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Grade Boundaries  

What is a grade boundary?  
A grade boundary is where we set the level of achievement required to obtain a 
certain grade for the externally assessed unit. We set grade boundaries for each 
grade at pass, merit and distinction.  
 
Setting grade boundaries  
When we set grade boundaries, we look at the performance of every learner who 
took the external assessment. When we can see the full picture of performance, our 
experts are then able to decide where best to place the grade boundaries – this 
means that they decide what the lowest possible mark is for a particular grade.  
 
When our experts set the grade boundaries, they make sure that learners receive 
grades which reflect their ability. Awarding grade boundaries is conducted to ensure 
learners achieve the grade they deserve to achieve, irrespective of variation in the 
external assessment.  
 
Variations in external assessments  
Each external assessment we set asks different questions and may assess different 
parts of the unit content outlined in the specification. It would be unfair to learners if 
we set the same grade boundaries for each assessment, because then it would not 
take accessibility into account.  
 
Grade boundaries for this, and all other papers, are on the website via this link: 
https://qualifications.pearson.com/en/support/support-topics/results-
certification/grade-boundaries.html  
 
Unit 5/6: Digital Production Project 
 

 Level 2 

Grade Unclassified Pass Merit Distinction 

Boundary Mark 0 27 41 56 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://qualifications.pearson.com/en/support/support-topics/results-certification/grade-boundaries.html
https://qualifications.pearson.com/en/support/support-topics/results-certification/grade-boundaries.html
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Introduction 

This was the second series of this specification with a very promising increase in 
candidates entering the exam. The work received for external assessment has been 
generally well organised and learners have been well prepared to undertake the 
assessment activities. 
 
The question paper has followed a similar format to the previous papers and the 
sample assessment materials. The paper was split into four questions. Each 
question required learners to demonstrate knowledge and understanding of a range 
of specification topics and apply this knowledge to the scenario. Each question is 
weighted in accordance to the specification design.  
 
Each of the questions were marked using a ‘levels based’ approach to assessment 
where the overall quality of the response was considered rather than the specific 
points made from the indicative content, although this obviously had a bearing on the 
quality of the response. More detail can be found below in the individual question 
section of the report. 
 
The guidance to centres and learners clearly states the following: 
 
Each learner will need to submit two folders on completion of the supervised 
assessment period. 
 

• A digital folder documenting research and development of ideas. This must 
include up to 20 pages of annotated visual content saved as a PDF. They can 
also include up to 3 minutes of audio and/or 3 minutes of video. 

• A final media product presented in a format appropriate to the sector 
 

This guidance has again not been followed in a large number of cases across the 
submissions, many of which contained large numbers of different folders and sub 
folders with documents of varying lengths and formats.  
 
Centres must note that the purpose of these instructions is to ensure a parity of 
submission across all candidates and ensure there is no unfair advantage offered to 
learners, for example with some learners submitting more evidence than what is 
stated in the guidance. Centres must ensure that outcomes for submission meet the 
requirements of the awarding body. 
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Overall performance of the unit 

This report has been written to help you understand how learners have performed 
overall in the exam. In addition to this, there is a brief analysis of learner responses 
for each question. You will also find examples of learner responses for each 
question. These should help to provide additional guidance. 
 
For Task 1 there has been an increased use of templates despite the guidance 
provided in the previous LE reports. It is important for this task that learners work 
independently and produce work under their own volition, showing their processes 
and the collation of their research. Whilst it is understood that centres want to assist 
learners as much as possible, this is still an external assessment and all work 
produced should be the learners’ own. In future series the use of templates, 
especially those with a high level of tutor generated prompts, will not be accepted for 
this task. Centres should also be aware that these could impact on learner 
attainment if it is perceived that these prompts and templates had provided the 
learner with an unfair advantage.  
 
