Gestalt (unified whole) theory

How we create meanings from images:

Gestalt's law | Our visval perception

Proximity We perceive objects close together
as a related group.

Similarity We link meanings to objects that
look similar.

Figure/ground | We see a relationship between an
object and the surrounding space.

Symmetry We perceive objects as pairs
around a central space,

Continuity Our eye moves from object to
object, linking them in our minds.

Closure QOur mind supplies missing pieces of
an image.

Look at a local takeaway menu (such as for pizza or curry). Identify and explam how different page elements have
been combined to create a visual hierarchy of dishes.

29
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worlds

Gaming worlds are often similar to those in films and TV shows, using the same conventions, mise-en-
scene and genres. However, players interact with the game as an invisible but key element. By triggering
events, players have the illusion of control over the game's world.

Key terms

Interaction: Two-way communication
between the player(s) and the game that
leads to something happening in the
game.

User interface (U1): The means by which a
player controls the software and hardware
to interact with the game or app. It can
also be what the user sees on screen.

Diegetic Ul elements: Items that help to
immerse the player in the game's world,
such as a gun, character or setting.

Non-diegetic Ul elements: Items from
outside the game's world that help the
player to play the game, such as text
showing points earned or health; or
volume control icons.

Immersion: The player fully enters the
gaming world by adopting its rules and
conventions.

Creating a gaming world

"’V( Games should immerse players
inside a narrative or gaming world.

@ Players must feel they are an active
part of the story and not just an
observer.

L:\Z;( Interaction drives this belief via
constant feedback between a
player's choice of action, the game’s
response and the player’s response
to that,

f\fr{ Touch-based devices become an
extension of the interface, adding to
the sense of immersion.

{:ﬁ Thia reality can be broken when
thumbs obscure the sereen or

L feedback is delayed (s.49. due to

problems with Wi-Fi or device).

[ now try this

Choose a game with a strong Immersive world.

Explain how its visual elements draw players in and

encourage them to interact.

30

Learnability: The game should be sasy to use

from the start, Functionality Is only what the

user needs bo reach their goal.

1
Visibility: The most important information Is
the most visible and related to user's goals,

)
| /
' _ Memorakbility: Functions should
/' become easier to use each time,
/ especially whan vsed often,
- Simplicity: Layout is uncluttered,

;'// focusing attention and making tasks
Interactive | easy to complete (progressive

design disclosure).
principles

T

+ Consistency: Similar elements should
" always look and act in the same way,

Efficiency: The minimum number of
stages are required to complete
a task.

- Batisfaction! The game should be
fun (or not frustrating).

b

Error recavery: Users shouldn’t be able to
make a mistake,

Mapping: What happens is what the vser
expects to happen.

Feedback: The vuser should be in
contral of the Interface.,

First person: Player ' Third persen: Flayer
sees gameplay from can see the character
they control and the

the character's i
wicler setting.

per :-pe.;tlue
Scmllmg. Player sees
Gam:ng the character and
PE[SPEQHVES gameplay moving from

left to right, from a
aidc-uiew angle.

ﬂ\ﬂriai: Flayer sees
the character and
gameplay from above.

Context-anna[tlve.- The view
changes according to what Is
happening, giving a film-like feel,

Consider the disgetic and non- -diegetic elements,
as well a5 the design principles that help players
Lo immerse: themselves easily in the dame,
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As you have seen throughout Unit 1, representation is about how we are given and receive information
and ideas. It is selective, including or emphasising some aspects and excluding or minimising others.
The next pages look at the impact of representation on individuals, groups and society, and how it may
change behaviour and attitudes.

Representation recap Stay aware of

Representation: To describe or how things are
portray something by selecting from represented
different possibilities. It is about:

@ how we are given information and
ideas about the world

{_\Z; how the chosen combination of Remember: every
words, sounds and images can rgpmacntation
affect the behaviour and beliefs carries the values
_r_‘:f the auvdience ! of the producer

(ﬁ how this compares with ‘normal’ | and aims to shape
society and behaviour. ! opinions.

Media effect theory Case study: Change4Life

* Considers how the media affect * Launched by the government in 2008, this programme
society and how society affects the initially focused on encouraging parents to change their
media. behaviour to improve family health.

