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Welcome to your BTEC First 2012 delivery
guide
This delivery guide is a companion to your BTEC First specifications. It contains a
wealth of ideas for practical activities, realistic scenarios and independent learning,
helping to bring the content of the units to life. The aim of this guide is to show how
the content of the specifications might work in practice and to inspire you to start
thinking about different ways to deliver your course. The guidance has been put
together by teachers who understand the challenges of finding new and engaging
ways to deliver a BTEC programme, which means you can be sure the guidance is
relevant and achievable.
Unit-by-unit guidance is given and includes suggestions on how to approach the
learning aims and unit content, as well as providing ideas for interesting and varied
activities. You will also find a list of carefully selected resources for each unit,
including suggestions for books, websites and videos that you can either direct your
learners to use or that you can use as a way to complement your delivery.
Guidance about the new features of the BTEC Firsts is also included, providing an
explanation of how these work and what you will need to consider as you plan the
course. You will also find comprehensive coverage of assessment, including useful
advice about external assessment, as well as extensive guidance about how to plan,
design and deliver your assignments. Information about the Quality Assurance
process will help you understand the different roles and responsibilities of individuals
within your centre, and how you can work closely with Pearson to enable the
successful running of your programme.
This delivery guide is intended to be read in conjunction with the qualification
specifications.
●

The specifications tell you what must be taught and give guidance about how it
should be assessed.

●

This delivery guide gives suggestions about how the content could be delivered.

The suggestions given in this delivery guide link with the suggested assignment
outlines in the specifications but they are not compulsory; they are designed to get
you started and to spark your imagination.
Remember that all assignments must go through internal verification before
being delivered to learners.
When combining units for a BTEC First qualification, it is the centre’s
responsibility to ensure that the qualification structure(s) in the
specification is adhered to.
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INTRODUCTION

1 BTEC Next Generation First Qualifications
BTEC Next Generation Firsts are vocationally-related qualifications designed to develop
learners’ knowledge and understanding through the application of learning and skills in a
work-related context. BTEC Firsts are designed to allow learners to progress to other
level 2 qualifications or apprenticeships, to junior roles in the industry they are learning
about or to level 3 qualifications.
Around 100 BTEC First qualifications are available for level 2 learners, each linked to an
industry sector. Learners may take BTEC Firsts alongside core GCSEs subjects such as
English, maths and science, giving them the balanced curriculum recommended by the
majority of schools.
There are four sizes of qualification available in the BTEC Level 2 Next Generation suite:
Qualification

Size –

Equivalent

Age

Guided

in size to

group

Delivered predominantly in

Learning
Hours
Award

120

1 GCSEs

14-19

School

Certificate

240

2 GCSEs

14-19

School

Extended

360

3 GCSEs

14-19

School/FE College

480

4 GCSEs

14-19

FE College

Certificate
Diploma
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2 Introducing the new BTEC Firsts in
Creative Digital Media Production
The BTEC Firsts in Creative Digital Media Production have been developed to inspire
and enthuse learners to consider a career in creative digital media or to pursue
further studies of media. It presents knowledge, skills and understanding in a
meaningful, work-related context, allowing learners to explore media concepts and
their application.
The BTEC philosophy of ‘learning through doing’ remains at the heart of this
qualification. Learners will be given the opportunity to gain a broad understanding
and knowledge of the media sector, as well as the knowledge and skills that underpin
it.