In Task 2 the use of templates or proformas had the opposite effect on learner 
attainment. Where learners were provided with good quality templates containing the 
correct characteristics of a proposal, they were able to attain the higher grades. It is 
important that learners practice completing proposals as part of the teaching and 
learning for this unit and that a structured approach is taken to producing these in 
line with the requirements of the specifications. Whilst learners need not be provided 
with a template as such, they should have a clear understanding of the main 
headings they should be using within their proposals. Centres should note that only a 
proposal is required from the learners, there is no need for them to produce a 
treatment. 
 
Task 3 requires learners to evidence their planning and there is an expectation that 
certain forms and conventions are followed within each medium. It is important that 
learners are able to evidence their planning and pre-production processes. If there 
are actors speaking within an audio product then they should be working from a 
script - a digital game would have evidence of platform and character design as well 
as working on gathering and manipulating assets. When planning a digital publishing 
product, mood boards, thumbnails, draft designs and layouts would be expected. 
Learners should be following industry standards and practices in their pre-production 
activities and paperwork. 
 
For Task 4 there were some encouragingly creative approaches taken by many 
learners with a large number of outcomes that would clearly engage the target 
audience. It is important that learners remain mindful of the client and the 
requirements of the brief at all times, who will be consuming the produce and what 
does the client intend the audience to do/feel as a result of engaging with the 
product. Learners who clearly focussed on these aspects were more likely to gain 
the higher grades overall. 
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Individual questions 

The following section considers each question on the paper, providing examples of 
popular learner responses and a brief commentary of why the responses gained the 
marks they did. This section should be used in conjunction with the live external 
assessment and corresponding mark scheme.  
 
Task 1 
 
For this task learners carried out research in at least one form, although the majority 
of learners conducted both primary and secondary research. Learners recorded their 
findings in a range of different formats such as annotated images and internet print 
outs and screen shots and copies of questionnaires. Those learners that did 
undertake primary research used tally charts and pie charts to record their findings 
which provided a sound representation of their target audience. Learners that were 
awarded in the top mark band also summarised their findings and referenced how it 
would prove useful to them in the planning and creation of their product.  
 
The learner below has decided to produce an audio-visual product. The learner has 
conducted extensive research into their target audience and the most suitable game 
platforms to use. They have conducted both primary and secondary research and 
collated and summarised their findings. 
 
12 marks were awarded for this response. 
 
 
Research 
 
The Client Brief Breakdown 
 
Target Audience Research - Primary Research 
Target Audience: Businesses. Younger people are more Media savvy, generally speaking. So, companies that have Work 
Experience will be more successful like. The Rose Theatre, Kingston, which asks for volunteer Ushers where they can up to six 
months. Applicants have to be 18 and upwards. Monreal London (a fashion company who design and make women’s 
sportswear) is offering an internship, called a Content and Social Media Student Work Placement Internship. GLOW, a safety 
wear company is offering Content and Social Media Student Work Placement Internship for its London team. The BBC, across 
all their sites (London, Manchester, Glasgow, etc) one of the county’s largest and most successful Media organisations, also 
offers work experience. Facebook offers it, as does Google. Even companies that don’t seem like they need younger people, 
like banks, car dealers or florists, need their expertise on all thing’s social media. Generally, younger people use social media a 
lot more than older people, who typically own businesses. Social media is great way to get attention and shore up interest in 
your company. If companies offered more work programmes they would attract more talent. Locally, there is the media 
company called Mediavision, specialising in digital marketing. They are hugely successful, in fact winning and being nominated 
for awards around digital media. However, I believe they could attract more talent through work experience. So, my target 
audience are media companies that don’t currently offer work experience. This shall be advantageous as I am a media student 
and know other media students. The companies were. A Café, a film equipment hires company and a music video production 
company were the ones that emailed back. 
 