* Suggests avdiences’ ideas and * |t now also encourages the NHS, local avthorities,
behaviour can be influenced by what businesses, charities, schools and community leaders to
they see and hear in the media. improve health and well-being.

® Tends to treat the audience as » Supporters can use the brand across a range of media,
passive — thelr behaviour is affected such as TV adverts, websites, social media, animations,
by exposure to particular aspects of booklets, posters, stickers, case studies and games.
media content.

But:

* Some evidence suggests that young

offenders consume less media than
other young people and are not any c a n e
meore interested in vielent content.

® Children can analyse and criticise the
I t ; l e

media from a young age.
Eat well Move more Live longer

this
Now t'l.'? Consider the branding,

AP i =
Look at the ChangedLife website, Analyse the ways in which it encourages users Q}fﬁ layout, images, wards

to become engaged with the campaign and change their behaviour. u:»ele ;‘ln‘d Activities
Avallapis,

® The theory is selective in its criticism
of media depictions of violence.

* The theory does not attempt to
understand meanings of the media,
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Positive effects of the media

All aspects of the media can have a positive influence on people’s lives, by teaching new knowledge and
skills and encouraging them to behave more thoughtfully and generously,

How the media can positively
influence behaviour

Some studies link widely publicised events
with subsequent behaviour, The Samaritans
offers best practice guidelines for
responsible news reporting of svicide to
prevent copycat behaviour by:

® raising awareness of svicide as a social
and public health issue

* describing signs to look out for

* not glamorising or sensationalising the
event

* highlighting the sources of help

* challenging stigmas

* not reporting the circumstances in detail
to reduce copycat behaviour linked
to ‘over-identification’ by vulnerable
individuals.

The guidance includes advice on placement

of the news story, use of language and use
of photos,

Positive copycat behaviour

Celebrity role models may endorse a
particular cause, lifestyle, behaviour or
product and can inspire people to follow
their example of hard work or positive values.

Research a celebrity who is well known far their charity work or commitment to hard work (such as an Olympic
athlete). Explain why their behaviour might inspire fans to use their example to also behave positively.

How media products can promote
education and share information

Expose us to new places, animals, people,
ideas, iasues and cultures

|
| Inspire us to try new activities

'II / » Encourage us to think about new Ideas
/ / Expose us to diversity, especially
/ ethnie diversity

/ /

, Increase creativity, such as when

.l'll / ¥
using software, apps and websites
to create art, music and media
; Expose us to different
{/ poinks of view

WE'FS the / Help us to develop literacy and
media can /

numeracy skills via blogs, forums,

positively computer games, websites and apps
influence
us ., Encourage social skills, for
!__ example via social networking,
B \

exposure to TV dialogue and
cooperative digital games

Develop problem-solving and critical
thinking skills, for example through
playlng some apps and digital games

*Increase our ethical, political and aocial
awareness, for example by watching
current affairs, listening to podeasts and
reacing online posts

Inspire community and volunteer work

Promate better health, for example by
encouraging healthy lifestyles
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Exposure to media products can have a negative effect on people’s ideas and behaviour, ranging from
anxiety In response to news reports, to unrealistic expectations of body image or violent actions after
watching a film or playing a computer game.

Negative copyecat behaviour

; : Desensitisation
Studies generally show a link between violent P—— e 4l
media content (for example in films, TV shows, This is the belief that being repeatedly

games) and aggressive thoughts or behaviour in exposed to distressing behaviour or
the avdience circumstances in the media redvces the impact

f such behavi i ta i | life.
NOTE: Affected people may be winerable for e T R

PP i g People who have grown up seeing thousands

of acts of violence on TV may identify with
perpetrators rather than victims and see
viclence as a normal problem-solving device.

