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Term Topic/subject Assessment 
Objective(s) 

Knowledge Skills Literacy, numeracy 
and SMSC 

Final 
Assessment 
Task 

Aut1 OCR iMedia 
introduction 
 
R085 Creating 
a multipage 
website 
 
Research & 
analysis 
activity 
(purpose & 
target 
audience) 
 
Project 1 
Theme – 
GadgetsRUs 
website 
 
 
 
 

Learning 
Objective 1: 
Understand the 
properties and 
features of 
multipage 
websites 

 
Learning 
Objective 2: 
Be able to plan a 
multipage 
website 
 
 
 
 
Learning 
Objective 3: 
Be able to create 
a multipage 
website using 
multimedia 
components. 

 
 
Learning 
Objective 4: 
Be able to review 
a multipage 
website 

 This unit will enable learners to 
understand the basics of 
creating multipage websites. It 
will enable learners to 
demonstrate their creativity by 
combining components to 
create a functional, intuitive and 
aesthetically pleasing website. 

 interpret client requirements for 
a multipage website (e.g. to 
inform, entertain, promote or 
sell products and/or services), 
based on a specific brief (e.g. 
by client discussion, reviewing a 
written brief, or specification) 

 understand target audience 
requirements for a multipage 
website 

 identify the assets needed to 
create a multipage website (e.g. 
backgrounds, banners, buttons, 
shapes,text, fonts) 

 identify the resources needed to 
create and publish a multipage 
website (e.g. internet access, 
web server, domain name, 
computer system and software) 

 On completion of this unit, learners will be able to 
explore and understand the different properties, 
purposes and features of multipage websites, plan 
and create a multipage website and review the 
final website against a specific brief. 

 It will allow them to interpret a client brief and to 
use planning and preparation techniques when 
developing a multipage website. 

 create suitable folder structures to organise and 
save web pages and asset files using appropriate 
namingconventions 

 source and import assets (e.g. graphics, image, 
texture, sound, video, animation, text) 

 create a suitable master page as a template for a 
multipage website 

 use a range of tools and techniques in web 
authoring software to create a multipage website 

 insert assets into web pages to create planned 
layouts (e.g. text, lists, tables, graphics, moving 
images,embedded content) 

 create a navigation system (e.g. using a 
navigation bar, buttons, hyperlinks) 

 save a multipage website in a format appropriate 
to the software being used 

 publish a multipage website to a location 
appropriate to client requirements. 

 how to use version control when creating 
multipage websites. 

 

 Target 
audience and 
purpose 
requirements. 

 Accessibility 
features for 
disabled users. 

 Client brief 
requirements. 

 Master page 
sizing – pixels. 

 Hyperlinks 
(internal and 
external, file 
and email). 

 Navigation 
system. 

 Site/page 
dimensions 

 Image size & 
dimensions 

 Image 
compression 
techniques, file 
sizes, website 
suitability. 

 All R085  
activities are 
assessed 
through 
continual 
assessment, 
based on 
exam board 
assessment 
criteria. 

 In the first 
activity 
students will 
need to 
create a web 
product for a 
specified 
audience and 
purpose.  

 Students will 
be given a 
client brief 
which they 
must use 
when 
creating the 
web product.  

 

Aut2 R092 
Developing 
Digital Games 
 
Fusion Game 
Design engine 
software skills 
development 
 
Learning Log 
development 
Game Design 

Learning 
Objective 1: 
Understand 
game creation 
hardware, 
software & 
peripherals 
 
Learning 
Objective 2: 
Be able to plan 
the creation of a 

 This unit will enable learners to 
understand the capabilities and 
limitations of a range of 
platforms. 

 They will be able to identify core 
features of digital games and 
gain the knowledge to create a 
games design concept proposal 
that can be presented to a client 
for critical review. This unit will 
also enable learners to 
understand the basics of 

 compare the capabilities and limitations of 
platforms for 2D/3D digital games, i.e.: 

 ○ hardware 

 ○ display devices 

 ○ game delivery method 

 ○ networking, storage 

 ○ player interface 

 ○ peripherals. 

 interpret client/focus group requirements for digital 
game concepts (e.g. game genre, intended 
platform, 

 Videos 
available 
showing on 
screen 
demonstrations 
of various skills 
needed for 
fusion software. 

 Pupils to watch 
videos, then 
practice each 
skill. 

