
​Year​ ​Topic(s)​ ​Why this? Why now?​

​Year 10​
​Creative​
​I-Media​

​TERM 1.1 – R093: Creative Media in the​
​Industry​

​TERM 1.2 – R093: Pre-Production​
​Planning and Media Codes​

​TERM 2.1 – R093: Pre-Production​
​Planning and Legal Issues that Affect​
​Media​

​WHY THIS -​

​In this unit the students will learn about the media industry,​
​digital media products, how they are planned, and the media​
​codes which are used to convey meaning, create impact and​
​engage audiences. Topics include:​

​●​ ​The media industry​
​●​ ​Factors influencing product design​
​●​ ​Pre-production planning​
​●​ ​Distribution considerations​

​WHY NOW -​

​This unit allows students to gain underpinning knowledge and​
​understanding relevant to the qualification and sector, draw on​
​and strengthen this learning with students applying their​
​learning in a practical, skills-based way. Completing this unit​
​will provide you with the basic skills for R094.​

​WHY THIS –​

​This unit builds on students’ prior knowledge of legal and​
​copyright issues in Year 7, alongside graphical planning in​
​Year 9, and introduces them to more insights into planning​
​using industry examples. Students will learn about work plans,​
​camera movements, mood boards and other design elements.​

​WHY NOW –​

​Having explored various aspects of the media industry,​
​students should now consider how planning provides them​
​with the tools to approach media projects, especially in​
​preparation for R094.​

​WHY THIS –​

​Students also develop skills in pre-production planning to​
​equip students with effective project management skills for​
​organisation of media products and awareness of legal​
​responsibilities in recording assets.​

​WHY NOW –​

​Having explored various aspects of the media industry,​
​students should now consider how legal issues should be​
​considered. This includes understanding how to use asset​
​tables in preparation for R094.​

​WHY THIS –​



​TERM 2.2 – R093: Distribution​
​Considerations​

​TERM 3.1 – R094: Visual Identity​

​TERM 3.2 – R094: Visual Identity​
​Controlled Assessment​

​Students will analyse and distinguish between the technical​
​specifications and best-use cases for image and audio files in​
​media production. Understanding and differentiating between​
​properties and formats of various media files ensures optimal​
​choice for specific projects.​

​WHY NOW –​

​Demonstrating an understanding of various distributed​
​platforms and how they influence the reach and engagement​
​with target audiences is essential in understanding client​
​requirements. This will prepare students for their controlled​
​assessment on visual identity as they can make informed​
​judgements about suitability of media products.​

​WHY THIS –​

​This unit deepens student’s understanding of the visual​
​aspects that define and represent brands, organisations, or​
​individuals. Visual identity is a powerful communication tool,​
​encompassing logos, colour schemes, typography, and other​
​design elements that convey a distinct message.​

​WHY NOW –​

​Having explored various aspects of media production,​
​understanding visual identity enhances student skill set. This​
​unit empowers students to harness the visual language to​
​effectively communicate messages and establish a cohesive​
​and memorable identity.​

​WHY THIS –​

​Creating a graphic product based on a client brief mimics a​
​professional scenario, enabling students to apply their​
​knowledge in response to specific client needs. The controlled​
​assessment changes them to think critically, make design​
​decisions, and demonstrate their proficiency in using digital​
​graphic software, all of which are essential skills in the​
​creative and media industry.​

​WHY NOW –​

​Having acquired a foundational understanding of visual​
​identity and graphic design elements, they are now ready to​
​put their skills into practice in a controlled and purposeful​
​setting. The assessment aims to not only evaluate their​
​proficiency with digital graphics, but also prepares them for​
​future creative endeavours requiring a response to a client​
​brief.​

​Year​ ​Topic(s)​ ​Why this? Why now?​

​Year 11​
​Creative​
​I-Media​

​1.1 - R096 Animation with Audio​

​1.2 - R096 Animation with Audio​
​Controlled Assessment​

​2.1 - R097 Interactive Digital Media​

​WHY THIS –​

​Students will begin by understanding various animation styles​
​such as traditional, rotoscoping and Claymation, with the aim​
​to provide an opportunity to enhance technical skills in​
​animation. The unit also includes an introduction into how​
​sound are used to enhance storytelling.​

​WHY NOW -​

​This unit allows students to elevate their skills by combining​
​visual and auditory elements to create engaging and​
​sophisticated animations. By exploring sound with Audacity,​
​students can make connections to diegetic and non-diegetic​
​sounds to craft immersive narratives.​

​WHY THIS –​

​This unit enables students to apply their acquired knowledge​
​and skills in a practical, controlled setting. This assessment​
​provides a structured opportunity for students to showcase​
​their proficiency in creating animations with synchronised​
​audio, integrating concepts such as animation styles and​
​sound principles.​

​WHY NOW -​

​This controlled assessment unit allows students to​
​demonstrate their cumulative knowledge and skills, putting​
​theory into practice. It serves as a culmination of their learning​
​journey, providing a platform to showcase their creative and​
​technical abilities in a comprehensive animated project.​

​WHY THIS –​

​This unit is crucial in equipping students with the skills needed​
​to thrive in an increasingly interactive and user-centric digital​
​landscape. Applying user-centred design principles ensures​
​that students prioritise the end-user’s experience and needs in​
​their interactive media projects.​

​WHY NOW –​

​Identifying a distinguishing between various types and formats​
​of interactive media ensures that students make optimal​
​choices tailored to a specific client brief, fostering adaptability​
​and versatility in their skill set. This will be essential when​
​completing their controlled assessment in interactive digital​
​media.​



​2.2 - R097 Advanced Interactive​
​Digital Media​

​R097 Interactive Digital Media​
​Controlled Assessment​

​3.1 - R093 Revision​

​WHY THIS –​

​This unit provides students with a hands-on understanding of​
​the entire digital media creation process. Pre-production​
​documentation for interface, content, and user interaction​
​planning ensures that students approach their projects with a​
​clear and strategic vision.​

​WHY NOW –​

​Students continue to develop their skills to produce interactive​
​digital media projects. This unit aims to deepen an​
​understanding of the creative process using a website builder​
​but also gain the practical skills necessary for effective and​
​efficient digital media production.​

​WHY THIS –​

​The assessment unit allows students to showcase their​
​proficiency in pre-production documentation, asset creation​
​and editing, and the use of software for interactive media​
​creation.​

​WHY NOW –​

​This practical application not only reinforces their​
​understanding of the subject matter but also prepares them for​
​potential future roles in digital media production, user​
​experience design, or related fields.​

​WHY THIS –​

​This unit serves as a comprehensive review, consolidating​
​knowledge of key concepts in the media industry. This unit​
​allows students to revisit and reinforce their understanding of​
​essential topics such as the media industry and its various job​
​roles, distribution platforms, pre-production documents, and​
​legal issues.​

​WHY NOW -​

​Effective revision is essential for reinforcing learning,​
​identifying gaps in understanding, and preparing students for​
​the R093 exam. This review unit ensures that students enter​
​their exams with a refreshed and solid grasp of the​
​foundational principles in creative media.​


