
Section 1
The Media Industry



Purposes of Media Products
Media can be used to advertise and promote a 
product or service – this could be by billboard, 

TV or radio advert.

Media can also be used to inform people by 
giving them facts or information e.g. on a 

poster about traveling abroad during COVID, 
or educate viewers so that they learn 

something from the product e.g. revision poster.

Most often, though, media is used to entertain 
us with movies, TV series, and games.

Media products often try to influence the 
viewers’ beliefs, attitudes and behaviours.

VIDEO

Moving images e.g. TV 
broadcasts, cinema and 

streaming sites.

ANIMATION
Series of still images 
combined together to 
create the illusion of 
movement. Includes 

stop-motion.

MUSIC

Includes music by 
artists sold on CD, 
streamed online or 
broadcast on radio.

AUDIO

Includes voice-overs, 
podcasts, and sound 
effects such as a 
coin being obtained. 

EBOOKS

Electronic books that 
can be read on a digital 
device or e-reader such 

as Kindle.

SPECIAL EFFECTS (SFX)

Effects that happen on 
set during filming e.g. 

pyrotechnics, animatronics 
and prosthetic makeup

AUGMENTED REALITY

Where images, videos, 
text are superimposed 
onto a live view from 
a smartphone camera.

VIRTUAL REALITY

Users wear a headset to 
view and interact with a 
360 degree image, video, 

game or environment.

VISUAL EFFECTS (VFX)

Effects that are created 
after filming, using 

computers e.g. using Green 
screens and CGI.

Traditional Media New Media

Film
Television
Radio
Print Publishing

Computer games
Interactive media
Websites
Digital Publishing

https://www.youtube.com/
https://www.netflix.com/gb/
https://www.disneyplus.com/
https://open.spotify.com/
https://www.apple.com/uk/itunes/
https://read.amazon.com/
https://www.apple.com/uk/apple-books/
https://boredapeyachtclub.com/#/


Advertise Educate Entertain

Inform Influence



Pre-production

Planning the media product to ensure the end-product 
is effective. Pre-production documents include 
mindmaps, storyboards, work plans and scripts.

Production

The creation of the media product e.g. filming the 
scenes of a movie or using photoshop to create 
characters for an animation.

Post-production

Getting the product ready for release. Includes 
editing video footage or adding special effects for 
example



www.mediajobs.co.uk/technical_roles

Media Technical Jobs

Camera Operator

Responsibilities: Assembling and setting up camera equipment; planning and preparing scenes; 

creatively framing and capturing action for film and TV; liaising with lighting and sound staff.

Reporting to: Director

Games Developer

Responsibilities: Create initial storylines and character biographies; translate ideas into code; 

construct game base engine; combine 2D and 3D assets with audio; animate characters and 

environment; liaise with scriptwriters.

Sound Editor

Responsibilities: Plan, create, mix and enhance music, sound effects, and dialogue; combine music, 

sound effects and dialogue with motion pictures, into a complete and integrated soundtrack.

Reporting to: Director

Audio Technician

Responsibilities: Assist with recordings and sound production; set up sound and recording equipment; 

test equipment; must be confident in making adjustments to equipment to generate the best sound.

Accountable to: Director

Video Editor

Responsibilities: Manage material such as camera footage, dialogue, sound effects, graphics, and 

special effects to produce the final motion picture.

Accountable to: Director

Web Developers

1 x Front-End Developer Responsibilities: Create and maintain websites; liaise with graphic designers 

and photographers.

1 x Back-End Developer Responsibilities: Program a website and ensure the website can process card 

payments.



GRAPHIC DESIGNER

Required to create visual
concepts for various
media products from
logos to book covers. You
will need to be able to
work to a brief and
produce designs for your
concepts. Skills in
graphics editing software
a must.

CONTENT CREATOR

Responsibilities include
creating content for
websites, social media,
marketing materials, and
blog posts. Skill in
creating text, images,
video, and audio
required. You must be
able to conduct research
and work to deadlines.

CREATIVE ROLES

REQUIRED NOW! PART-TIME



Showing ads for Senior Media Vacancies

9:41 AM

Campaign Manager
Lead and develop marketing campaigns for our 
clients. You will be responsible for planning and 
coordinating our campaigns across a wide spectrum 
of platforms, both digital and print. 

Film Director
Required to oversee the creative direction of our 
productions for film and TV. You will work closely 
with the scriptwriters, storyboard artists, actors, and 
crew to deliver outstanding results. 

Editor
Responsible for controlling the content of print 
publications. Must have exemplary quality of written 
communication and an eye for detail. Ability to 
rewrite text and change tonality of content essential.