 All R092 
activities are 
assessed 
through 
continual 
assessment, 
based on 
exam board 
assessment 
criteria. 
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1 Theme – 
Pong Sports 
 
 
 
 

digital game 
 
Learning 
Objective 3: 
Be able to create 
a digital game 
 
Learning 
Objective 4: 
Be able to review 
the creation of a 
digital game 

planning and designing digital 
games for the creative digital 
media sector. 

 purpose) based on a specific brief (e.g. by client 
discussion, reviewing a written brief or 
specification) 

 understand target audience requirements 

 generate a range of original ideas for a new game 
in line with client requirements, including key 
game play outlines, i.e.: 

 ○ genre 

 ○ concept 

 ○ narrative 

 ○ characters 

 ○ locations. 

 identify software features needed for the creation 
of a game (e.g. use of libraries, drag and drop, 
object 

 properties, event and actions, triggers, collisions) 

 use geometric parameters to manipulate objects 
and environments (e.g. conversion, scale, 
creation, grid 

 settings, spatial relationships) 

 edit properties to set parameters of objects and 
environments (e.g. names, transparency, visibility, 
effects,colour, textures) 

 import assets (e.g. graphics, image, texture, 
sound, video, animation, text) 

 set up interaction (e.g. collision, triggers, 
activating an object, behaviours, pop-up 
messages, shake, fades and sounds) 

 create game-play controls (e.g. mouse/keyboard, 
dialogue activation, start/pause/exit facilities) 

 use algorithms in relevant areas (e.g. scoring 
systems, timing systems, game triggers, speed) 

 save a digital game in a format appropriate to the 
game development software being used 

 export and publish a digital game in a format that 
is playable on a different computer system. 

 how to use version control when creating digital 
games. 

 review a digital game against a specific brief. 

 test a digital game with a client or focus group 

 identify areas for improvement and further 
development of a digital game. 

 
 

 Rotation. 

 Scale. 

 Ratio. 

 Depth. 

 Triggers & 
events. 

 Use of 
exemplars, 
pupils to 
produce 
relevant and 
eye-catching 
research 
presentation. 

 Multimedia 
elements. 

 Export process. 
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Spr1 R085 Creating 
a multipage 
website 
 
Research & 
analysis 
activity 
(purpose & 
target 
audience) 
 
Project 1 
Theme – 
GameXChang
e website 
 
 
 
 
 

Learning 
Objective 1: 
Understand the 
properties and 
features of 
multipage 
websites 

 
Learning 
Objective 2: 
Be able to plan a 
multipage 
website 
 
 
 
 
Learning 
Objective 3: 
Be able to create 
a multipage 
website using 
multimedia 
components. 

 
 
Learning 
Objective 4: 
Be able to review 
a multipage 
website 

 interpret client requirements for 
a multipage website (e.g. to 
inform, entertain, promote or 
sell products and/or services), 
based on a specific brief (e.g. 
by client discussion, reviewing a 
written brief, or specification) 

 understand target audience 
requirements for a multipage 
website 

 identify the assets needed to 
create a multipage website (e.g. 
backgrounds, banners, buttons, 
shapes,text, fonts) 

 identify the resources needed to 
create and publish a multipage 
website (e.g. internet access, 
web server, domain name, 
computer system and software) 

 the purpose and component 
features of multipage websites 
in the public domain 

 the devices used to access web 
pages i.e.: 

 ○ laptops and personal 
computers 

 ○ mobile devices and 
smartphones 

 ○ tablets 

 ○ games consoles 

 ○ digital television 

 the methods of internet 
connection i.e.: 

 ○ wired broadband 

 ○ wi-fi (e.g. private local area 
networks, public hotspots) 

 ○ wireless broadband (e.g. 3G, 
HSDPA, 3GPP, LTE). 

 interpret a client brief and to use planning and 
preparation techniques when developing a 
multipage website. 

 create suitable folder structures to organise and 
save web pages and asset files using appropriate 
namingconventions 

 source and import assets (e.g. graphics, image, 
texture, sound, video, animation, text) 

 create a suitable master page as a template for a 
multipage website 

 use a range of tools and techniques in web 
authoring software to create a multipage website 

 insert assets into web pages to create planned 
layouts (e.g. text, lists, tables, graphics, moving 
images,embedded content) 

 create a navigation system (e.g. using a 
navigation bar, buttons, hyperlinks) 

 save a multipage website in a format appropriate 
to the software being used 

 publish a multipage website to a location 
appropriate to client requirements. 

 how to use version control when creating 
multipage websites. 

