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1680U30-1 WJEC A2 Media Studies Unit 3

All Candidates' performance across questions

Question Title N Mean S D Max Mark F F Attempt %

01a 541 18.5 4.8 30 61.8 53.3
01b 471 19.1 4.9 30 63.7 46.4
02a 576 19.2 5.3 30 63.9 56.8
02b 439 19.4 4.7 30 64.7 43.3
03a 642 17.3 5.1 30 57.5 63.3
03b 371 17.3 4.7 30 57.7 36.5

If you are accessing this document in a web browser and are only able to see this single page, please download the document and re-open it in 
Adobe Reader in order to fully access the exemplar material.
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Section A: Television 
 
Answer one question in each section.  
 
Either, 
 


How does the crime drama genre reflect historical contexts? Explore examples from 
Hinterland and the historical crime drama you have studied. [30] 


 
Or,  
 


How does the crime drama genre reflect social contexts? Explore examples from 
Hinterland and the historical crime drama you have studied. [30] 


 


Band 


AO1 
Demonstrate knowledge and 


understanding of the key 
concepts and critical 
perspectives of media 


AO2 
Apply knowledge and 


understanding of the key 
concepts of media studies to 


analyse media products 


5 


13-15 marks 


• Excellent, detailed and accurate 
knowledge and understanding 
of genre and social/historical 
contexts  


• Excellent use of appropriate 
subject specific terminology and 
accurate grammar, punctuation 
and spelling 


13-15 marks 


• Excellent application of 
knowledge and understanding 
of genre and social/historical 
contexts to analyse the set 
crime dramas 


• Perceptive and detailed 
exploration of examples from 
the set crime dramas 


4 


10-12 marks 


• Good, accurate knowledge and 
understanding of genre and 
social/historical contexts 


• Good use of appropriate subject 
specific terminology and mostly 
accurate grammar, punctuation 
and spelling 


10-12 marks 


• Good application of knowledge 
and understanding of narrative 
structure or genre and social 
contexts to analyse the set 
crime dramas 


• Detailed exploration of 
examples from the set crime 
dramas 


3 


7-9 marks 


• Satisfactory and generally 
accurate knowledge and 
understanding of genre and 
social/historical contexts 


• Satisfactory use of appropriate 
subject-specific terminology and 
generally accurate grammar, 
punctuation and spelling 


7-9 marks 


• Satisfactory application of 
knowledge and understanding 
of genre and social/historical 
contexts to analyse the set 
crime dramas 


• Straightforward exploration of 
examples from the set crime 
dramas 


2 


4-6 marks 


• Basic knowledge and 
understanding of genre and 
social/historical contexts 


• Basic use of appropriate subject 
specific terminology and some 
errors in grammar, punctuation 
and spelling. 


4-6 marks 


• Basic application of knowledge 
and understanding of genre and 
social/historical contexts to 
analyse the set crime dramas 


• Tendency to describe examples 
from the set crime dramas 


1 1 


1 2 
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1 


1-3 marks 


• Minimal knowledge and 
understanding of genre and 
social/historical contexts 


• Minimal use of appropriate 
subject specific terminology and 
many errors in grammar, 
punctuation and spelling. 


1-3 marks 


• Minimal application of 
knowledge and understanding 
of genre and social/historical 
contexts to analyse the set 
crime dramas 


• Limited, if any, consideration of 
set crime dramas 


 


0 marks 


• No response attempted or no 
response worthy of credit. 


0 marks 


• No response attempted or no 
response worthy of credit. 


 
 


Question 1.1 and 1.2: 
 


Indicative content 
 


The content below is not prescriptive and all valid points should be credited. It is not 
expected that responses will include all of the points listed. 


 
If only one television product is considered, assess the quality of the response in 
relation to the descriptors in all five bands and divide the marks by two. 


 
AO1 (1.1 and 1.2) 


 
Responses are expected to demonstrate knowledge and understanding of genre and 
social/historical contexts 


 
In the higher bands, there is likely to be explicit knowledge, understanding and 
application of genre and social/historical contexts as appropriate. Responses in the 
middle band will include knowledge, understanding and application of straightforward 
aspects of genre and social/historical contexts, whilst responses in the lower bands 
may only engage implicitly with of genre and social/historical contexts. 


