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Concept
Develop
Plan
Create
Review

Concept
Develop
Plan
Create
Review

Explanation of concept

Year 11

To be able to develop interface, content and user interaction planning for interactive digital media highlighting purpose, elements and design.
To be able to plan interactive digital media using graphic design, conventions and target audience requirements.

To be able to create interactive digital media using tools and techniques of approriate software.

To be able to review the merits, drawbacks and potential improvements of interactive digital media.

Explanation of concept

Year 10

To be able to develop a visual identity for a digital graphic highlighting purpose, elements and design.
To be able to plan digital graphics for products using graphic design and conventions.

To be able to create visual identity and digital graphics using tools and techniques of imaging editing software.
To be able to review the merits, drawbacks and potential improvements of a product.

September 2024 - July 2025

Half term 1

Half term 2

Half term 3

Half term 4

Half term 5

Half term 6

Year 10

R094: Visual identity and digital
graphics - Develop visual identity -
1.1 Purpose, elements and deisgn
of visual identity. Purpose -
recognition/familiarity, establish a
brand, develop abrand loyalty and
visual communication with
audiences/consumers.
Components features - name, logo
and slogan/strapline. Elements -
graphics, typography, colour
palette and layout. Visual identity -
business type, values and

Plan digital graphics for products -
2.1 Graphic design and
conventions. Concepts of graphic
design - application of visual
identity, alignment, typography,
use of colours/systems and use of
white space, Layout conventions
for different graphics products
and purposes - additional
information, haedlines and copy,
image, content, titles and
mastheads. 2.2 Properties of
digital graphics and use of assets.

2.3 Techniques to plan visual
identity and digital graphics. Pre-
production and planning
documentation used to generate
ideas and concepts for visual
idenity and digital graphics -
mood board, mind map, concept
sketch and visualisation diagram.

3.1 Tools and techniques used to
create digital graphics. Software
tools and techniques used to
create digital graphics -
image/canvas size, layout tools,
drawing tools, adjustments to
brightness/contrast and colour,
use of selections, use of layers
and layer styles, retouching,
typography andf filters and
effects. 3.2 Technical skills to
source, create and prepare assets
for use within digital graphics -

R093: Creative iMedia in the
media industry - Topic Area
1: The media industry. 1.1
Media industry sectors and
products. Traditional Vs New
Media. 1.2 Job roles in the
media industry. Jobs in the
industry can be categorised
under sector,
medium/platform,
production phase and skill
type.

R093 Creative iMedia in the media
industry - Topic Area 2: Factors
influencing product design. 2.1 How
style, content and layout are linked to
purpose. There will always be a
purpose to a product and this will
have significant impact on all aspects
of the design. 2.2 Client requirements
and how they are defined.
Understanding client briefs and key
terms such as ethos, genre and
constraints. 2.3 Audience
demographics and segmentation.
Knowing the different categories such
as age, gender etc and how these

Learning positioning. Technical properties of images source/create assets for use in impact design.2.4 Research methods,
and graphics - bitmap and raster digital graphics, modify images sources and types of data.
properties and vector graphic and other assets to ensure Understanding qualitative and
propertes. Licenses and technical compatibility for use quantitative informarion. 2.5 Media
permissionsto use assets sourced within pront graphics. 3.3 codes used to convey meaning, create
from client images, internte, Techniques to save and export impact and/or engage audiences.
logos, photographs and stock visual identity and digital graphics Technical, symbolic and written codes.
library. - save and export.

Develop Plan Plan Create Develop Develop
Concepts

Sticking Points
Common
Misconceptions

Typography is the style of text
used, similar to when we use fonts
previously.

When we use the term graphics it
includes photos, images,
illustrations, shapes and symbols.

Layout conventions are about the
composition of a digital graphic
and the placement of the
different elements .

We can use assets in our work as
long as we log information in an
asset table - licenses and
permissions are needed for any
assets.

Concept sketches may be used to
develop ideas before creating a
final visualisation diagram. These
will have less detail, and be
faster to produce, than the
visualisation diagram itself.

When creating a new document
to meet a client brief, it is
important to set up the size and
resolution at the start. If you
create a document that is the
wrong size it will not fully meet
the client requirements.

That there are 3 stages to
produciton - pre, production
and post. Different jobs
require different skills and
are categorised under the
different phases.

That digital graphics are not
designed by accident - each
graphic has a purpose and target
audiece. The significantly impact
all stages of design and creation.

What is needed to
master the learning

To be be able to produce a
justification showing
comprehensive understanding of
the extent to which the visual
identity is fit for purpose
considering both the client and
target audience/consumer.

