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Representation is the way in which the media portrays particular people, events, ideas and

issues through content and images. Audiences can be greatly influenced by positive and

negative images created about people, events, ideas and issues. Representation can create

recognisable images, which can become sufficiently well worn for them to become

stereotypes. Stereotyping is a key issue for mass media representation, and it is frequently

challenged by interest groups.

Representation can influence an audience’s perception of, for example an individual, a group

of people, a particular event, politics, religion, disability, gender, race and homelessness.

You will need to explore products from the media, which have represented people or events

or ideas or issues positively or negatively in their handling of images and selection of

content.
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You need to produce a portfolio of evidence, which includes:

•  the results of your exploration of how genre, codes, conventions and representation are used in media products of different industries

•  the results of your investigation into how codes, conventions and representation are used by one genre.

Pass

To achieve a pass your work must show:

Merit

To achieve a merit your work must show:

Distinction

To achieve a distinction your work must show:

•  the identification of the genre and its audience in media

products that you have explored

•  the identification of codes, conventions and

representations that are common to media products of one

genre

•  the correct use of technical language to describe genre,

codes, conventions and representation

•  the identification of one genre and identify how codes,

conventions and representations are used in its media

products

•  the results of your explorations and investigations in ways

that reflect the practice of the media’s industries.

•  independent identification of appropriate sources of

information to aid your explorations and investigation

into products and markets

•  a well-planned and informative presentation, through

gathering and prioritising of relevant information, mainly

independently

•  than you can pick out the codes, conventions and means

of representation which convey a range of genres.

•  a clear understanding of the interrelationships between

genre, codes, conventions and representations in media

products

•  self-direction in exploring and investigating relevant

sources of information

•  a creative approach to the presentation of findings from

your investigation
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This unit is assessed through the student’s portfolio. It helps students understand the range of

complex influences that affect the design, development and final characteristics of a media

product. In doing this, the unit provides underpinning skills for the production work that they

will undertake in Unit 9: Working to a brief (Intermediate). Students should be encouraged to

undertake broad studies that cover a range of genres and which introduce them to the other

elements that influence media products including:

•  codes and conventions

•  representation.

They should be able to develop an understanding that when it comes to the media, no one

person has sole technical and creative influence on the product. The learning they encounter

in Unit 1: Investigating media industries (Intermediate) will assist this understanding.

The fundamental aim of this unit is to enable students to develop skills of analysis and

deconstruction. These may seem ethereal to many students at this level, so using media

products in genres that are well known to students may be a useful starting point. Advertising

material is often valuable for developing analytical skills, and a range of source material can

be gathered by students themselves.

It is important, however, that students move to analyse a wide range of media material. They

will need to be encouraged to move away from their favourite material and choose something

that they may not have encountered before.
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Students should have access to a range of media products and to information that describes

the theory and practice of understanding these. There is a wide range of books available that

debate issues of genre, codes and coventions, representation and narrative structure. Students

also should be encouraged to research information from different sources, for example

CD ROMs, the Internet, relevant journals or technical publications, and professionals

working in the sector (for example by interviewing them about their use of genre, techniques,

codes and conventions). Access to equipment that will enable students to explore and

develop their own sample products will aid in relating theory to their own practical

experience.
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A variety of formats could be used for presenting work. Students are encouraged to be

creative and to use media products to show their developing skills and understanding, for

example though compiling examples on tape and using a voice-over or narration to analyse

media texts. Work could be presented on video or audio tape with accompanying notes.

Source materials could be presented with annotated notes, or they could produce short essay-

style papers exploring issues in detail.

Students should be encouraged to develop their portfolio in a way that is relevant to the

media industry. At merit and distinction levels students are expected to work with increasing

independence and to be able to show greater attention to detail, creativity and flair in

identifying and analysing the complex relationships involved in developing a media product.
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This guidance highlights the most relevant Key Skills opportunities in this unit. It contains

suggestions only. You will need to check that students have produced all the evidence

required to meet part A and part B of the Key Skills specifications. Students may need to

develop additional evidence elsewhere to meet fully the requirements of the Key Skills

specifications.

Guidance is referenced in two ways:

K – keys to attainment

These are Key Skills or aspects of Key Skills which students should achieve as they meet the

vocational requirements of the units. Only part B of the Key Skill is highlighted – you will

need to check that students achieve part A.

S – signposting

These are opportunities that can be incorporated naturally into the learning programme.

COMMUNICATION, LEVEL 2 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  discussing codes

and conventions,

genres and the use

of representation/

stereotypes

C2.1a Contribute to a discussion about a

straightforward subject.

K

•  presenting their

exploration of

genre, codes and

conventions, the use

of representation

and narrative

structure

C2.1b Give a short talk about a straightforward

subject, using an image.

K

•  analysing

information on

codes and

conventions, genres

and the use of

representation/

stereotypes

C2.2 Read and summarise information from two

extended documents about a

straightforward subject. One of the

documents should include at least one

image.

K

•  writing notes and

reports for inclusion

in their portfolio, on

genre, codes and

conventions and

representation in

different industries

C2.3 Write two different types of documents

about straightforward subjects. One piece of

writing should be an extended document

and include at least one image.

K
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COMMUNICATION, LEVEL 2 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  giving a talk on the

effect of a

photograph/image/

sound in a piece of

text/film/video/

multimedia package

looking at why it

has been used, its

effect, how it

contrasts with, and

backs up, the theme

•  discussing, for

example, magazine

articles that have

photographs

C2.1b Give a short talk about a straightforward

subject, using an image.

S

•  writing about how

the same story is

presented in

different ways in a

range of media (for

example within a

range of newspapers

and magazines; in

newspapers and

television)

C2.3 Write two different types of documents

about straightforward subjects. One piece of

writing should be an extended document

and include at least one image.

S



UNIT 3: EXPLORING MEDIA PRODUCTS (INTERMEDIATE)

54 G006896 – Intermediate GNVQ Media: Communication & Production – Issue 1 – May 2000

INFORMATION TECHNOLOGY, LEVEL 2 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  using a range of

sources including,

for example, the

internet, CD ROMs,

databases, paper

documents, files on

disks to search for

information for

group discussion/

written work/

presentation on the

media industry.

Topics may cover:

– the variety of

media products

and how they

are produced

– the ways that

the use of

technology and

equipment can

effect a message

– codes and

conventions,

genres and the

use of

representation/

stereotypes

IT2.1 Search for and select information for two

different purposes.

S

•  exploring,

developing and

putting together

information for their

essay/report/present

ation, using and

importing text,

numbers, images,

graphs, charts and

tables

IT2.3 Present combined information for two

different purposes. Your work must include

at least one example of text, one example of

images and one example of numbers.

S