 
AO2 


 
Responses may refer to: 


 


• genre codes, conventions and iconography 


• principles of repetition and variation of a repertoire of elements  


• the significance of genre to the television industry and television audiences 


• principles of repetition and variation of a repertoire of elements 


• hybridity and intertextuality 


• the significance of challenging and/or subverting genre conventions 


• how genres reflect their social and historical contexts 


• the significance of genre to the television industry and television audiences 


• how different audience interpretations reflect social and cultural circumstances 


• the way in which products can relate to broader social and cultural contexts 


• the way in which recent crime dramas use the conventions of earlier crime drama 
traditions whilst exploring contemporary social, cultural and political issues. 


 
  








pop

Sticky Note

AO1 overview/ responds to question



pop

Sticky Note

AO1 - Industry understanding, which links specifically to product and contexts (AO2)



pop

Sticky Note

More detailed application - broadens response 



pop

Sticky Note

Close reading which utilizes critical perspectives to develop points 



pop

Sticky Note

Fealty to question 







pop

Sticky Note

AO2 close application of product using media concepts to answer question 



pop

Sticky Note

Reconciles to question 



pop

Sticky Note

AO2 very specific use of detail from product to construct a perceptive discussion







pop

Sticky Note

AO1 Overview



pop

Sticky Note

AO2 Purposeful analysis using media terminology 



pop

Sticky Note

AO1 focus on question 



pop

Sticky Note

AO2- application of genre via Neale







pop

Sticky Note

26/30

AO1- 13 Excellent knowledge and understanding evident in industry overview, detailed discussion of products and media concepts. 

AO2- 13 Perceptive and detailed exploration of both products in relation to question. Use of media perspectives and terminology. 



pop

Sticky Note

.












pop

Sticky Note

AO1 Satisfactory overview 



pop

Sticky Note

AO2 Introduces genre using Neale



pop

Sticky Note

AO2 although references to the product are not detailed to a 'good' level the candidate selects a variety of satisfactory details 



pop

Sticky Note

AO2 Opens discussion to gender representations 







pop

Sticky Note

AO2 fair application of iconography to support genre  signification 



pop

Sticky Note

AO2 Reasonable discussion of social contexts 







pop

Sticky Note

AO2 Close application of detail to answer the question 



pop

Sticky Note

AO2 Fair application of Mulvey







pop

Sticky Note

AO1 Satisfactory discussion which could be emboldened to good with closer and more detailed links to product. 



pop

Sticky Note

AO1 Genre features 







pop

Sticky Note

16
AO1- 8- Satisfactory knowledge and understanding shown. 

AO2-8 - satisfactory references to products throughout. 












pop

Sticky Note

Not relevant 



pop

Sticky Note

AO1/AO2 A more basic overview of the product applied 



pop

Sticky Note

Link to question 



pop

Sticky Note

Link to question 



pop

Sticky Note

10
AO1- 5 More basic knowledge and understanding shown 

AO2- 5 More basic and non-specific applicat







pop

Sticky Note

10
AO1- 5
More basic knowledge and understanding shown

A02- 5
Non specific application of detail- basic
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Answer one question in each section.


SECTION A: TELEVISION


Either,


	 	 How does the crime drama genre reflect historical contexts? Explore examples from 
Hinterland and the historical crime drama you have studied.	 [30]


Or, 


	 	 How does the crime drama genre reflect social contexts? Explore examples from 
Hinterland and the historical crime drama you have studied.	 [30]


END OF PAPER
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1 2


1 1
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Section B: Magazines 
 
Either, 
 


Van Zoonen argues that the display of women’s bodies as ‘objects to be looked at’ is 
a core element of western patriarchal culture. 


 
Explore this idea in relation to the mainstream and historical magazines you have 
studied. [30] 


 
Or, 
 


David Gauntlett states that the media today offer us a diverse range of stars, icons 
and characters from whom we may ‘pick and mix’ different ideas.  