 

 Target 
audience and 
purpose 
requirements. 

 Accessibility 
features for 
disabled users. 

 Client brief 
requirements. 

 Master page 
sizing – pixels. 

 Hyperlinks 
(internal and 
external, file 
and email). 

 Navigation 
system. 

 Site/page 
dimensions 

 Image size & 
dimensions 

 Image 
compression 
techniques, file 
sizes, website 
suitability. 

 All R085  
activities are 
assessed 
through 
continual 
assessment, 
based on 
exam board 
assessment 
criteria. 

 In the first 
activity 
students will 
need to 
create a web 
product for a 
specified 
audience and 
purpose.  

 Students will 
be given a 
client brief 
which they 
must use 
when 
creating the 
web product.  

 

Spr2 R092 
Developing 
Digital Games 
 
Fusion Game 
Design engine 
software skills 

Learning 
Objective 1: 
Understand 
game creation 
hardware, 
software & 
peripherals 

 identify core features of digital 
games and gain the knowledge 
to create a games design 
concept proposal that can be 
presented to a client for critical 
review.  

 This unit will also enable 

 the capabilities and limitations of a range of 
software used for 2D and 3D game creation (e.g. 
game engines, game editors, app development, 
software development kits (SDK)) 

 the range of hardware and peripherals required to 
create and test digital games (e.g. computer 
systems, speakers, interface controls, simulator, 

 Rotation. 

 Scale. 

 Ratio. 

 Depth. 

 Triggers & 
events. 

 Use of 

 All R092 
activities are 
assessed 
through 
continual 
assessment, 
based on 
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development 
 
Learning Log 
development 
Game Design 
1 Theme – 
Asteroids 
remake 
 
 
 
 

 
Learning 
Objective 2: 
Be able to plan 
the creation of a 
digital game 
 
Learning 
Objective 3: 
Be able to create 
a digital game 

 
Learning 
Objective 4: 
Be able to review 
the creation of a 
digital game 

learners to understand the 
basics of planning and 
designing digital games for the 
creative digital media sector. 

target platform test bed). 

 interpret client requirements for a digital game 
(e.g. platform, genre, visual style, intended age 
rating) based on a specific brief (e.g. by client 
discussion, reviewing a written brief or 
specification) 

 understand target audience requirements for 
digital games 

• identify key aspects of game creation, i.e.: 

 ○ game objectives 

 ○ original concept and narrative 

 ○ audio and visual style for the genre 

 ○ assets required 

 ○ hardware including peripherals 

 ○ software 

 create and maintain a test plan to debug and test 
a digital game during production 

 plan the structure of a game (e.g. game flow 
diagram, pathways, character creation, game play 
and scoring systems) 

 source and store assets for inclusion in the game 
(e.g. component images, textures, video, sound, 
animation, scripting, sprites). 

exemplars, 
pupils to 
produce 
relevant and 
eye-catching 
research 
presentation. 

 Multimedia 
elements. 

 Export process. 

exam board 
assessment 
criteria. 

 

Sum1 R082 Creating 
Digital 
Graphics 
 
 
 
 

Learning 
Objective 1: 
Understand the 
purpose & 
properties of 
digital graphics 
 
Learning 
Objective 2: 
Be able to plan 
the creation of a 
digital graphic 
 
Learning 
Objective 3: 
Be able to create 
a digital graphic 
 
Learning 
Objective 4: 
Be able to review 
a digital graphic 

 The aim of this unit is for 
learners to understand the 
basics of digital graphics editing 
for the creative and digital 
media sector. They will learn 
where and why digital graphics 
are used and what techniques 
are involved in their creation. 

 This unit will develop learners’ 
understanding of the client brief, 
time frames, deadlines and 
preparation techniques as part 
of the planning and creation 
process. 

 On completion of this unit, 
learners will understand the 
purpose and properties of digital 
graphics, and know where and 
how they are used. They will be 
able to plan the creation of 
digital graphics, create new 
digital graphics using a range of 

 Able to understand why digital graphics are used 
(e.g. to entertain, to inform, to advertise, to 
promote, to educate) 

 how digital graphics are used (e.g. magazine 
covers, CD/DVD covers, adverts, web images and 
graphics, multimedia products, games) 

• types of digital graphics, i.e.: 
• ○ bitmap/raster 

 ○ vector 
• file formats, i.e.: 

 ○ .tiff 

 ○ .jpg 

 ○ .png 

 ○ .bmp 

 ○ .gif 

 ○ .pdf 

 the properties of digital graphics and their 
suitability for use in creating images, i.e.: 

 ○ pixel dimensions 

 ○ dpi resolution 

 ○ quality 

Graphic file types 
Appropriate uses, 
graphics design 
industry applications 
Compression of files 
Legislation & other 
guidelines. 

