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Internal Assessment Resource

Media Studies Level 3

	This resource supports assessment against:

Achievement Standard 91496

Demonstrate understanding of a significant development in the media

	Resource title: Game On

3 credits



	This resource:

· Clarifies the requirements of the standard

· Supports good assessment practice

· Should be subjected to the school’s usual assessment quality assurance process

· Should be modified to make the context relevant to students in their school environment and ensure that submitted evidence is authentic


	Date version published by Ministry of Education
	December 2012 

To support internal assessment from 2013

	Quality assurance status
	These materials have been quality assured by NZQA.

NZQA Approved number A-A-12-2012-91496-01-6213

	Authenticity of evidence
	Teachers must manage authenticity for any assessment from a public source, because students may have access to the assessment schedule or student exemplar material.

Using this assessment resource without modification may mean that students’ work is not authentic. The teacher may need to change figures, measurements or data sources or set a different context or topic to be investigated or a different text to read or perform.


Internal Assessment Resource
Achievement Standard Media Studies 91496: Demonstrate understanding of a significant development in the media

Resource reference: Media Studies 3.7A 
Resource title: Game On
Credits: 3
Teacher guidelines

The following guidelines are supplied to enable teachers to carry out valid and consistent assessment using this internal assessment resource.

Teachers need to be very familiar with the outcome being assessed by Achievement Standard Media Studies 91496. The achievement criteria and the explanatory notes contain information, definitions, and requirements that are crucial when interpreting the standard and assessing students against it. 

Context/setting 

This activity requires students to demonstrate their understanding of a development in gaming in a feature article for publication in a student magazine. This assessment could be combined with assessment of Media Studies 3.8 Write a media text to meet the requirements of a brief, and/or with Media Studies 3.5 and 3.6 for production of a print publication. 

Alternatively, students could present their findings in an essay, report or research paper.

You can adapt the activity to focus on a development in any media or genre. At the time of writing, for example, Augmented Reality Apps and kinetic gaming were new developments. However, students may respond about any significant development in the media: the development does not have to be current but does need to be significant and not a minor change.

If you negotiate with your students to change the focus of the activity, you will need to work out exactly how to apply the assessment to this focus and adapt the student instructions and assessment schedule, as appropriate.

Conditions 

This assessment task will take place over 3 weeks of in-class and out-of-class time.

Resource requirements 
Students will need access to computers and the Internet to complete their research.

Additional information 

None.
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Credits: 3
	Achievement
	Achievement with Merit
	Achievement with Excellence

	Demonstrate understanding of a significant development in the media.
	Demonstrate in-depth understanding of a significant development in the media.
	Demonstrate perceptive understanding of a significant development in the media.


Student instructions 
Introduction 
This assessment activity requires you to examine a development in computer gaming and demonstrate your understanding by presenting your findings in an article to go in a student magazine. The development may be current or have occurred in the past.
Teacher note: You could adapt this resource to suit a development in another area of media such as television, film, print publication or social media. 

You have 3 weeks of in-class and out-of-class time to investigate and produce an article on a development in computer gaming. 

You will be assessed on the depth of your analysis into the likely consequences of the development in gaming for the media and/or society and the level to which you support your arguments with evidence.

Task 
Choose a development

Choose a development in computer gaming that interests you and is significant in that it has a major impact on computer gaming, the media, and/or wider society. Examples of developments include:

· change(s) in ownership of a gaming or game platform company 

· new or revised technology used to create or play games

· a form of gaming

· a challenging or controversial development in the content of a game(s)

· a means of delivering gaming or a game

· the reception of a game or gaming in the media and/or a particular country or society 

· a change in, or new legislation that affects gaming

· a change in the audience of a game or gaming.

Research the development, including its effects

Use the Internet and other sources to research a range of media texts that provide information that you can refer to in your article to support your examination of the chosen development in gaming.
Gather information about:

· what the development was
· when and how it occurred

· why it occurred

· the effect it has/had on computer gaming and/or the media, and reasons for this
· the wider significance of the development for the media and/or society.

Write your article

Write an article that analyses the development, including its wider significance for the media and/or New Zealand society, and is suitable for publication in a student magazine.

Plan your article to follow these conventions:

· describe the development 

· explain how and/or why the development occurred 

· explain the impact of the development on computer gaming, the media or wider society

· draw conclusions about the wider significance of the development for the media and/or society.

You could support your examination with graphics or other images.

Compile a bibliography of sources and include it in your article.
Assessment schedule: Media Studies 91496 Game On

	Evidence/Judgements for Achievement 
	Evidence/Judgements for Achievement with Merit
	Evidence/Judgements for Achievement with Excellence

	The student produces an article for a student magazine that demonstrates understanding of a significant development in computer gaming, with reference to media texts and/or other sources.

The student identifies a significant development in the media and explains how and/or why the development has occurred.
The student presents reasoned explanations and provides accurate and relevant evidence. 
For example:
Media consumers typically expect to consume a narrative in a number of forms – the film of the game Halo and the game of the film Harry Potter for example. This means that an entertainment company has to think about a wider range of marketing for different audiences, as a gamer does not necessarily want to access a story through the film, because a film is a more passive experience.
The examples above relate to only part of what is required, and are just indicative.

	The student produces an article for a student magazine that demonstrates in-depth understanding of a significant development in computer gaming, with reference to media texts and/or other sources.

The student identifies a significant development in the media and explains how and/or why the development has occurred. 
The student analyses the significant development by explaining its impact, for example, on computer gaming, audiences, or the media. The impact may be social, cultural, political, historical, economic, technological, or ideological. 

Accurate and relevant evidence is provided.
For example:
Transmedia expectations from game consumers means that game developers are now having to consider how they can feed off existing media products. 

Blockbuster films such as Spiderman lend themselves to new incarnations as games. However, this can be a two-way process as games also provide the basis for films. This means that entertainment companies can now make more money off one narrative idea. Less money is needed to develop ideas, leaving more to go into expanding one idea across a number of platforms.
The examples above relate to only part of what is required, and are just indicative.

	The student produces an article for a student magazine that demonstrates perceptive understanding of a significant development in computer gaming, with reference to media texts and/or other sources.

The student identifies a significant development in the media and explains how and/or why the development has occurred. 
The student analyses and evaluates the significant development  on the media and/or society. For example, by explaining its impact, on computer gaming, audiences, or the media. The impact may be social, cultural, political, historical, economic, technological, or ideological.
Accurate and relevant evidence is provided.
For example:
With the increase in accessibility, versatility, and power of popular technologies such as phones and television, entertainment companies are acknowledging the importance of the transmedia presence for their products. Blockbuster films such as Star Wars or Spiderman are being created in conjunction with games, since consumers increasingly expect to experience their media texts across a number of platforms. This, in turn, requires media producers to consider each media product as part of a “suite” of products rather than a stand-alone form. 

In future, games will require more complex narrative structures to allow consumers to experience the story in other forms.
The examples above relate to only part of what is required, and are just indicative.


Final grades will be decided using professional judgement based on a holistic examination of the evidence provided against the criteria in the Achievement Standard.
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