 
Explore this idea in relation to the mainstream and historical magazines you have 
studied. [30] 


 


Band 


AO1 
Demonstrate knowledge and 


understanding of the key 
concepts and critical 


perspectives of media 


AO2 
Apply knowledge and 


understanding of the key 
concepts of media studies to 


analyse media products 


5 


13-15 marks 


• Excellent, detailed and 
accurate knowledge and 
understanding of 
representation and Van 
Zoonen or Gauntlett’s ideas 


• Excellent use of appropriate 
subject specific terminology 
and accurate grammar, 
punctuation and spelling 


13-15 marks 


• Excellent application of 
knowledge and understanding 
of representation to analyse 
the set magazines 


• • Perceptive and detailed 
exploration of examples from 
the set magazines 


4 


10-12 marks 


• Good, accurate knowledge 
and understanding of 
representation and Van 
Zoonen or Gauntlett’s ideas 


• Good use of appropriate 
subject specific terminology 
and mostly accurate grammar, 
punctuation and spelling 


10-12 marks 


• Good application of 
knowledge and understanding 
of representation to analyse 
the set magazines 


• Detailed exploration of 
examples from the set 
magazines 


3 


7-9 marks 


• Satisfactory and generally 
accurate knowledge and 
understanding of 
representation and Van 
Zoonen or Gauntlett’s ideas 


• Satisfactory use of 
appropriate subject-specific 
terminology and generally 
accurate grammar, 
punctuation and spelling 


7-9 marks 


• Satisfactory application of 
knowledge and understanding 
of representation to analyse 
the set magazines 


• Straightforward exploration of 
examples from the set 
magazines 


2 1 


2 2 
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2 


4-6 marks 


• Basic knowledge and 
understanding of 
representation and Van 
Zoonen or Gauntlett’s ideas 


• Basic use of appropriate 
subject specific terminology 
and some errors in grammar, 
punctuation and spelling. 


4-6 marks 


• Basic application of 
knowledge and understanding 
of representation to analyse 
the set magazines 


• Tendency to describe 
examples from the set 
magazines 


1 


1-3 marks 


• Minimal knowledge and 
understanding of 
representation and Van 
Zoonen or Gauntlett’s ideas, if 
any 


• Minimal use of appropriate 
subject specific terminology 
and many errors in grammar, 
punctuation and spelling. 


1-3 marks 


• Minimal application of 
knowledge and understanding 
of representation to analyse 
the set magazines 


• Limited, if any, consideration 
of mainstream and non-
mainstream/historical 
magazines 


 


0 marks 


• No response attempted or no 
response worthy of credit. 


0 marks 


• No response attempted or no 
response worthy of credit. 


 
  








pop

Sticky Note

AO1/2 Satisfactory link of product to question 



pop

Sticky Note

A02- Less detailed application of knowledge and understanding 



pop

Sticky Note

AO1/AO2 purposeful comparison of products with respect to question 







pop

Sticky Note

AO2 Satisfactory argument but lacks specific link to product 



pop

Sticky Note

AO2 Wider exploration and challenge to Van Zoonen



pop

Sticky Note

16
AO1- 8
Knowledge and understanding is satisfactory

AO2- 8
Use of detail from products is straightforward and tends to general 












pop

Sticky Note

AO1 Informed overview



pop

Sticky Note

A01/A02Fluent use of subject specific terminology to express ideas. Close analysis of how media language creates meaning. Closely linked to question.  



pop

Sticky Note

A01 Aspirational appeal of the medium. 



pop

Sticky Note

A02 More sophisticated exploration of Van Zoonen's ideas







pop

Sticky Note

A02 Varied application of critical perspectives 



pop

Sticky Note

A01/A02 Supported discussion of representations and how they are subject to hegemonic expectations 



pop

Sticky Note

A01/2 Close analysis and shrewd, detailed application of critical perspectives 







pop

Sticky Note

AO2 Agile application of product to the question 



pop

Sticky Note

AO2 Argument is developed by scrutiny of the product's idiosyncratic use of media language 



pop

Sticky Note

A02 Perceptive application of content.







pop

Sticky Note

AO1/2 Well structured argument which returns to Van Zoonen and links to the repeated ideologies of the products. 



pop

Sticky Note

Conclusion unambiguously addresses the question



pop

Sticky Note

A01 14
Sophisticated and diverse knowledge and understanding. Thorough appreciation of media concepts 

AO2 14
Response underpinned by detailed reference to products and perceptive application of critical perspectives 












pop

Sticky Note

More basic overview 



pop

Sticky Note

Limited- unanchored with limited detail 



pop

Sticky Note

Specious 







pop

Sticky Note

More detailed overview 



pop

Sticky Note

AO2 Fair overview but non specific 



pop

Sticky Note

Link between audience and product 







pop

Sticky Note

Not relevant 



pop

Sticky Note

Only one product discussed 
7
AO1- 4
Basic knowledge and understanding of industry 
AO2- Limited application of detail. 
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SECTION B: MAGAZINES


Either,


	 	 Van Zoonen argues that the display of women’s bodies as ‘objects to be looked at’ is a 
core element of western patriarchal culture.