Aggressive responses are more likely when media
violence seems to be:

s committed by people who are attractive or

They may use or accept violence in their
similar to the viewer y may =

everyday life, as a perpetrator or a victim.
® humorous i ;
Feople can also be desensitised to images of

suffering (such as images of refugees), making
® Justified within the narrative | them less likely to want to help. !
* rewarded. —

®* sanitised

Moral panic

Mews media are often accused of encouraging the
idea that a negative situation is out of contrel and
threatening society as a whole, and of passing a
Jjudgement on who is to blame that might not be
accurate. Typical examples are:

& terrorism

* Immigration

* flu epidemics

News media often portray young men as gang
members or criminals. The public may apply this
Eo all young men, even to the majority who make
2 positive contribulion to socieby.

* deviant behaviour of young people.

This may influence who the public votes for and who
they choose to help and support in thelr community.

Objectification

® Treating someone as an object rather than a
person, with no thoughts, feelings or rights.

® The term vsually refers to women's bodies being
presented only as sources of sexval pleasure, but
can also refer to men, or to any objectifying role
such as ‘mother’, ‘nerd’ or ‘slave’.

Exposure to sexualised images, such as
this Emporia Armari advert, may lead
to some woman seeing themsselves as
valuable only as =% objects.

nvow ey this

Analyse the cover of a women's fashion magazine. Explain how women are objectified through its words, images
and layout. '
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Socialisation Stereotyping recap
The ongoing process of learning, developing and Look at page & for more details about Dyer's
sharing the norms, values, ideas, behaviours, theory of stereotyping. Remember these points
social skills and customs that form your personal too:
identity and help you to integrate into your group * Media-created stereotypes can be negative
or society. (asylum seekers, hoodies) or positive (selfless
* Socialisation is the combination of internally mothers, hercic soldiers) but both can be
imposed (wanting to conform) and externally misleacding.
imposed rules and expectations. * Stereotypes are constructed to fit with the
® |t contributes to cultural continuity. media and genre (for example, in a film, this
* It reinforces social position. is achieved via soundtrack, closs-ups, script,
® QOpinions are likely to tend towards those the lighting, editing; i" i aguslne Ly lEf via
group or society finds acceptable (‘normal’). words, type, choice of photo, headlines).
* Not conforming to these views may be ® Stercsotypes u5ual|~_~,r. focus on ap‘psaranae
regarded as abnormal or immoral. {such as clothes, skin colour, voice) and

behaviour (such as obeying or disebeying

* Inherited and genetic influences also play a cultural norms, habits, hobbies),

part.

Description Representation Examples

Type A ‘typical’ character A shorthand way of Shopkeeper, student,
with easy-to-recognise conveying what this generic | businessman
characteristics person is like

Stereotype | A simplified representation | Often depicted humorously | Jewish mother, gay actor,
of a specific person’s but as a negative depiction | Asian shopkeeper
or group’s appearance, of ‘otherness’, that is,
character and beliefs, different from the presumed
reinforced via repetition audience

Archetype A familiar type of character | Used as a symbol of deeply | Hero, innocent, sage (wise
who has emerged from held cultural beliefs, values | person}, ruler, caregiver
hundreds of years of and prejudices
fairytales and storytelling

| Now try this

Research the depiction of brides-to-be online or in magazines. Describe
ways in which the media stereotype brides. Analyse how this contributes
to the socialisation of attitudes to women and marriage,

Think aboul what they usually lock like, who
1L is assumed they are marrying, how they
behave: (or are expected to behave) and
which eullure is dominant.
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It is hard to measure to what extent audiences accept viewpoints constructed by the media. They may
challenge the dominant ideclogy by mocking or criticising the measages they receive but some theorists
argue they only have an illusion of power and cholce.

Ideology and some political theories of representation

Cultural idea

What is it?

ldeology

The influence of ideas on people’s beliefs and actions, especially ideas that come
from those in power. A set of ideas that gives a partial or selective view of reality.

Certain beliefs become normal and generally accepted as "how the world works'.

Feminism

An approach that challenges traditional power structures between the genders.

Feminists believe that, as media institutions are mostly run by white, middle-class
men, their ideology of this type of person maintaining power is perpetuated through
the media.

Marxist
cultural
effects model

The idea that an elite few (capitalists) are in continual conflict with the masses by
paying as little as possible for their labour while the masses try to get as much as
possible out of their work. The media keep the masses happy so they keep supporting
capitalist ideals, diverting them from issues like rights and working conditions.

