Institution

National 

Global

Local

Media ownership 

Production

Distribution

Marketing

Exchange 

Console manufacturers 

Publishers

Manufacturer 

Developer 

Vertical integration

Horizontal integration

Audience

Target audience  

Age

Gender

Psychographics 

Demographics

Socio-economic

Interactivity

Virtual reality

Immersion 

Pros 

Catharsis

Cognitive health

Empathy

Better than TV

Better Mood

Hand and eye co-ordination 

Remedy for intense pain

Distraction from overeating 

Education

Imagination boost

Cons 

Moral Panic 

Fantasy 

Reality 

Addiction

Anti-social 

Sexism

Violence

Desensitise 

Technologies

Hardware

Software

Video Game

Console

Controller

Platform: mainframe, handheld

Input device/interface

MMORPG 

Avatar

Internet 

Social networking 

Mobile 

Applications (apps)

Downloadable Content (DLC)

Genre

Shooter

First person shooter

Third person shooter

Platform

Simulation

Pet simulation

Life simulation

Strategy

Puzzle game

Role-play-game (RPG)

MMORPG

Adventure

Action Adventure

Casual Games

Beat em up

Sandbox

Dance and rhythm

Synergy

Convergence

Media convergence 

Cross media convergence 

Technological convergence 

Proliferation 

Audience Theory

Hypodermic syringe model

Two-Step-Flow

Reception Theory

Uses and Gratifications

the issues raised by media ownership in contemporary media practice; 
 the importance of cross media convergence and synergy in production, distribution and marketing; 
 the technologies that have been introduced in recent years at the levels of production, distribution, marketing and exchange; 
 the significance of proliferation in hardware and content for institutions and audiences; 
 the importance of technological convergence for institutions and audiences; 
 the issues raised in the targeting of national and local audiences (specifically, British) by international or global institutions; 
 the ways in which the candidates’ own experiences of media consumption illustrate wider patterns and trends of audience behaviour. 