Production Manager
You will be responsible for the day-to-day 
management of our productions and plan production 
schedules and allocate the production budgets. You 
will work closely with the producer and senior 
production staff.  Substantial experience essential.

See All



1 Identify one media product produced by the digital publishing sector.

…………………………………………………………………………………………………………………………
[1]

2 Other than radio and print advert, identify one other sector of traditional
media a company could use to advertise.

…………………………………………………………………………………………………………………………
[1]

3 Which of the following roles is responsible for creating engaging text for 
printed advertisements?

Tick (✓) the correct box.

A animator

B copywriter

C graphic designer

D script writer

[1]

4    Identify the three phases of media production.

1 …………………………………………………………………………………………………………

2 …………………………………………………………………………………………………………

3 …………………………………………………………………………………………………………
[3]

Exam Questions



Section 2
Factors Influencing Product Design



Cool Colours
(think of winter and 

water)

Warm Colours
(think of summer sun and 

heat)

Neutrals

Monochrome

Colour Wheel 
Used by graphic designers to choose colours that 
will be used in a product. Colours help to convey 
moods and emotions.
*Harmonious colours – found next to each other              

on the wheel. Give a 
sense of calm.

*Complementary colours – found opposite each 
other; give vivid 
contrast



Style, content and layout
The layout of images, text and shapes in digital print media needs careful 
consideration – this is known as composition. 

Placing each element in a certain location will create a natural reading flow 
for the audience—making the advertisement more effective.
✓ The picture should be the largest part of the advertisement, covering 60-

70% of the ad space. Placing this picture in the middle of the page starts 
the flow of the ad. 

✓ People read top to bottom and left to right—so, below the main picture 
should be your body copy (text). It should take up about 15% of the ad 
page.

✓ Next to this, in the bottom right or left corner of the page, should be the 
company logo, taking up around 5% of the page.

Different print media will have their own conventions of layout e.g. book 
covers will have the blurb and barcode on the back cover.



Less personal. Used when writing 
for professional or academic 
purposes such as a newspaper or 
textbook (purpose: to inform). 
Use of full sentences and perfect 
grammar.

Colloquialisms and contractions 
are rarely used.

Formal Language2.1 Language and Tone

The language used in media
products will either be
formal or informal.

The purpose of the product
will affect both language and
tone.

Tone typically refers to the
mood implied by an author's
word choice and the way that
the text can make a reader
feel. The tone used can
evoke a number of emotions
and perspectives.

Informal Language

More casual and spontaneous. Most often used when 
communicating with friends or family, in writing 
personal emails or texts. Contractions (don’t instead 
of do not) and colloquialisms will be used. 

Used in digital media will make the brand feel 
approachable and is often used in 
adverts for families or teens. Also seen
in comic books 
(purpose: to entertain).

Tone examples include light-hearted, fun, upbeat, kind, 
serious and scary. A serious tone might be used to 

build trust in the reader. A light-hearted tone might 
appeal more to children in order to persuade them to 

keep reading.



Choose your audience 

segmentation…

Target

Audiences

Gender Age Ethnicity

IncomeInterests Education

Location



Timescales

Client Brief and Requirements

Client
Person who has asked you to create a product

Brief
Written document that provides you with the client 
requirements

Requirements
What is needed for the task to be signed off by the 
client as complete

Collaboration
Key people will meet to discuss and produce the final 
client brief – meetings may be formal or informal, 
face to face or via video conferencing

Constraints
Limitations or restrictions within the brief e.g. time 
constraints may be “2 months for design”.

Client requirements provided in the brief usually include:





The use of already existing data, also known as desk research. It 
is usually cheaper and quicker than primary research. 

https://secondaryresearch.com
Secondary Research- Definition.

Websites
8 Apr 2022 – Using the internet to find the information you need. Pros include quick and easy. Cons include 

trustworthiness of sites.

Books and journals
30 Jun 2022 – Books and journals such as textbooks and scientific journals. Pros include reliability as these 

are often fact checked and peer reviewed. Cons include cost and research this way is time-consuming.

Newspapers
27 Dec 2021 – Newspapers can be used for research and are also available archived online as well as in 

print. Pros include reliability, however, cons include possible bias. 

Television
31 Jul 2022 – Examples include documentaries. Pros include the ability to collect video footage and television is 

widely accessible. Cons are that it is time-consuming to scan through video footage.