Moral panics divert attention away from capltalist mismanagement and help justify
repressive laws and policing.

glokalisation

Hegemony The idea that the dominant group persuades the masses that the power structure is
necessary and in their favour, This is a negotiated process of controlling ideas and
culture rather than using force to keep the masses conforming.

Liberal The idea that free media respond to the demands of consumers via supply and

pluralism demand. They give us what we want rather than telling us what to think.

Cross-cultural | The spreading or changing of a particular ideclogy across different cultures (e.g.

approaches/ changing games and TV shows for the country they are sold to) to reflect their

ideologies more closely, American/European ideclogy is often imposed elsewhere in
the world.

Media is traditlonally

controlled by the
rich and powerful
who reinforce their

world views. \

The existence of conglomerates The Internet allows

. Tha internet mesansa

owning more, smaller, information and media h
companies reduces diversity products to be created / mm;r::f;a;’;z” il
and encourages promotion of a andl distributed widely and /

control over their

single dominant ideology. pitsls
- media cholceas,

/

cheaply by anyone with

Major channels basic equipment. Y

are still the most

/f

o s
% z < widely consumed Digital mecia mean
Re;ni'?rc:mg‘ e sources of Tools for | more people self-
dominant Infermation and challenging { represent without
ideolo entertainment 5 as much mediation
i g?_'_ = and are ssen dominant [auch as aditing).
Barriers to other \ as having most id&ﬂlﬂg?’
: : autheority, which | AR e )
meassaging remain: Nt /- .
Expe g et avdience choices, 7 \‘ri:m can ask what the madia

of subscribing teo
channels), access (e.q.
language limitations) and
proliferation of media
{e.q. onlins).

!&o;w try this

Look at a UK news website, such as the BBC, the Daily Ma
or The Guardian. Choose two news reports and evaluate
how they reinfarce, or challenge, dominant ideclogy.

Traditional media like TV and
magazines are a bop-down,
one-way messaging tool,

You can loock

out for absent

ang marginalised
representations as
well as negative ones,

product communicates about
who or what produeced it.
What are its status, mission
and purpose?

A\ Consider who is porirayed as having power,

& being weak, ‘qood’, "bad’ and ‘other’. How do the
headlines, words and pictures work together to

produce a particular response from the reader?

il 1
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Your Unit 1 exam will be set by Pearson and could cover any of the essential content in the unit. You can
revise the unit content in this Revision Guide. This skilla section is designed to revise skills that might
be needed in your exam. The section uses selected content and outcomes to provide examples of ways
of applying your skills.

Tackling the exam
(see page 37)

Film trailer Command words

long answers : {see page 38)

(see page 42) ™~ | e

NE“‘R \ /
| N
R — ekt |
Exam skills | __—————Prink advertising short
o B B answers
v (see page 39)
Film traller short —

answers (ase page 41) |

[
Frint advertising long answers
(see page 40)

Exam checklist : Check the Pearson wehsite

Before your exam, make sure you: The questions and sample response

Cﬁ have double-checked the time and date of extracts in this section are provided to
your exam help you to revise content and skills, Ask

¥/ get a good night's sleep. your tutor or check the Fearson website for

— the most up-to-date Sample Asseasment
Material and Mark Scheme to get an
indication of the structure of your actual {
paper and what this requires of you. The
details of the actual exam may change so

w; always make sure you are up to date,

Your tutor or instructor may

i i e ; il already have provided you
Visit the Pearson website and find the page containing the course materials for ,ﬂiﬁ with a copy of the Sample

i::;:s?rﬁx? ﬂ;:i?;:gg:ﬁ:al Midla F :;)Idu;tian,fljaqk Atthe Resttinit 1 smole Assessment Material. You can
o get an indication of: st e ok eNEm

to practise before taking your
* whether an exam Isin parts actual exam,

* how much time is allowed and how many marks are allocated

= what types of questions appear on the exam.

» the way the exam will look on screen
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As well as revising the technical content in this book, you need to familiarise yourself with the likely
format of the exam and how to give the best answers in the time available.

Answering the gquestions

* The exam requires both short and long
answers.

* The number of marks available for each question
will be shown in brackets. Use this as a quide
for how much time to spend en each question.

