	KS4 Curriculum Plan

	Module
	Main Topic
	Summary of essential Knowledge, Skills and Vocabulary 
	Assessments

High                  Low 
	Rationale for: 
· Sequence / Interleaving
· Assessments

	Cross Curricular 
Extra Curricula
SMSC
	Values) Drive (Wisdom), Responsibility (Generosity),  Physical (Courage), Engagement (Passion)

	Year 10

	Year 10 - 1
	Marketing and advertising (Quality Street and NHS 111)



	Skills and Knowledge
· To know what ‘Media’ means and what the course will involve 
· To begin to understand the four key concepts to be explored over the duration of the course 
· To begin analysing the set print products

Vocabulary
Media Language
Representation
Audience
Industry
Context
Codes and conventions
Genre
Denotation
Connotation
Camera work
Framing
Uses and Gratifications (Theory)
	Regular short answer responses

Longer written response based on print product analysis

	The course starts with an overall introduction to the method of assessment over the course of the GCSE- two exam papers (Component One and Component Two) and coursework (NEA). 
Students are introduced to key concepts and vocabulary that they will need to know, understand and apply confidently over the duration of the course. 
We begin with print products, as this allows to students to more easily apply more straightforward elements of media language confidently before moving on to moving image in Year 2 of the course.

Students are assessed on short answer questions based on image, colour, written text/language and layout. Students are also assessed on their knowledge and understanding of key terminology.
	History- social, political and historical contexts, extended writing 

English- analytical skills, extended writing, consideration of audience, purpose and genre

Consideration of how different individuals and groups are represented in the media and the impact this can have on audiences.





	Engagement (Passion)
Encouraging students to actively engage with the wider world and be more aware of the influences of the media on themselves and those around them.

	Year 10 - 2
	Film Marketing (James Bond- TMWTGG and NTTD)



	Skills and Knowledge
· To know what the key codes and conventions of a given genre are 
· To understand how media language and representation is used in the given genre 
· To understand what is meant by ‘industry’ 
· To apply this knowledge and understanding in a formal written assessment

Vocabulary
Conventions 
Marketing 
Genre 
Narrative
Propp (Theorist)
Enigma Code
Barthes (Theorist)
Representation
Ethnicity
Gender
Masculinity
Femininity
Encoding 
Decoding
Pre-production
Post-production
Distribution
Regulation
Film classification
	Regular questioning in class

Longer written response based on film poster analysis

LSQ via Microsoft Forms to assess key terminology.
	Students continue with print product analysis but progress to film marketing and the film industry. Students are introduced to more key theorists and theories in order to support their prior understanding of how audiences are targeted and what the purpose of a film poster is. 
Students are introduced to Hollywood as an industry and institution. We focus on areas such as regulation, classification, production, distribution, target audiences, the Bond franchise and how the pandemic has effected film marketing and audience viewing habits. 

Students are assessed on their ability to analyse the use of media language in one of the Bond film posters.
	English- analytical skills, extended writing, consideration of audience, purpose and genre, narrative construction

History- social, cultural and political contexts (representation of different ethnicities, for example)


Further understanding of how different groups are represented and the impact of this on both the audience and the industry
	Responsibility (Generosity)
Encouraging students to consider how they identify themselves, how they are represented in the media, how others different to themselves are represented in the media and how these representations can be encouraging or damaging. 

	Year 10 - 3
	Magazines (Vogue and GQ)



	Skills and knowledge
· To know what the key codes and conventions of a magazine are 
· To understand how media language and representation is used in magazine covers
· To understand how historical, political, social, and cultural contexts influence texts

Vocabulary
Conventions 
Genre 
Narrative
Propp (Theorist)
Enigma Code
Barthes (Theorist)
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Encoding 
Decoding
Masthead
Tagline

	Regular questioning in class

Longer written response based on magazine cover analysis

LSQ via Microsoft Forms to assess key terminology. 
	Students build on their print product analytical abilities progressing to magazines. Students continue to develop their awareness and understanding of relevant contexts and their influences on magazine cover choices. Students also continue to develop their understanding of media products as constructs. 