S y m b o l i c  C o d e s T e c h n i c a l  C o d e s W r i t t e n  C o d e s

Used to add 
depth and 
additional 
meaning to 
media products:

▪Emotions

▪Setting

▪Mise En Scene

▪Colour

▪Visual 

Composition

Specific to the 
media being 
created:

▪Camera Angle

▪Camera 

Movement

▪Shot Type

▪Lighting

▪Sound Effects

▪Transitions

Specific to the 
printed and 
spoken language:

▪Style of 

language

▪Text

▪Typography

▪Speech Bubbles

▪Dialogue



https://www.shillingtoneducation.com/blog/vintage-typography/


Camera Shot Size



Single Shot



Lo
w 
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Camera is placed low to the 
ground, looking up. 

Used to make the subject 
look imposing and the 
viewer to feel small.

Camera is placed high up 
above the subject, pointing 
down.

Used to make the subject 
seem weak or vulnerable.

Also known as the Dutch 
Tilt. Camera slanted to one 
side.

Used to create a sense of 
disorientation.

Camera Angles



Pan

Tilt

Truck

Dolly



Shot 2Shot 1

Shot 2Shot 1

Fade Out

–

–

–



Mise-en-Scene

https://www.netflix.com/gb/


Lighting

Creates atmosphere
Helps convey character emotions
Can highlight props or location

Audio

Soundtracks – used to add 
emotion and depth
Sound Effects (SFX) – created 
by a Foley Artist
Dialogue – what the actors say
Intonation – rise and fall of a 
voice speaking

Music Genre e.g. 
suspense music for 
horror!

https://filmlifestyle.com/what-is-high-key-lighting/
https://www.videomaker.com/light-the-night-how-to-light-a-realistic-night-scene/


Interactivity

The communication between a human 

and a digital device or media product.

Commonly found on websites, apps, and 

games, they include features such as 

buttons, hyperlinks, and augmented 

reality.

Animation

Visual art form that uses the rapid display 

of a series of still images to create an 

illusion of movement.

Can be 2D or 3D. Examples include 

cartoons and games.

https://www.king.com/game/candycrush


Section 3
Pre-production Planning



RESOURCES

These are the things 
you will need to 

complete the project 
e.g. hardware, 

software and people.

TIMESCALES
This is the time that is 
allotted to each activity 
in task. Can be hours or 

days.

MILESTONES

Mini deadlines for 
the completion of 

key tasks.

TASKS

Main phases of a 
project. Used to break 

a project up into 
manageable jobs. They 
show what needs to 

be done by a set time.

WORKFLOW
The order that activities 
need to be completed in. 
Also show where tasks 
might depend on other 

tasks being completed first 
– DEPENDENCIES.

ACTIVITIES

Tasks that are further 
broken down – also 
known as sub-tasks. 

CONTINGENCIES

A back up plan should 
any problems arise. 
This could be extra 

time or extra 
resources.

Work Plans
Work plans are important tools that 
help to plan out a project. They show 
the whole project, the tasks that it 
can be broken down, timescales and 
deadlines as well as the resources that 
would be needed to complete the 
project. 

For a media product the work plan 
would cover:

Pre-production
Production
Post-production



Key Idea 
(Central Node)

Node

Node

Node

Node

Node

Node

Subnode

Purpose: 

Generate ideas quickly and 
show the links between 
ideas!

Can include:
Keywords
Images
Title





Scripts V.1.

INT. CLASSROOM – DAY TIME

We see a classroom – there are students 

sat at desks facing a teacher at the 

front.

SFX: Light chatter  

TEACHER

(friendly yet firmly)

Right, class, can anyone tell me what 

scripts are used for?

A student puts their hand up.

TEACHER

(surprised)

Go on then Billy?

CLOSE UP ON BILLY

BILLY

(hesitantly)

To provide dialogue and stage direction 

to actors?

TEACHER

Excellent answer Billy! Does anyone 

else have anything to add?

Two more students put their hands up.

Scripts

Purpose:
To provide dialogue and stage directions to 
cast or voice-over artists.
Show sound effects and camera angles to be 
used – useful for the sound engineers and 
camera crew.

Contain:
Dialogue
Stage direction
Lighting

Conventions:
INT and EXT – Interior and Exterior
Use courier font
Character name in caps and centred
Dialogue under character name
Stage directions in brackets
V.O. – Voice over

Location
Sound effects
Technical info



Visualisation Diagrams

Font: Blink Twice
Size: 75 pt
White

Font: Blinker
Size: 46 pt
Black with glow and 
drop shadow to 
right

Font: Garet
Size: 33 pt
Black 
Centre Justified

Dark blue night sky 
background with 
moon and clouds;
Valley at bottom

Geometric wolf 
profile (white)
24.4cm high
16 cm wide
50% transparency

Box with black 
double outline and 
white fill

Visualisation Diagrams

Purpose:

This is a rough sketch to show what you want your 
media product to look like when completed. 