 All R082 
activities are 
assessed 
through 
continual 
assessment, 
based on 
exam board 
assessment 
criteria. 
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editing techniques and review a 
completed graphic against a 
specific brief. 

 ○ compression settings 

 how different purposes and audiences influence 
the design and layout of digital graphics (e.g. the 
use of colour, composition, white space and 
styles). 

 produce a visualisation diagram for a digital 
graphic 

 identify the assets needed to create a digital 
graphic (e.g. photographs, scanned images, 
library images, graphics, logos) 

 identify the resources needed to create a digital 
graphic (e.g. digital camera, internet, scanner, 
computer system and software). 

 how legislation (e.g. copyright, trademarks, logos, 
intellectual property use, permissions and 
implications of use) applies to images used in 
digital graphics, whether sourced or created. 

 ○ images 

 ○ graphics 

 create assets identified for use in a digital graphic, 
i.e.: 

 ○ images 

 ○ graphics 

 ensure the technical compatibility of assets with 
the final graphic (e.g. pixel dimensions, dpi 
resolution) 

 create a digital graphic using a range of tools and 
techniques within the image editing software 
application (e.g. cropping, rotating, brightness, 
contrast, colour adjustment) 

 save a digital graphic in a format appropriate to 
the software being used 

 export the digital graphic using appropriate 
formats and properties for 

 ○ print use 

 ○ web use 

 ○ multimedia use. 

Sum2 R081 Pre-
Production 
skills 
 
 
 
 

Learning 
Objective 1: 
Understand the 
purpose & 
content of 
preproduction 

 
Learning 

 This unit will enable learners to 
understand pre-production skills 
used in the creative and digital 
media sector.  

 It will develop their 
understanding of the client brief, 
time frames, deadlines and 
preparation techniques that 

 Able to interpret client requirements for pre-
production (e.g. purpose, theme, style, genre, 
content) based on a specific brief (e.g. by client 
discussion, reviewing a written brief, script or 
specification) 

 identify timescales for production based on target 
audience and end user requirements 

 how to conduct and analyse research for a 

 Primary and 
secondary 
research source 

 Timescales & 
workflow 

 File formats for 
still & moving 
images 

 All R081 
activities are 
assessed 
through 
continual 
assessment, 
based on 
exam board 
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Objective 2: 
Be able to plan 
pre-production 

 
Learning 
Objective 3: 
Be able to 
produce 
preproduction 
documents 
 
Learning 
Objective 4: 
Be able to review 
preproduction 
documents 

form part of the planning and 
creation process. 

 Planning is an essential part of 
working in the creative and 
digital media sector. This unit 
will enable learners to acquire 
the underpinning knowledge 
and skills needed to create 
digital media products and gain 
an understanding of their 
application. 

 the properties and limitations of 
file formats for still images 

 the properties and limitations of 
file formats for audio 

 the properties and limitations of 
file formats for moving images, 
i.e.: 

 ○ video 

 ○ animation 

 suitable naming conventions 
(e.g. version control, 
organisational requirements). 

creative digital media product, i.e.: 

 ○ using primary sources 

 ○ using secondary sources 

 produce a work plan and production schedule to 
include: 

 ○ tasks 

 ○ activities 

 ○ work flow 

 ○ timescales 

 ○ resources 

 ○ milestones 

 ○ contingencies. 

 create a: 

 ○ mood board 

 ○ mind map/spider diagram 

 ○ visualisation diagram or sketch 

 ○ storyboard 

 analyse a script (e.g. scenes/locations, 
characters, resources and equipment needed). 

 Learners must be taught how to: 
• identify appropriate file formats needed to 

produce: 

 ○ pre-production documents 

 ○ final products in line with client requirements. 

 Properties & 
limitations of file 
formats used. 

assessment 
criteria. 

 Past exam 
papers used 
for specific 
topic based 
assessment 
questions 
throughout. 

 

 