		  Explore this idea in relation to the mainstream and historical magazines you have 
studied.	 [30]


Or, 


	 	 David Gauntlett states that the media today offer us a diverse range of stars, icons and 
characters from whom we may ‘pick and mix’ different ideas. 


		  Explore this idea in relation to the mainstream and historical magazines you have 
studied.	 [30]


END OF PAPER
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2 1


2 2












pop

Highlight





































pop

Sticky Note

Approaches question- reasonable 







pop

Sticky Note

Demonstration of AO1 



pop

Sticky Note

Links to 'movie franchise' with appropriate terminology. Not a detailed exploration. 



pop

Sticky Note

More confident discussion of social media and how prominent it is to both audiences and industry 



pop

Sticky Note

More sophisticated link to Jenkins to develop and explore points. 







pop

Sticky Note

More tenuous link here- could have been supported with reference to Bandura



pop

Sticky Note

Convincingly varied discussion of meta applications of product.



pop

Sticky Note

Gerbner







pop

Sticky Note

Appropriate but not explored. 



pop

Sticky Note

Makes meaning of links. 



pop

Sticky Note

Slightly loose conclusion 
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Section C: Video Games 
 
Either, 
 


How do technological changes influence the video games industry? Explore with 
reference to the two action-led franchise games you have studied. [30] 


Or, 
 


How important are other media industries to the video games industry? Explore with 
reference to the two action-led franchise games you have studied.  [30] 


 


Band 


AO1 
Demonstrate knowledge 
and understanding of the 
key concepts and critical 


perspectives of media 


AO2 
Apply knowledge and 


understanding of the key concepts 
of media studies to analyse media 


products 


5 


13-15 marks 


• Excellent, detailed and 
accurate knowledge and 
understanding of the 
video game industry  


• Excellent use of 
appropriate subject-
specific terminology 


13-15 marks 


• Excellent application of knowledge 
and understanding of industry to 
analyse the two video games 
studied 


• Excellent application of knowledge 
and understanding of media 
contexts 


• Perceptive and detailed exploration 
of the video games studied 


4 


10-12 marks 


• Good, detailed and 
accurate knowledge and 
understanding of the 
video game industry  


• Good use of appropriate 
subject-specific 
terminology 


10-12 marks 


• Good application of knowledge and 
understanding of industry to 
analyse the two video games 
studied 


• Good application of knowledge and 
understanding of media contexts 


• Detailed exploration of the video 
games studied 


3 


7-9 marks 


• Satisfactory and 
generally accurate 
knowledge and 
understanding of the 
video game industry  


• Satisfactory use of 
appropriate subject-
specific terminology 


7-9 marks 


• Satisfactory application of industry 
of audiences to analyse the two 
video games studied 


• Satisfactory application of 
knowledge and understanding of 
media contexts. 


• Straightforward exploration of the 
video games studied 


2 


4-6 marks 


• Basic knowledge and 
understanding of the 
video game industry  


• Basic use of appropriate 
subject-specific 
terminology 


4-6 marks 


• Basic application of knowledge and 
understanding of industry to 
analyse the two video games 
studied 


• Basic application of knowledge and 
understanding of media contexts 


• Tendency to describe the video 
games studied 


3 1 


3 2 
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1 


1-3 marks 


• Minimal knowledge and 
understanding of the 
video game industry  


• Minimal use of 
appropriate subject-
specific terminology  


1-3 marks 


• Minimal application of knowledge 
and understanding of industry to 
analyse the two video games 
studied 


• Limited, if any, consideration of the 
video games studied 


 


0 marks 


• No response attempted 
or no response worthy of 
credit 


0 marks 


• No response attempted or no 
response worthy of credit 


 
 


Indicative content 
 


AO1 (3.1 and 3.2)  
 


Responses will demonstrate knowledge and understanding of industry contexts such 
as: 


 