Remember! ‘

'ij},r( It's about quality not quantity.

'i_,;' The best answers focus clearly and
coneisely on the question.

'iv_f; Writing down everything you can think of
ls not a good strategy.

Manage your time

® You will have a limited time to complete the exam.
Plan your time carefully to ensure you can complete
everything you nsed to within the allocated time,
Check with your tutor or lock at the latest Sample
Assessment Material on the Fearson website for
more information on how long you will have.

* Start by reading through the whole exam and identify
which guestions need more time.

® Remember that you need to assign time to
watching any video clips.

* Assign a time limit for each question.

» Leave some time at the end to review your
answers.

o

help you type quickly but accurately.

vow tey this

If you are not confident apout your byping 5kJEIIf_u
practise beforehand. Free online typing tutorials

What makes a good longer answer?

You are not being asked about your personal
views on a topic — you will use your knowledge
of media representation to evaluate the media
product included in the exam. Consider how to
show the following qualities in your answer.

® Structure your response loglcally and clearly,

* Present a well-developed argument using
coherent chains of reasoning.

® |lse media terminclogy accurately and
consistently.

* Demonstrate a thorough awareness of
competing arguments.

* Support all your judgements with evidence or
relevant terminclogy.

Re-read your answer

make sense?
answer the ;

question asked?

%
| Does your

response..

p—

il show a logical structure

s

use correct grammar, (such as including a

punctuation and spelling? short introductory and
concluding sentence

for lenger answers)?

What if you're stuck?
* Try to answer every question,

* You can go backwards and forwards through
the questions. If you are stuck on cone, go
on to the next but remember to return to
the question at the end.

¢ Sometimes taking a break or answering a

different question helps you to think of a
good answer,

Visit the Pearson website and download the latest Sample Assessment Material. Complete this within the specified
time, making sure you plan and carefully structure your answers. Afterwards, assess which aspects need more
practice, for example assigning the carrect time to longer answers.
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Make sure you note the command word in the question, which may be highlighted in bold, It will give
a clue to the sort of answer that is required and the level of detail you need to give.

Commmon command words

Examples of What you need to do

command words

Give Provide one or more pleces of information,

Explain Show understanding of the concept or topic being explained by giving reasons,
examples and justifying your points.

|dentity Determine the key points of the topic.

Outline Determine the key points, selecting and relaying information from a given stimulus
Or resource.

Analyse Look at something methodically and in detail to explain and interpret it.

Compare Compare the similarities and differences between techniques, theories, purposes

and outcomes relating to different media representations,

Assess Review information and bring it together, providing a balanced and reasoned
argument that leads to a judgement or conclusion.

Evaluate Provide evidence to show how far you support or disagree with an idea or
statement, explaining what the most important factors are and why.

To what extent Give clear details and evidence to support an opinion, showing how you have
come to your conclusions,

“Worked example

(A This question is testing your

- knowledge of the technical term
‘establishing shot’, It asks you to
‘explain’, so you need to show
you know the term and why it Is
Important to the clip

Explain the function of the establishing shot in the clip.

As it is a long shot of a small terraced hovse, the avdience
immediately knows where the action in the scene will take place
and has an idea of the social status of the people in the house.

m Include what they had in common and how they
were different, and why this might be. Consider

Compare the representation of the main male and W how they looked, what they sald, where they
female characters in the last TV show you watched. went and how they behaved.
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Print advertising short answers

=4

In your exam, you will be asked questions about one or more examples of media products to
demonstrate your understanding of media representation. Make sure you link your answers to the
specific media products rather than responding in general terms.

mmu need to draw on your knowledge
of representation In advertising to
answer quaestions about this type of advert. You
can revise: how to approach this on page 3.

ou should also remind yourself about how the

different elements of print media work together

to have an impacl on the audience. You can read
about this on page 22.

__ Referring to Rimmels advert for 1000 Kisses Lip
% sLE Tint, consider:
0 v use of model
o which elements draw your eye
* hierarchy of typography
* what the words say
» y=e of colour
ATERREE = why certain elements might have: been included.

