Subject Year Curriculum Overview
	
	Autumn 
	Spring 
	Summer

	
	Learning Cycle 1
	Learning Cycle 2
	Learning Cycle  3
	Learning Cycle 4
	Learning Cycle 5
	Learning Cycle 6
	Learning Cycle 7

	Topic 

	Introduction to media studies and advertising
	Film Industry
	Magazines
	Video Games
	Radio
	NEA
	NEA

	Critical Prior Knowledge 
	
	-Semiotics
	-Semiotics
-Print terminology
	-Media Industry: ownership, dist. and reg.
	-Media Industry
-Audience categorisation
	-Conventions of magazines/movie marketing
	-Conventions of magazines/movie marketing

	Overall Intent
(Big ideas and key concepts)

	-Media Language -Semiotics 
-Media products reflect the contexts in which they were made

	-Media Industry including the ownership, distribution, marketing and regulation of media products
	-Media Language creates meaning on magazine covers
-Representation: how people are represented
	-Media industry issues in relation to video games
-Audiences are categorised and targeted
-Why audiences use media texts
	-Distribution and audience use of media products changes over time
-Media industry issues in relation to video games
	-To plan and produce an original media product in response to a brief
	-To plan and produce an original media product in response to a brief

	Essential
Knowledge milestones 
(What students must master)


	-Use of the terms denotation & connotation
-Accurate terminology to analyse print adverts
	-Marketing campaigns use digital convergence
-How film is regulated in the UK
	-Accurate terminology to analyse magazines
-How gender and ethnicity are represented in GQ and Pride
	-Reg. of video games in UK
-Categoristation of audience: demographic & psychometric

	-How radio use has changed with digital convergence
-Mastery of Uses and Gratifications theory
	-Competent procedural knowledge of production processes
	-Competent procedural knowledge of Photoshop and Indesign

	Cultural Capital



	-Study of a successful advertising campaign
	-Case study of Spectre – Bond as an iconic movie franchise
	-Study long established mag as well as a less-mainstream product
	-Study of successful global video game franchise
	-Study of long-running and successful UK Radio show
-Media theorists
	-Use of industry standard software
-“Real world” production process
	-Access to high quality resources inc. photo studio, DSLRs etc.

	Assessment Point
(the Set Text Topic Tests will include additional questions to aid review and retrieval of previous content)

	-Set Text topic test
-Exam style Q – media lang
	-Set text topic test
-Exam style Q - Industry
	-Set text topic test
-Exam style Q – representation & unseen text
	-Set text topic test
-Exam style Q – audience 
	-Set text topic test
-Exam style Q – audience (U&G theory)
	-Ongoing review and assessment using WJEC marking criteria and set briefs

	ECC Student Characteristics


	-Confidence & communication
-Respect & behaviours for learning
	-Aspiration and careers
	-Healthy and staying safe
-Different cultures, equality & diversity
	-Aspiration and careers
	-Confidence and communication skills
-Behaviours for learning
	-Aspiration and careers
-Resilience
[bookmark: _GoBack]-Behaviours for learning
	-Aspiration and careers
-Resilience
-Behaviours for learning

	Connection to future learning
(When is this developed / revisited)?


	-Semiotics underpins all textual analysis
-Print terminology developed in magazines
	-Industry issues & digital convergence developed in Video Games and Radio
	-Constructing representations in response to NEA brief
	- Radio
- NEA: constructing media product to meet audience needs
	-Application of U&G theory to NEA and year 2 texts
	-Learning cycle 7
	-Review and revisit NEA end of learning cycle 1 year 11