Developing the qualifications in response to change
The new suite of BTEC Firsts is now available on the National Qualifications
Framework (NQF). The NQF fully supports both academic and vocationally related
progression pathways.
The BTEC Firsts have been designed to reflect recommendations as set out in
independent reviews, consultations and government guidance on vocational
education. As part of the development of all of the new BTEC Firsts, we have also
taken into account many consultations with schools, further education, higher
education institutions and employers.
The Wolf Review
Professor Alison Wolf’s Review of Vocational Education was published in March 2011.
The Government has since accepted her proposals in full and the Department for
Education (DfE) has produced a list of seven characteristics that all high-value
vocational qualifications for learners aged 14+ should demonstrate. Specifically, they
should:
1. be at least as big as a GCSE in terms of guided learning hours (GLH), i.e.
120 GLH
2. contain an element of external assessment, e.g. an externally set and
marked test taken under specific conditions
3. contain some synoptic assessment so that learners appreciate the
breadth of their course and the links between its different elements,
rather than just taking units in isolation from each other
4. be graded, e.g. Pass, Merit, Distinction and Distinction*
5. contain content appropriate for learners aged 14+
6. enable progression to further study in the same subject at the next level,
and also support progression to broader study at the next level
7. have a proven track record, measured by an uptake of at least 100
learners in five centres.
The Extended Certificate and Diploma within Study Programmes for 16–19
year olds
The BTEC Level 1/ Level 2 First Extended Certificate and Diploma in Creative Digital
Media Production have been designed to meet the requirements of the government’s
Study Programmes for 16–19 year olds. The Department for Education, as part of its
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Study Programmes for 16–19 year olds requires learners aged 16+ to be offered a
high quality study programme giving them the best opportunity to progress to higher
education or to secure skilled employment.
As part of this requirement learners should be able to study a qualification of
substantial size which provides them with the opportunity to progress to the next
stage of learning. The BTEC Level 1/2 First Extended Certificate and Diploma in
Creative Digital Media Production have been designed to meet this requirement and
provide learners who wish to progress their learning and development in creative
digital media production with the opportunity to study topics and aspects of the
digital media sector appropriate for post-16 learners.
The qualification meets the requirements of the Study Programmes for 16–19 year
olds by:
1. Providing learning appropriate for learners aged 16+ who have chosen to
focus their learning in the sector.
2. Providing an opportunity to extend learning from pre 16 to post 16.
3. Encouraging learners to explore relevant specialisation in their learning,
through new optional units designed specifically for learners aged 16+.
4. Supporting learners who may also be working towards achieving level 2
English and/or mathematics qualifications in a post-16 setting and wish to
complement their study programme with a qualification that supports
preparation for work or progression.
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3 Synoptic working in the BTEC Level 1/
Level 2 First Diploma in Creative Digital
Media Production
The Pearson BTEC Level 1/Level 2 Firsts in Creative Digital Media Production have been
developed in light of the requirements of the media industry. The media sectors work in
through a process of synergy and learners need to develop appropriate skills in working
across disciplines. Employers have identified that the basic skills developed at this level
are fundamental building blocks for future competence in the workplace. Employers are
also looking for employees that are able to use reflective techniques to manage both
problem solving and time management.
This qualification suite provides an opportunity for learners to demonstrate their
independent learning and progression through externally assessed units. Learners should
not see these externally assessed units as being an opportunity to simply remember
facts and repeat them in an examination. In Unit 1, learners should develop an
understanding of the digital media sectors and audiences, expanding this through their
work in the production units, where they have to consider both the audience for their
product and the sector in which the product sits. Likewise, Unit 8 provides an opportunity
for learners to demonstrate their understanding of the wider media landscape. This can
be developed through building links with employers and by case studies used in the
production units. This will be informed by their understanding of the working practices
they have used in the production units and the distribution methods they have
considered for their own media products.
Internally assessed units provide the learner with an opportunity to develop relevant
vocational skills and allow the learner to receive on-going feedback and support as they
progress though a unit. This provides an opportunity for the learner to demonstrate
reflective practice, as they can suggest alternative approaches to a problem and not
simply stop at the first hurdle. Internally assessed units should be delivered in such a
way as to allow learners to be assessed either in the workplace or in a simulated work
environment. This may involve learners carrying out research for the production of a
product for a local organisation, which would then lead to the development of a media
product that meets the needs of the local organisation. This provides a realistic working
environment, with the learner researching, pitching ideas and producing a media product
with a specific purpose and for a target audience.
In many instances, the integration of units provides learners with an opportunity to
develop relevant vocational skills. As noted earlier, media sectors works closely together,
and employees should be able to develop products across sectors and platforms. In order
to do this, learners must be introduced to the synergetic nature of the industry through
case studies which allow a cross-sector approach. For example, a professional film will
usually be accompanied by a website, TV advert or magazine article promoting it. They
will also need to understand how professional media producers measure the response to
their products and how they make any changes to meet audience needs.
In order to facilitate the integration of work across units the teacher could consider
providing opportunities for a themed approach to the delivery and assessment of units.
For example:
A local charity has approached your learners and wants to commission them to produce a
range of promotional materials for their marketing campaign. The charity will provide the
learners with a brief and arrange for them to visit their headquarters to view the aims for
the campaign. The client suggests the learners work on developing ideas for media
products following the commission brief. They will then prepare and deliver a pitch to the
client of their final idea. The client will then decide if the idea is feasible and commercially
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viable. Once the pitch has been successful, the learners will develop appropriate planning
documentation to support the production. The client will review the progress of the
planning through on-going communication with the learner. The learner will produce their
media product and provide a rough copy to the client for review. The learner will also
undertake audience research into their finished product to ascertain the views of the
target audience. The views of the client and the target audience will provide the learners
with the data to confirm the quality of their product or inform any changes to be made,
where necessary.
In order for this scenario to be effective the teacher must undertake a review of the units
that might provide an appropriate opportunity for effective delivery and assessment. An
example of how this can be done is shown below.
Unit
Unit 2:
Planning
and
Pitching a
Digital
Media
Product

