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Active and passive audiences: In the past, audiences were 
assumed to be passive, with the potential to be negatively 
affected by media products (e.g. if the product contained vio-
lence). More recent theories argue that individuals actively 
choose, engage, respond to and interact with products.  

Audience response and interpretation: how audiences react to me-
dia products, e.g. they might respond in the way the producer in-
tended (e.g. by agreeing with the viewpoints in a product), or ques-
tion/ disagree with the intended meaning.  

Blumler and Katz’s Uses and Gratifications theory: States that audiences 
actively select media products to fulfil particular needs, or pleasures: Infor-
mation: to find out about the world. Entertainment: pleasure of diversion/ 
escapism. Personal identity: they can relate to the characters/ situations/ 
values and beliefs in a product. Social interaction: pleasure of discussing 
products with others.  

Codes and conventions: the elements of media language that usually occur in 
particular forms (e.g. magazines or adverts) or genres (e.g. sitcom). Narrative: 
how stories are structured and communicated. Genre: the type or category of 
product (e.g. crime, sitcom). Intertextuality: where a media product refers to 
another text to communicate meaning to the audience.  

Visual codes: elements that relate to the look of a product, e.g. mise-en-
scène, colour palette, layout and design. Technical codes: e.g. camera shots/ 
angles, editing. Audio codes: e.g. non-diegetic music, effects, dialogue. Lan-
guage codes: written or spoken words.  
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Anchorage – Words used to 

attach meaning to a specific topic 

or thing through matching words 

to images. 

Narrative Development (Classic Narrative Structure) – A storyline 
that is often followed through films and television programmes.  

Enigma - enigma means mystery. A man named Barthes made a theory 
that there are two types of enigma codes that appear in most films: 

 • Action Codes - some sort of action that makes the audience believe 
something is going to happen in the future.  

• Enigma Codes – small clues that make the audience question ‘who did 

Closure (Narrative) – when a storyline 
of a film or television programme 
comes to a satisfactory end  

Propp Stock Characters – a theory made by a man called Propp, he be-
lieved that all characters from a story can be put into 7 types as they are 
all the same in each story.  

 The Villain – The person who opposes or actively blocks the hero’s 
quest  

 The Donor – The person who provides an object with magical 
properties  

 The Helper – The one who helps / aids the hero  

 The Princess and her Father – The one who acts as a reward for 
the hero and the object of the villain’s plan  

 False hero – The person who disrupts the hero’s success by mak-
ing false claims  

 The Dispatcher – The one who helps send the hero on his / her 
quest through a message  

  The Hero or Victim / Seeker Hero – The main character who seeks 
something  
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Technical codes Shot types: CU, MS, WS, ECU, EWS, OTS, 2 shot – the types of shots used when making 
a film or programme  

 Close Up – Frame parts of the body close up  

 • Medium Shot – Framed from the chest to the top of the head  

 • Wide Shot – Framed with the whole body in shot  

 • Extreme Close Up – Frames part of the face extremely close up, i.e an eye  

 Extreme Wide Shot – Distance shot with whole body and background in, people are smaller  

 • Over the Shoulder – Framed over the shoulder from the perspective of someone else looking 
at an object or person  

 • 2 Shot – Framed with two characters within the frame (creates relationships between the 
characters)  

Camera Angles and Movement  

 High angle – actors look small, passive and 
inferior  

 Low angle – actors look powerful, dominant 
and in charge  

 Tilted angle – creates a sense of confusion/
movement 

 Pan – camera is stationary but moves left to 
right 

 Tilt – camera is stationary but moves up to 
down 

 Tracking – camera physically moves forward 