• how processes of production, distribution and circulation shape media products  


• the relationship between recent technological change and media production, 
distribution and circulation  


• the impact of digitally convergent media platforms on media production, 
distribution and circulation 


• the significance of patterns of ownership and control, including conglomerate 
ownership, vertical integration and diversification 


• the links and synergies between the video games industry and other media 
industries, including film and online media such as video game websites or social 
media platforms (e.g. Facebook) 


• the significance of economic factors to the video games industry and their 
products  


• how the video games industry maintains, including through marketing, varieties of 
audiences/users nationally and globally 


• how audiences can be reached, both on a national and global scale, through 
different media technologies and platforms  


• the interrelationship between media technologies and patterns of consumption 
and response  


• how users interact with video games and related online media 
 
 


AO2 
 


Responses will apply knowledge and understanding of industry contexts, such as: 
 


Assassin's Creed franchise 


• The website for this product is a point of convergence for fans, who can post high 
scores, successes and even participate in polls which potentially shape the future 
of the franchise.  


• The website allows for audiences to interact with each other and, to a certain 
extent, the institution behind Assassin’s Creed (Ubisoft); whereas the producers 
can profile their audience via the user generated content of the platform.  


• Fan community is maintained via a popular Facebook forum and online 
multiplayer gaming. 


  








pop

Sticky Note

Fair use of AO1



pop

Sticky Note

AO2 Straightforward application of relevant details



pop

Sticky Note

AO2-Straightforward application 







pop

Sticky Note

AO2 but undeveloped



pop

Sticky Note

Application of Bandura with inaccuracy 







pop

Sticky Note

AO2 Sense of audience contexts



pop

Sticky Note

AO2 in game detail 



pop

Sticky Note

14
AO1  7 - Satisfactory knowledge and understanding 

AO2 8 - Satisfactory application. At times not detailed but reasonable application of audience contexts.  
















pop

Sticky Note

AO1 Confident approach of question



pop

Sticky Note

AO1/AO2 Developed discussion of changing representations linked to question 



pop

Sticky Note

Social contexts







pop

Sticky Note

Links improvement in technology to audience pleasures 



pop

Sticky Note

AO1 multiplayer audience contexts







pop

Sticky Note

Developed with reference to social media 



pop

Sticky Note

Development of argument using Jenkins- successfully detailed 



pop

Sticky Note

AO2 application of meta-media, social contexts 







pop

Sticky Note

AO1 discrete points are developed with content specific detail 



pop

Sticky Note

24

AO1 13- Excellent and varied knowledge and understanding 

AO2 11- Detailed application of critical perspectives and content from products 












pop

Sticky Note

AO1 Approaches question- reasonable 







pop

Sticky Note

Demonstration of AO1 - industry 



pop

Sticky Note

AO1/AO2 Links to 'movie franchise' with appropriate terminology. 



pop

Sticky Note

AO2 More confident discussion of social media and how prominent it is to both audiences and industry 



pop

Sticky Note

AO2 More sophisticated link to Jenkins to develop and explore points. 







pop

Sticky Note

AO2 More tenuous link here- could have been supported with reference to Bandura



pop

Sticky Note

A02 Convincingly varied discussion of meta applications of product.



pop

Sticky Note

AO2 Gerbner







pop

Sticky Note

AO2 Appropriate but not explored. 



pop

Sticky Note

A02 Makes meaning of links. 



pop

Sticky Note

AO2 Slightly loose conclusion 



pop

Sticky Note

20
AO1 10- Knowledge and understanding is varied and sincere to question. Diverse approaches. 

AO2 10- Inconsistent application but overall good reference to products. 
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SECTION C: VIDEO GAMES


Either,


	 	 How do technological changes influence the video games industry? Explore with 
reference to the two action-led franchise games you have studied.	 [30]


Or, 


		  How important are other media industries to the video games industry? Explore with 
reference to the two action-led franchise games you have studied.	 [30]


END OF PAPER
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3 1


3 2
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Section C: Video Games 
 
Either, 
 


How do technological changes influence the video games industry? Explore with 
reference to the two action-led franchise games you have studied. [30] 


Or, 
 


How important are other media industries to the video games industry? Explore with 
reference to the two action-led franchise games you have studied.  [30] 


 