L o Eb ERETY P
AR LEVE A TRACE

RIMME L

GET THE LONDON LOOK

PR e W You are: being asked to demanstrate
Worked axamph‘- @ﬁ your understanding with examples,

not just list them,
Explain two examples of anchorage in this print

advertisement.

You must give two clear examples that
demenstrate you know what the technical
term means and how it can be applied to the

The subheading 1000 Kizses Lip Tint’ makes it media procuct.

clear that the advert is for lipstick rather than

another type of cosmetics. This directs the focus

to a second anchor, the model's lips, attaching @m 3;55232 ;2':}33;"0?1‘36 I":':I

meaning to them. The viewer is being directed to et b deih:;e 4 E::':; ng T_)E
assume that the lips draw the eye because they Ty i i ”rf"s ¥
have been enhanced with the lip tint. "3 g e sems i ik

could have many interpretations’.
Now try this

Explain one example of how colour has been used ﬁ Link the words, images and layout in answers
in this advert to create meaning. ko questions about visual elements.
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Print advertising long answers

Refer to the print advertisement on the previous page when considering these questions. Read though
these extracts from sample learner answers to understand what is required from different command
words and the skills involved in structuring your responses.

You are being asked “To what extent’ so you
should give clear details and reasons for your
response, using appropriate terminology.
Provide: evidence to support any opinion, view
or argument, showing how far you adraes or
disagree with the statement.

_Worked example

‘This advertisement objectifies women! To what extent @
do you agree with this statement?

This advertisement objectifies women to a certain
extent. Although it is aimed at young women who O See page 33 for an explanation
may buy and use the lip tint, the model is presented G of objectification. You might also
as the object of the male gaze, as a heterosexual T find it useful to revise audience positicning
man might view her. This is anchored to the text and the male gaze on page 9.

references to kissing, suggesting that women would .

only wear the product to gain the approval of men
or to demonstrate their sexval availability rather than
for their own sake. However, the model is staring
confidently at the camera, rather than passively

Structure your answer so that your opinion is

clear from the start, and then back it up with

evidence. Give both sides of the argument

“J _ first one and then the other - but discuss
what you see as the strongest reasons first,
showing your chains of reasoning and moving
to a conclusion.

submitting to a man, implying that she has chosen to ’
wear the lip tint and therefore has control over what
may happen.

" Worked example
e You are being asked Lo break the advert
down, look at it methodically in detail,

ay and interpret how each part contributes
to the overall mearing.

Analyse how an audience might read the combination of context, =7
layout, words and images to create meaning.
*“;r'“.:_-l'i; 'i -.'.-
Bl

This print advert is likely to appear in women's
magazines, which will focus on fashion and beauty and
appeal to the product's target avdience. The audience

&, Use relevant terminology in your answer

will decode the advert in this context, and expect it Structure your answer 50 th.’:ﬁlt it shows
to continue that theme. The close-up photograph of the il‘]tﬁﬂ"ﬁlﬁtlﬂl‘!&-hl}? of the d-lf!‘erent

the model dominates the top half of the page, with parts. In this case, it bf:qiﬂﬁ with an

the focus on her red lips. The red colour is echoed overview of the adue.rt in context, thn_fcn
in the headline, ‘Kisses On Duty’, which reinforces focuses on the main image and how this
the importance of the lips in the image. This is further links to other elements of the advert,
reinforced by the subheading, ‘1000 Kisses Lip Tint’, It concentrates on the use of Fabur
which in turn links to the image of the lip tint packaging. andl how this Iinkﬁr to the meaning of thef
We therefore assume that the packaging shown is the words, remembering that the purpose o

the advertisement is to encourage the

product being advertised and has been used on the v
! target avdience to buy the product.

model’s lips...

You could analyse the use of text only in the
M bottom half of the phote, the effect of celebrity

; the text
Continue answering the question by covering ather and customer endorsement, and how
elements that have not yet been analysed. implies the lip tink is long-lasting.
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Film is an example of a typical media product. Here are some examples of skills involved in “short-answer’
responses to a trailer,

{ ) The diagram on page 2 gives you a
| framework for analysing representation
in film and TV

A trailer is an advertisement. for a film. It is edited
to convey enough information about the film to
persuade audiences to see it. It is designed to give
a taste of the film without giving too much away.
Fevise: representations in advertising on page 3.