Bibliography- https://www.mediavisioninteractive.com/ 
https://www.rosetheatrekingston.org/about-us/careers 
https://www.bbc.co.uk/careers/work-experience 
https://www.jobijoba.co.uk/detail/92/6facd3f69dc62fd420db9d93f0931a5a9f1c7142?utm_campaign=google_jobs_apply&utm_s 
ource=google_jobs_apply&utm_medium=organic 
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Research into The Benefits for Employers. 
Work experience benefits for employers - Secondary Research 
https://recruiter.e4s.co.uk/2016/08/30/work-experience-young-people/ 
Having a carefully thought-out work experience programme where young people can work on real projects is immensely 
beneficially. Here’s why: 
Students need guidance, work experience gives them a mentor. Improves employees’ supervisory skills. A great way to keep 
employees engaged. Opportunities to improve leadership qualities. Benefits future employees. You are under no legal 
obligations to pay for work experience. However, certain niceties, like paying for travel will attract future candidates. If you have 
a competent, quality work experience programme it will attract plenty of young people to your company Recruiters and 
applicants will start giving glowing endorsements, which will gain the attention of further applicants. Young people can bring a 
new viewpoint to the companies practices and targets. They are also dynamic and full of energy, not so worn out, yet. 
Companies that work with young people no longer have to guess what they want, they’re already accustomed to a younger 
target audience. They can contribute a unique viewpoint. Employers need young people who have innate social media and 
social media savviness that is instrumental to the future of the company. As recruitment strategy’s go, offering work experience 
is an excellent way of showing that companies want young people. It offers an opportunity to guide the work and team ethic and 
bestow wisdom upon a new generation. Many U.K companies are experiencing a worker shortage so it is a priority for 
companies to draw in young people. It also expands and promotes the general view of the company, improving your profile 
amongst young people. Work experience makes future recruitment easy as it improves the capability of the employees before 
they enter the world of work. Also, educating a young person in the ins and out of your industry gives them an incentive to 
remain in that industry, as they are already familiar with it. Why try something new when you can enter industry you already feel 
you know and could do well in? 
 
Further Research: 
https://www.nibusinessinfo.co.uk/content/benefits-work-experience 
With young people a company can gain insight into how young people adapt themselves to work and you can model your 
training around it. 
https://www.gov.uk/government/publications/employers-could-you-offer-work-experience/work-experience-employer-guide 
You can organise work experience placements through job centres, by becoming a permanent member. This way young 
people, in the local area of the Job Centre, know they have your business as an option and they know you have a vested 
interest in them. 
https://www.goconstruct.org/inspire/information-for-employers/work-experience-information-for-employers/ 
It makes hiring easier as you can keep track of the capable volunteers and hire them later on as competent employees. 
The experience of working with novice volunteers, increases the management and supervisory skills of your permanent staff, 
however, if your volunteers are younger than 16, although not required, you could carry out a Disclosure and Barring service 
check, depending on the supervision arrangements. 
https://www.haywardmiller.co.uk/hints-tips/benefits-work-experience/ 
A sense of community and familiarity can be extremely beneficial to local businesses, as young people recognise their 
companies in close proximity care about them. It gives companies a human face. 
Who is the client? Connekt 
What is the company aim? Encourage companies to take on students on work placements within their own companies. 
What is the purpose of the Project? They are trying to tell businesses the advantages of work experience. Saying, young 
people offer a range of benefits based on their ability/upbringing. 
Who is their target audience? Business leaders and owners, who are interested or are unaware of the advantages of work 
experience. Video outline I need to make a promotional video which demonstrates what students can bring to the world of work. 
The video can only between two or three minutes long. Once finished the video has to be imported in 
an .mp4 format. What I know and don’t know I have primitively researched the advantages of work experience so I already 
have the information in hand. I am already in a course with young people so I have access to them as actors and inspiration 
on this topic. I have limited filming time, so the video cannot be compilated, intensive or vulnerable to 
uncontrollable production delays, like bad weather. I can’t do anything expensive or long distance. I 
don’t know what kind of companies I will be showing the Promo to, where they are based, they have to 
national as Connekt is a UK company. I don’t know what to consider a fun or informative Promo for 
Work Experience. 

 
https://www.asdan.org.uk/blog/2017/11/13/how-employers-can-benefit-from-offering-work-placements 