Band 


AO1 
Demonstrate knowledge 
and understanding of the 
key concepts and critical 


perspectives of media 


AO2 
Apply knowledge and 


understanding of the key concepts 
of media studies to analyse media 


products 


5 


13-15 marks 


• Excellent, detailed and 
accurate knowledge and 
understanding of the 
video game industry  


• Excellent use of 
appropriate subject-
specific terminology 


13-15 marks 


• Excellent application of knowledge 
and understanding of industry to 
analyse the two video games 
studied 


• Excellent application of knowledge 
and understanding of media 
contexts 


• Perceptive and detailed exploration 
of the video games studied 


4 


10-12 marks 


• Good, detailed and 
accurate knowledge and 
understanding of the 
video game industry  


• Good use of appropriate 
subject-specific 
terminology 


10-12 marks 


• Good application of knowledge and 
understanding of industry to 
analyse the two video games 
studied 


• Good application of knowledge and 
understanding of media contexts 


• Detailed exploration of the video 
games studied 


3 


7-9 marks 


• Satisfactory and 
generally accurate 
knowledge and 
understanding of the 
video game industry  


• Satisfactory use of 
appropriate subject-
specific terminology 


7-9 marks 


• Satisfactory application of industry 
of audiences to analyse the two 
video games studied 


• Satisfactory application of 
knowledge and understanding of 
media contexts. 


• Straightforward exploration of the 
video games studied 


2 


4-6 marks 


• Basic knowledge and 
understanding of the 
video game industry  


• Basic use of appropriate 
subject-specific 
terminology 


4-6 marks 


• Basic application of knowledge and 
understanding of industry to 
analyse the two video games 
studied 


• Basic application of knowledge and 
understanding of media contexts 


• Tendency to describe the video 
games studied 


3 1 


3 2 
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1 


1-3 marks 


• Minimal knowledge and 
understanding of the 
video game industry  


• Minimal use of 
appropriate subject-
specific terminology  


1-3 marks 


• Minimal application of knowledge 
and understanding of industry to 
analyse the two video games 
studied 


• Limited, if any, consideration of the 
video games studied 


 


0 marks 


• No response attempted 
or no response worthy of 
credit 


0 marks 


• No response attempted or no 
response worthy of credit 


 
 


Indicative content 
 


AO1 (3.1 and 3.2)  
 


Responses will demonstrate knowledge and understanding of industry contexts such 
as: 


 


• how processes of production, distribution and circulation shape media products  


• the relationship between recent technological change and media production, 
distribution and circulation  


• the impact of digitally convergent media platforms on media production, 
distribution and circulation 


• the significance of patterns of ownership and control, including conglomerate 
ownership, vertical integration and diversification 


• the links and synergies between the video games industry and other media 
industries, including film and online media such as video game websites or social 
media platforms (e.g. Facebook) 


• the significance of economic factors to the video games industry and their 
products  


• how the video games industry maintains, including through marketing, varieties of 
audiences/users nationally and globally 


• how audiences can be reached, both on a national and global scale, through 
different media technologies and platforms  


• the interrelationship between media technologies and patterns of consumption 
and response  


• how users interact with video games and related online media 
 
 


AO2 
 


Responses will apply knowledge and understanding of industry contexts, such as: 
 


Assassin's Creed franchise 


• The website for this product is a point of convergence for fans, who can post high 
scores, successes and even participate in polls which potentially shape the future 
of the franchise.  


• The website allows for audiences to interact with each other and, to a certain 
extent, the institution behind Assassin’s Creed (Ubisoft); whereas the producers 
can profile their audience via the user generated content of the platform.  


• Fan community is maintained via a popular Facebook forum and online 
multiplayer gaming. 
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Grand Theft Auto franchise 


• GTA’s popularity is supported by the spectator sport of play throughs and 
modifications which feature on Twitch and YouTube. 


• Gaming communities are sustained by online multiplayer modes where players 
can work together on missions. This sort of interaction facilitates various 
gameplay possibilities of competition or co-operation. 


• The constant stream of digital updates released has ensured that GTA V is a 
perennial best seller, even seven years after its initial release.  


 
Mass Effect franchise 


• As with most enduring video games, Mass Effect enjoys a lively online 
community who communicate through largely unofficial social media platforms.  


• Gaming communities are sustained by online multiplayer modes where players 
can work together on gaming missions. This sort of interaction facilitates various 
gameplay possibilities of competition or co-operation. 