Watch the trailer for the British
action film Vendatta (2013).

Q You can revise camera
4 -""f"}, {J' ] positioning on page 16.
-
Identify the type of camera shot used in this still image

from the trailer,

The first question uses the term “identify’,
a0 requires only a technical term in
celzbion to the image from the trailer

Overhead shot.

The second question is where you can go
into more detail about the effect of the
shot that has been used. If you strugale
' to identify its significance, consider how
T":i it produces a different effzct from other
2 mark “% ahots (in this case, over the shoulder or
closs-up), showing your understanding,

Worked example

Explain why it has been used.

The angle directly over the action shows several characters at once, highlighting the
vulnerability of the couple lying on the floor and the inappropriate behaviour of their
torturers (for example, one man is smiling and ancther is taking a phote on his phone).

S TR O fou can
: w‘ntkell Exﬂl‘.ﬂplﬂ‘ Gm revise
camera positioning on

page 16,

Explain how the mise-en-scéne represents the main character in this shot.

He is alone on a station platform. The colour and lights
of the approaching train contrast with his dark clothes
and sombre expression, reinforcing his isolation...

[ now try this

Continue answering the question above, explaining in particular
hiow setting could represent the sense we get of this character,
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Film trailer long answers

Refer to the film trailer on the previous page when considering these questions and the skills involved in
responding to the command words and in structuring a longer answer.

This trailer conforms very closely to the conventions of
an action thriller. It begins with a series of jump cuts to
establish the main character alone in an urban setting:
London after the sun has gone down. The darkness
immediately gives a sense of foreboding and threat.

A voiceover introduces the idea of fighting for a cause.
Further jump cuts and dialogue include many more action film
conventions, such as establishing a motive for the hero’s
actions following the torture and possible murder of his
parents, fire and explosions, weapons (quns and a knife), fights
and violence, and the depiction of autharity fiqures (senior
officials and police officers) in opposition to criminals on the
streets.

The heavy bass in the soundtrack increases in speed
and volume as the trailer goes on, creating a sense of
excitement and adrenaline. ..

‘Worked example

Evaluate the possible effects on society of the

representations shown in this trailer, 20marks

o ey
: f)

p eXILAas!
by sl

Class stereotypes are strongly represented in

the mise en scéne of this trailer and the film as a
whele. In line with Dyer’s theary, differences are
exaggerated and over-simplified — those in authority
speak with public school accents and dress smartly,
while the criminals speak with strong working-class
London accents and dress casually. While the
officials talk, the gangsters take matters into their
own hands, which could provoke copy-cat behaviour
in those who feel that ‘justice’ cannot be met using
official channels..,

possible

%

& Tinie

be relevant to this question,

Remember, ganeric
codes and conventions

(‘f}? Links

P create avdience expectations and

guide: their reactions to the media.
See page 14 for more details about
genres and subgsnres.

This question is asking you to define

- the trailers genre and analyse

how it conforms to the expected
comventions of that genre,

The: trailer offers many examples of its

genre conventions bub remember that

a detailed and methodical analysis is
reguired to braak the conventions down
angd interpret the interrelationship between
them. This answer starts by defining the
genre: and then offers examples from the
start of the trailer onwards,

ldeas are presented through sustained
references to the trailer, and media
terminology s used appropriatehy.

The: answer doesn't just look at what's

happening but also how it is presented,
such as the style of editing, the use of
darkness and the insistent soundtrack,

Use pages 812 to revise
media theories that could

3 This question requires you to evaluate the

effects of the: media on society,

using appropriate media theories such

as sterectyping or audience pasitioning,

The extract vses clear examples of class
stereotypes to make a wider point about how
they could influence real-life behaviour

& Liniks

the dominant ideclogy. See padge 35 for

The answer could also cover
how far the trailer reinforces

maore: about this,

Continue answering the guestion above, ensuring
you come to a well-reasoned conclusion.

‘bact’, and the

A You could consider the portrayal of women and
the male gaze,

the representation of ‘good’ and
effect of glamorising violence.