To produce a design concept for a
visual identity that is fully suitable
for the client.

To produce detailed planning
documentation for the digital
graphic product identifying the
details of assets to be used
including permissions.

To be able to use technical skills
to create an effective visual
identity/digital graphic with
appropriate properties and file
format. All assets to be used will
be prepared with technical skills.

To explain the term media
and know the difference
between sectors - Taditional
Vs New. To understand the
phases of production and the
rob roles that fall under each.

To understand and explain the
factors influencing product design -|
how style, layout and content are
linked to purpose, client
requirements, audience
demographics and segmentation.

AOs




R097: Interactive digital media -
Topic Area 1: Plan interactive
digital media. 1.1 Types of
interactive digital media, content
and associated hardware.
Identifying format, content, form,
structure and hardware. 1.2
Features and conventions. Use of
layout, house style, colour scheme,
typography and white space. 1.3
Resources required to create.
Choosing hardware and software.

R097: Interactive digital media -
Topic Area 2: Create interactive
digital media. 2.1 Technical skills
to create and/or edit and manage
assets for use within products.
Sourcing/Creating suitable assets.
2.2 Technical skills to create. Use
of product folder management.
2.3 Techniques to save and
export/publish media. Use of
version control and file formats.

R097 Interactive digital media -
Topic Area 3: Review interactive
digital media. 3.1 Techniques to
test/check and review. Methods
of/Elements to test/check. Use of]|
a checklist/success criteria.
Suitability for client and target
audience. 3.2 Improvements and

R093: Creative iMedia in the
media industry - Topic Area 3: Pre
production planning. 3.1 Work
planning. Different phases and
format/components/resources.
3.2 Documents used to support
ideas generation. Use of mind
maps and mood boards. 3.3

further develop its. ssing
constraints, results of testing and
scope of further work.

D used to design and
plan media products. Use of asset
logs, flowcharts and scripts. 3.4
The legal issues that affect media |

R093: Creative iMedia in the
media industry - Topic Area
4: Distribtion considerations.
4.1 Distribtion platforms and
media to reach audiences.
Use of online and physical
platfomrs/media. 4.2
Properties and formats of
media files - image, audio,
moving images and file
compression.

R093 Creative iMedia in the media
industry - Exam

Learnlng 1.4 Pre-production and planning to protect individuals, intellectual

documentation and techniques. property rights, regulation,

Planning all aspects of the product certification and classification and

including screen designs and GUIs. health and safety.

Develop, plan Create Review Develop Develop Develop, plan, create, review
Concepts

Sticking Points
Common
Misconceptions

White space is not the literal
colour white space. It refers to any
empty space of negative space that
exist around all content in a design
layout.

Use of structure and file naming
conventions in folder
management. When creating a
media product these are vital and
for when using version control. It
is very easy to get confused and
disorganised and this will impact
your success in the unit. Be
consistent when saving/naming.

To say your media product could
be improved or further
developed isn't failing or Isoing
you marks! Going through the
process of testing/checking and
suggesting
improvements/developments
will imrpove your mark for this
topic are. Thisis the idea of the
whole unit process - to develop,
plan, create and review.

That different types of media are
protected in differnet ways. If
you wish to use the media you
must seek permission checking
that you can legally use it
depending in which domain -
public, private or education.

That correct file formats must
be used for different types of
media to ensure
compatibility - if a gif is saved
as a static image it will not
animate in the product.

R093 Creative iMedia in the media
industry - Exam

What is needed to
master the learning

To produce an effective
interpretation of the client brief
and explanation of how the
intended product meets the
client brief and why it appeals
to the target audience.

To produces detailed pre-
production and planning
documentation to support the
creation of all elements of the
final product.

To demonstrates a
comprehensive understanding
of how assets will contribute to
the effectiveness of the final
product.

To use technical skills to create a
range of components that fully
support the creation of the final
product and that are fully fit for
purpose.

To use formats to save/export
components that are clearly
appropriate.

To use properties and format(s)
for the final product are that
clearly appropriate.

To complete testing/checking of
technical properties
demonstrating a critical
understanding of the
effectiveness of the final product
for the client and target
audience.

To present recommendations
that demonstrate a
comprehensive understanding of
areas for improvement and
further development.

To understand and explain Pre-
production planning - documents,
legislation, regulation,
certification, classification,

health and safety.

To understand and explain
Distribution considerations -
platforms and media,
properties and file formats -
image, audio and moving files
and file compression.

R093 Creative iMedia in the media
industry - Exam

AOs

AO1 AO2