Students are assessed on their contextual knowledge and the use of media language to create representations.
	English- analytical skills, extended writing, consideration of audience, purpose and genre, narrative construction

History- social, cultural and political contexts (representation of different ethnicities, for example)


Further understanding of how different groups are represented and the impact of this on the audience 



	

	Year 10 - 4
	Newspapers (The Sun and The Guardian)

	Skills and Knowledge
· To know what they key codes and conventions of a newspaper are
· To understand how media language is used to create representations on newspaper covers
· To understand how historical, political, social, and cultural contexts influence texts

Vocabulary
Conventions 
Genre 
Narrative
Propp (Theorist)
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Encoding 
Decoding
Masthead
Tagline
By-line
Stand first
Caption
Anchor
Pug
Puff
Advert
	Regular questioning in class

Longer written response based on newspaper cover analysis

LSQ via Microsoft Forms to assess key terminology.
	Students build on their print product analytical abilities progressing to newspapers. Students continue to develop their awareness and understanding of relevant contexts and their influences on newspaper cover choices, particularly political contexts. Students also continue to develop their understanding of media products as constructs, carefully considering the agenda of different news institutions.  

Students are assessed on their contextual knowledge and the use of media language to create representations. Students are also assessed on their knowledge of the industry, and target audience and readership. 
	English- analytical skills, extended writing, consideration of audience, purpose and genre, narrative construction

History- social, cultural and political contexts (representation of different ethnicities, for example)

Religious Studies- wider consideration of morality and ethics


Further understanding of how different groups and societal issues are represented and the impact of this on the audience 


	

	Year 10 - 5
	Video Games (Fortnite)

NEA (coursework)
	Skills and Knowledge
· To know core information about the gaming industry and where Fortnite originated
· To understand how video games are regulated and how they target their audiences
· To understand how video game websites allow users to engage and interact further with their audiences

Vocabulary
Conventions 
Genre 
Narrative
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Character
Skins
Navigation bar
Search bar
Tab
FAQ
V-bucks
In-game purchases
GAAS model
Target audience
Regulation
PEGI


	Regular questioning in class

Longer written response based on audience analysis

LSQ via Microsoft Forms to assess key terminology.
	Students move their focus to understanding a different industry and how creators target and appeal to their target audience. Students develop this awareness and the impact of regulation on audience engagement and the gaming industry. 

Students are assessed on key knowledge of the gaming industry and audiences through both short answer responses and extended responses.
	English- analytical skills, extended writing, consideration of audience

History- social, cultural and political contexts (representation of different ethnicities, for example)





	

	Year 10 - 6
	NEA (coursework)
	Skills and Knowledge (this is introduced in Module 5)
· To understand what a successful film marketing strategy looks like
· To understand the given genre of the film marketing brief
· To understand the conventions of a DVD cover and film poster
· To understand how to successfully create a DVD cover and film poster for a specific genre and audience

Vocabulary
Conventions 
Genre 
Narrative
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Character
Propp
Hero
Villain
Damsel in distress
Dispatcher
Sidekick
BBFC

	Successful creation of a DVD cover and film poster using Photoshop

Completed cover sheet including analysis of choices
	Students apply the knowledge gained over the year to their own practical pieces. Students consider who the target audience is and the genre, and design their work to suit the brief. 

Students are assessed on their understanding of how media language is used to create meanings, convey messages, and represent different groups, based on brief set by the exam board. 
	English- consideration of audience, development of narrative structures and characters (similar to creative writing)





	

	Year 11
	

	Year 11 - 1
	Crime Drama
(Luther and The Sweeney)
	Skills and Knowledge
· To know key information about the BBC, regulation, key actors, and relevant contexts
· To understand the conventions of crime dramas and their appeal to audiences
· To understand how media language is used as a way to convey meanings
· To understand how and why different groups are represented in crime dramas and the impact of this on audiences
· To understand the influence of contexts on a text
· To understand issues surrounding regulation and how it impacts the choices producers make
· To understand the key stages of the production process 

Vocabulary
Conventions 
Genre 
Narrative
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Character
Propp
Hero
Villain
Damsel in distress
Dispatcher
Sidekick
BBFC
BBC
Regulation
TV Industry
Binary opposition
Male Gaze
	Regular questioning in class

Longer written responses to media language, representation, context, audience, and industry questions
	Students build on their knowledge and understanding of still image media products by applying their current knowledge to the moving image set products, alongside applying new concepts such as sound, camera angles, and editing techniques. 