• Following fan criticism of Mass Effect: Andromeda, Bioware released a series of 
downloadable patches which immediately remedied flaws perceived on release. 


 
Tomb Raider franchise 


• Lara Croft is pop cultural icon who, perhaps more than most video game 
characters, exists beyond her initial medium: fan art appears on tumblr, Pinterest 
et al.   


• The game does have a multiplayer co-op mode, but the dominant mode of play is 
not online. Players work through the singular narrative of the game. 


• Online playthroughs are especially popular for the above reasons.  
 


Wii Sports  


• Marketed as a family experience, Wii Sports is a pick up and play endeavour 
which is usually consumed within domestic contexts.  


• There have been options for online interaction with other players, but these have 
not been as successful as the online profile of other games 


• The niche nature of Wii Sports, and the lack of diversity within its distribution, is 
perhaps a signifier of the console’s diminishing popularity.  


 
Cooking Mama 


• The ludic qualities of this game does not facilitate co-operative playing. 


• The game is only officially available on two platforms: Nintentdo DS and Ios 


• However, the iconography of the game and the simplicity of play has led to 
audiences fashioning unofficial versions of the game which are shared on 
different media platforms 


 
Sims 


• The Sims franchise has been sustained by the regular release of expansion 
packs which allow gamers to situate their sims within different contexts: ‘Discover 
University’, ‘Realm of Magic’ 


• The black Simming community is an active audience attempt to modify the game 
and rectify what is perceived as the game’s white hegemony. These 
modifications are shared on social media platforms.  


• The ‘Sims Online’ website is a platform of convergence, offering tutorials and 
downloadable content. The gameplay is dependent on extraneous media such as 
this.  
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Minecraft 


• The entirely online mode of the game, and the various platforms which Minecraft is 
available to, is so encompassing that there are very detailed official statements 
regarding web safety, evidence of the game’s reliance on interactive digital platforms. 


• Minecraft is a very popular game to watch on platforms such as YouTube: the 
creative aspects of the game give the product infinite applications and a large part of 
the experience is sharing your game with others.  


• The purchase of Minecraft by Microsoft was regarded within the industry as Microsoft 
purchasing a ‘social network’, such is the interactive applications and prominence of 
UGC within the game 


 
 


AO2 (3.2) 
 


Responses will apply knowledge and understanding of industry contexts, such as: 
 


Assassin’s Creed 


• A film was made in 2016, but, unlike the ongoing series of games, a sequel is unlikely 
as the film lost its studio $100 million.  


• However, the game does retain a recognisable brand identity that has been used to 
sell merchandise and exploit a pre-existing affinity with the game.  


• The game has a media presence which relies on different media platforms- YouTube, 
Facebook- to advertise saleable products and mobilise the franchise.  


 
GTA 


• As a countercultural brand, it is possible to buy merchandise based on the 
iconography of GTA, but even this opportunity is limited. 


• The game has no cinematic or televisual adaptation, and infamously sold more 
copies of GTA V in the year of release that the total products sold within any other 
media.  


• GTA is a paradigm shift in the sense that there is limited reliance on other forms of 
media: the interface of fans and audiences and product occurs within game or via 
dedicated social media.  


 
Mass Effect  


• Mass Effect has spawned a uniquely viable industry of literature and comic books 
which is dependent on the main product. There are prestige publications that detail 
the artwork of the games while a series of novels and comic book both explore and 
contribute to the ongoing narrative of the game.  


• There has been ongoing discussion of creating a motion picture based on the 
narrative; this did bear fruit, but within the niche confines of anime.  


• The highly motivated fanbase has given rise to several fan films which have been 
taken seriously within both the community and by the producers of the game, proof of 
Mass Effect’s potential for synergy.  


 
Tomb Raider 


• Lara Croft has become a cultural icon, moving far beyond the specific video game 
culture of her origins. To date, three feature films have been made and released to 
varied success within the mainstream. 


• The evergreen profile of Lara Croft as a media brand has superseded her ability to 
sell video games, which have received diminishing sales since 2015’s Rise of the 
Tomb Raider. It is arguable that the name recognition of Lara Croft, proliferated 
through adjacent media, has sustained interest in the videogame product. 


• Fan culture, which extends far beyond specific gaming culture, has sustained a 
burgeoning merchandise industry.  
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