Usually done by hand.

Contain:
Colours
Font (style, size)
Layout
Images
Annotations
Dimensions

Notes:
Only for static images such as a poster, logo, 
book cover or magazine advert.
Can be digitised by scanning on a scanner or 
taking a photo on a camera and uploading. 

210mm wide

2
97mm high



1

2

EXT: Meadow Wide Angle 10 s
Light music playing SFX: Birdsong

EXT: Meadow Wide Angle 20 s
Light music playing SFX: bird song







Flow Charts
Start

End

Input/Output

Decision

Process

Decision

Process

Purpose

To visually show the sequence of activities in a 

process. 

They show step-by-step, logical sequence of events 

and can be used to brainstorm ideas for things like 

navigation through a game or website. 

Must use the symbols shown here!



Legal Issues



…

They make sure:
• people are able to use 

communications services, 
including broadband;

• a range of companies provide 
quality television and radio 
programmes that appeal to 
diverse audiences;

• viewers and listeners are 
protected from harmful or 
offensive material on TV, radio 
and on-demand;

• people are protected from 

unfair treatment in programmes, 
and don’t have their privacy 
invaded;

• the universal postal service 
covers all UK addresses six days a 
week, with standard pricing; and

• the radio spectrum is used in the 
most effective way.

The Advertising Standards 
Authority Ltd. (trading as ASA), 
registered in England and Wales, 
Registered Number 0733214

Ofcom was formally established on 29 December 2003. It replaced 
five organisations to provide wide-ranging powers across TV, radio, 
telecoms (internet, telephone) and postal sectors. 



Regulation and Certification

CREATIVE iMEDIA

British Board of Film Classification

The BBFC is responsible for classifying all films and trailers that are shown at 
cinemas or sold on DVD or Blu-Ray. Age ratings need to be displayed on 
screen for a minimum of five seconds. On a DVD or Blu-Ray, the symbols 

must be displayed on the outer packaging as well as on the disc.



PEGI Ratings
PEGI or Pan European Game Information provides age classifications 

for video games in 38 European countries. They only consider age 
suitability, not the level of difficulty. There are two levels of information 

PEGI Age Labels and Content Descriptors…

This is an example of how the graphics might look 
on the back of a game cover. They should also 
appear on the front.

Learn more:
https://www.youtube.co

m/user/PEGIgames

https://www.youtube.com/user/PEGIgames
https://external-preview.redd.it/BoC9E-aWxK_36Kn6Gi6EPJRXNzYFaN_gzEC-GSEcHoQ.jpg?auto=webp&s=fb7d863c983e965fc78a1453fefb076da5c518ba


Health and Safety



https://issuu.com/morgan.lewis/docs/location_recce_morgan


Section 4
Distribution Considerations



Online
Multimedia content, games, and apps can be 
distributed over the internet on various 
different smart devices using dedicated 
streaming apps and online stores. Media can 
also be distributed on websites such as 
companies providing downloadable brochures.

Physical Media
Physical media are things that you 
can hold and touch. Examples 
include CDs, DVDs and Blu-Ray 
Discs. USB storage could also be 
used, and whilst not as popular now, 
printed materials, such as magazines 
and leaflets, are still used.

Physical Platforms
These are the specific 
devices used to deliver 
media products. Examples 
include smartphones, 
computers, and 
information 
kiosks.



Compared to text files, media files such as 
images, audio, and video are very large in file size 
e.g. a 1 min video clip can be up to 2GB! 

Data compression is a way to reduce the file size 
and change certain attributes including: 
▪ File type
▪ Resolution
▪ Dimensions
▪ Bit Depth

Compression can be either lossy or lossless. 

Lossy compression: file size is reduced by taking 
away redundant data – quality is affected.

Lossless compression: file size is compressed but 
there is no loss of quality.

Did you know?
Files are better compressed as they not only take up
less storage space but they are also quicker to
transfer! Additionally, the larger the file, the slower it
is to download or upload.

Notes:

Lossy file types..

JPEG (Images)
MP3, OGG (Sound)
MPEG4, AVC (Video)

Lossless file types..

GIF, RAW, PNG (Images)
WAV, FLAC, AIFF (Sound)
H.265 lossless, Quicktime
(Video)

PDF files
Portable Document File  -
can include hyperlinks, 
interactivity, images and text. 

4.2.4

https://www.youtube.com/watch?v=3nym3fkHqyk