My Analysis 
To ensure you maximise the understanding between employer and volunteer, explain what the company is trying 
to do, give yourselves a massage, a mission statement even, something young people can relate to. 
Before you begin even planning a placement, ask yourselves what interests the learner? Match the placement as 
best you can to them, to guarantee their interest. Remember, work experience isn’t just an opportunity for a 
volunteer to advertise themselves to you, you also have to advertise yourselves to them. 
If the volunteer does something positive, reward them, tell them it’s what they want to see so they know what to 
do. This way they feel their time at the business was positive and they received good feedback. 
Work experience is essentially for a plethora of reasons, not just for young people, but for businesses, the 
community and education. Consider the following, everyone, ideally, needs a job. Not everyone can get a job, 
either for personnel or medical reasons. Young people want jobs but, typically, have no idea where to start. 
Some have ideas or have identified businesses they are interested in but don’t know here to go from there. They 
can’t apply for jobs when they at school, they’re either too young and under-qualified or it would distract from 
their studies. However, work experience is perfect opportunity to try out working life, to see if it can fit. This is 
where business start to benefit. 
Firstly, a volunteer is just like an employee but one you are not obligated to pay but to instead only look after and 
keep safe, so much less expensive to maintain than the average employee. Also, they can help out smaller 
tasks, allowing you to focus on bigger tasks, helping your productivity. Of course, while they’re there you should 
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tell the volunteer what kind of behaviour, work and ethics you should expect from an employee within your 
company and your industry. 
Second, if the volunteer is a young person they are most likely going to be energetic, enthusiastic and bursting 
with new ideas and perspectives. Companies need originality if they are to compete against their rivals, dominate 
markets and generally increase their incomes. Furthermore, young people are aware of modern patterns and 
trends in social media and more teenage-centric industry like fashion. 
Third, if you can make an invigorating work experience programme you will attract the youngest talent from both 
local schools and other educational institutions. This way you increase your understanding of how employment 
skills are taught in school and how education influences the way future employees work. To ensure that students 
have a good quality of education that benefits the company you can tell schools what skills your looking for 
specifically. Also, you can tell schools you are looking for a particular type of volunteer, so schools can tell a 
certain sect of students that a company is interested in them, which will be a great morale boost in regards to 
their employment prospects. 
Lastly, the most important point from all of my research, is this: employees recruited through work experience 
performed more effectively and required less training. This happens because the volunteers are already versed 
in the inner workings of the company and standard procedure. This way, they need less oversight and nudges in 
the right direction. In conclusion, work experience is a way for companies to pick of talent before their 
competitors can, produce quality employees without the hassle of much training and allow for a beneficial 
relationship between schools and companies that give the employees of tomorrow a chance to figure out what 
they want to do. Because if they find an industry their good in, why find another? 
 
 
Sources 
https://www.asdan.org.uk/blog/2017/11/13/how-employers-can-benefit-from-offering-work-placements 
https://www.haywardmiller.co.uk/hints-tips/benefits-work-experience/ 
https://www.goconstruct.org/inspire/information-for-employers/work-experience-information-for-employers/ 
https://www.gov.uk/government/publications/employers-could-you-offer-work-experience/work-experience-employer-guide 
https://www.nibusinessinfo.co.uk/content/benefits-work-experience 
https://recruiter.e4s.co.uk/2016/08/30/work-experience-young-people/ 
https://hr.dept.shef.ac.uk/guidance/Students.pdf 
https://www.peoplemanagement.co.uk/voices/comment/every-business-should-offer-work-experience 
https://ukces.blog.gov.uk/2012/08/20/what-can-young-people-bring-to-your-business/ 
https://dera.ioe.ac.uk/13758/1/why-businesses-should-recruit-young-people.pdf 
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Task 2 
 
There were a range of different formats used for the proposals this series, some 
centres provided templates and some learners made their own, overall these were 
more successfully attempted this series, with one of the main defining factors being 
the level of detailed provided by the learner. The most successful learners were 
consistently meeting the requirements of the task such as outlining their ideas, 
conveying the content and style of their proposed idea, technical aspects of the 
proposal and ability to engage the intended audience, whilst meeting the client’s 
requirements, and therefore they were able to attain marks across all traits. 
 
