CMN 1160 – Module 1
Introduction 
January 11th-18th 

1.3 
What is media?
· Media are extensions of some physical, social, psychological or intellectual function of humans 
· Marshall McLuhan’s contribution to the study of media is seen as a major intellectual breakthrough that extends far beyond what one generally considers to be media 
· Media is a host of ever changing, ever developing interfaces, impacting the world around us 

1.4 
What does media do?
· Uses and Gratifications research model strives to circumscribe the plethora needs satisfied by the media
· There is a school dedicated to entirely the study of why people use media 
· Media fulfills one of the three following main roles: inform, educate or entertain people 

1.5 
Media Taxonomy 
· Broadcast Media: radio, television, recorded music and film all have in common the electronic way through which they transmit their information 
· Print Media: books, newspapers, magazines, flyers which all use a physical support on which to distribute their content 
· Outdoor Media: billboards. Also known as “Out of Home” advertising, is also visible in sports stadiums, commercial buildings, bus shelters, public transportation vehicles and buildings 
· Digital Ecosystem: anything associated with the internet and mobile communication 

1.6
Media Effects
· The relative role that media plays as it is one of the many contributing factors that impacts our behaviour 
· Priming: media messages may help us to recall old ideas, knowledge or experience. Ex. Memories of a trip to Paris might remind a person to put cheese on the grocery list 
· Agenda-Setting/Gatekeeping: refers the the fact that the media controls the information we get and therefore, what we think about. Editors have a lot of power because they are ultimately the ones who are deciding what we get to think about 
· Framing/Spinning: particular treat or spin applied to a message which can often end up shaping our own opinions of the news and who the good guy is in any situation
· While agenda-setting is choosing which stories to tell, framing is how to tell them
· Cultivation: after a lot of hours on the TV, people start to blur the lines from the real world and the TV.
Ex. Design advertisements and campaigns are meant to change our attitudes. 
Factors that increase the likelihood of success: likeability, credibility or attractiveness of the source, the arguments used and the people who seem to agree with them
· Media also plays a role in helping people to adopt a new idea or message

1.7
Media as Industries
· For many, media is a propaganda machine whose main function is to indoctrinate the masses into submission while cultivating a consumerist behaviour for the financial benefit of national and international corporations 
· For others, media is a window of the world, a functional way to bring people informational, educational and entertainment content which contributes to making them more informed and critical citizens for determent of a more democratic society 
· They all function as businesses – they employ workers, produce things, generate revenues 
· All aim at getting bigger, better and more profitable quarter after quarter 


1.8 
Media as a Field of Studies 
· Students can choose to work in a communications firm, as media or public relation officers, communication plan designers, information officers or journalists 
· The second option is lean towards research and be analysts in a field like broadcasting and cinematographic policy 
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