Students are assessed on their understanding of how media language is used to create meanings, convey messages, and represent different groups, based on brief set by the exam board.
	English- analytical skills, extended writing, consideration of audience, focus on narrative structure

History- social, cultural and political contexts (representation of different ethnicities, for example)


	

	Year 11- 2
	Crime Drama (Luther and The Sweeney)


Radio 
(The Archers)
	Skills and Knowledge
· To know key information about the ITV and Thames TV, regulation, key actors, and relevant contexts
· To know the conventions of a radio melodrama
· To understand the conventions of crime dramas and their appeal to audiences
· To understand how radio programmes appeal to their audiences
· To understand how media language is used as a way to convey meanings
· To understand how and why different groups are represented in crime dramas and the impact of this on audiences
· To understand the influence of contexts on a text
· To understand issues surrounding regulation and how it impacts the choices producers make
· To understand the key stages of the production process 

Vocabulary
Conventions 
Genre 
Narrative
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Character
Propp
Hero
Villain
Damsel in distress
Dispatcher
Sidekick
BBFC
ITV
Regulation
TV Industry
Binary opposition
Male Gaze
Ofcom
	Component 1 mock exam- full paper (worth 40% of final grade)

Regular questioning in class

Longer written responses to media language, representation, context, audience, and industry questions 
	Students continue to build on their knowledge and understanding of still image media products by applying their current knowledge to the moving image set products, alongside applying new concepts such as sound, camera angles, and editing techniques. Students widen their understanding of different industries and the BBC through their study of The Archers. Students develop their understanding of melodrama and the appeal and longevity of the programme.

Students are assessed on their understanding of how media language is used to create meanings, convey messages, and represent different groups, based on brief set by the exam board.
	English- analytical skills, extended writing, consideration of audience, focus on narrative structure

History- social, cultural and political contexts (representation of different ethnicities, for example)

	

	Year 11 - 3
	Music Videos and Online Media

(Taylor Swift The Man, Stormzy Superheroes, and Duran Duran Rio)

	Skills and Knowledge
· To know key information about the music industry, including production, advertising and distribution
· To know the conventions of different musical genres
· To know relevant context about when each video was produced and released
· To understand how context influences music
· To understand the choices media creators make and why
· To be able to analyse creator choices and compare them with other texts

Vocabulary
Conventions 
Genre 
Narrative
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Character
Propp
Regulation
Context
Camera angle – close up, mid shot, long shot, birds eye view, point of view, Dutch tilt, high angle, low angle
Camera movement- track, pan
Costume
Setting
Mise-en-scene
Diegetic sound
Non-diegetic sound

	Regular questioning in class

Longer written responses to media language, representation, context, audience, and industry questions
	Students continue to build on their knowledge and understanding of still image media products by applying their current knowledge to the moving image set products, alongside applying new concepts such as sound, camera angles, and editing techniques. Students widen their understanding of different industries with a heavy focus on the music industry and types of integration. Students develop their understanding of different types of music videos, genres and their conventions. 

Students are assessed on their understanding of how media language is used to create meanings, convey messages, and represent different groups, based on brief set by the exam board.
	
English- analytical skills, extended writing, consideration of audience, focus on narrative structure

History- social, cultural and political contexts (representation of different ethnicities, for example)




	

	Year11 - 4
	Music Videos and Online Media

(Taylor Swift The Man, Stormzy Superheroes, and Duran Duran Rio)



	Skills and Knowledge
· To know key information about the music industry, including production, advertising and distribution
· To know the conventions of different musical genres
· To know relevant context about when each video was produced and released
· To understand how context influences music
· To understand the choices media creators make and why
· To be able to analyse creator choices and compare them with other texts


Vocabulary
Conventions 
Genre 
Narrative
Uses and Gratifications
Representation
Ethnicity
Gender
Masculinity
Femininity
Character
Propp
Regulation
Context
Camera angle – close up, mid shot, long shot, birds eye view, point of view, Dutch tilt, high angle, low angle
Camera movement- track, pan
Costume
Setting
Mise-en-scene
Diegetic sound
Non-diegetic sound

	Regular questioning in class

Longer written responses to media language, representation, context, audience, and industry questions
	Students continue to build on their knowledge and understanding of still image media products by applying their current knowledge to the moving image set products, alongside applying new concepts such as sound, camera angles, and editing techniques. Students widen their understanding of different industries with a heavy focus on the music industry and types of integration. Students develop their understanding of different types of music videos, genres and their conventions. 

Students are assessed on their understanding of how media language is used to create meanings, convey messages, and represent different groups, based on brief set by the exam board.

	
English- analytical skills, extended writing, consideration of audience, focus on narrative structure

History- social, cultural and political contexts (representation of different ethnicities, for example)




	

	Year 11- 5
	Revision


	
	Full Component 1 and Component 2 exams. 
Final submission of coursework to the exam board.
	
	




	