10 marks were awarded for this response. 
 

 

 

 

FULL PROPOSAL 
Student name:  
Promo title: Starting a Work Experience programme. 
Product outline: We start with shots of a Work Experience coordinator’s office or a 
mock office if we can’ film in it. Like the Main office at ******** college. A Business 
owner comes over and visits them. The coordinator answers the question “What is 
Work Experience?” They then briefly explain what it is and saying it’s very good. The 
business owner doesn’t agree. We then cut to a business owner saying why they 
don’t have work experience is because of “insurance” In the middle of the video the 
coordinator explains that insurance is nothing to worry about. We then cut to a group 
of young people who have done work experience. We then see them working in their 
preferred jobs, but in black and white as its hypothetical world. One works in a 
converted LRC. Another in one of the fashion classrooms. The last one works in the 
editing studio. We are shown examples of what advantages the students bring to the 
work place, like their social media savviness, they energy and they desire to work 
hard and bring new ideas. In the penultimate scene we are reunited with the 
business owner who understands why Work Experience is important. The video 
ends with the Connekt logo and links to relevant Connekt social media accounts. My 
video can be no longer than three minutes and no shorter than two minutes. The 
video must be saved in an mp.4 format. I also have to make a logo for the company 
which I have done. 
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Task 3 
 
Where learners successfully provide suitable planning and pre-production 
documentation, there was every opportunity to achieve marks across the higher 
mark bands, especially if centres are providing appropriate pre-production 
documentation for learners to complete. For example, for moving image production, 
a script, storyboard, location recce and health and safely documents would be a 
minimum requirement; call sheets, talent release forms, production plans and 
schedules would also be suitable evidence.  
 
The learner below has planned the development of their game and showed the 
sourcing of their assets and how they have been stored for use within the game. 
There is also a storyboard, games level and construction planning and evaluation.  
 
23 marks were awarded for this response. 
 
 
 

 
 
 
 



 

20                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 

 

 
 
 
 



 

21                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 

 
 
 
 



 

22                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 

 
 



 

23                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 

 
 

 
 



 

24                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 

 
 
 
 
 
 
 



 

25                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 

 
 

 
 
 



 

26                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 
 



 

27                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 

 
 
 



 

28                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

 
 
 
 
 
 
 



 

29                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  



 

30                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

The learner provided multiple call sheets, a list of crew and actors, an equipment list 
and shooting schedules which could not be included due to it containing learner and 
tutor names and the names of the centre. 
 
 
 
Task 4 
 
This is a production-based outcome that focusses on technical and creative 
competence. As learners were marked on a number of traits in this task, they could 
potentially perform well in either the technical or creative outcomes and gain a 
reasonably high grade. A well answered response would include a balance of both 
technical and creative competences being shown within the final product. 
 
Due to safeguarding, it is not possible to provide examples of learner work in which 
learners’ faces or voices are clearly identifiable, therefore the learner work cannot be 
provided for viewing, however, this learners’ video was well shot, engaging to the 
target audience and showed their ability to use a range of shots types and editing 
techniques, they were awarded 21 marks for their response. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

31                

 

 
L2 Lead Examiner Report 1906 Digital Production Project  

Summary 

Based on their performance on this paper, learners should:  
 

• Undertake both primary and secondary research as required by the 
specification and task 

• Use appropriate technical language throughout their responses 

• Use appropriate conventions when producing proposals 

• Use the number of marks available per task to guide them as to how much 
time and consideration should be given to the task  

• Make appropriate use of pre-production and planning paperwork in line with 
the convention of the medium in which they are working 

• Balance technical and creative skills in the production of final products 

• All work for tasks 1-3 should be submitted in one single 20-page pdf 
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