Unit 3:
Digital
Moving
Image
Production

Unit 6:
Website
Production

Activity
The learners will develop a range of
ideas to fulfil the commission brief.
They will refine their ideas and choose
one idea to take forward. The learner
will prepare a proposal and pitch this to
the client. Any suggestions from the
client will be taken into account and
changes made to the proposal.
Changes suggested by the learner will
be discussed with the client until the
proposal is signed off. The learner will
demonstrate their on-going
communication with the client as the
product is developed.
Learners will produce appropriate
planning documentation for their media
product.
Learners will be shown a range of
moving image productions and then
discuss how and why moving image
productions are produced. This could
be tailored to cover the client’s need
for a product, e.g. reviewing a range of
promotional or corporate productions.
Learners will cover the whole range of
moving image productions.
Learners will review the technical
construction of moving image products
especially promotional and corporate
productions that the client may require.
They will analyse the use of
composition, lighting, sound and
editing.
Learners will undertake pre-production
(link to Unit 2) for their product,
working with the client to ensure that
everything they require is in place. The
product will be filmed, edited and
reviewed to ensure it meets the needs
of the client.
Learners will be introduced to the
Internet and websites in context of
their use and why they are used. This
could be relevant to the type of website
the client wants the learner to produce.
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Outcomes
 Ideas generated
 Selection of appropriate ideas
 Mind-mapping to consider
viability and logistics of ideas
 Production of a pitch using
appropriate presentation
techniques
 Feedback gathered from the
client and others
 Planning documents relative
to the chosen media product
 Effective communication with
the client during the planning
process
















A review of moving image
products and discussion on
how and why they are
produced
A review of moving image
products relevant to the client
A review of the technical
construction of moving image
productions, with particular
reference to the products the
client requires
An understanding of the
technical issues when
producing a moving image
product
Production of a moving image
product that is appropriate to
the commission and initial
proposal
A review of the rough cut
product with the client and
target audience, with changes
made, where necessary
A review of websites
Discussion on how websites
are produced and why they
are used
Discussion on how other
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Learners need to ask how are other
people are doing this.
Learners will see how websites work
and then how to construct their own
website, based on the commission from
the client. Learners must ask
themselves:
 What message do they want use
in cyberspace?
 What do they want to include in
the website?
Learners will build a website that meets
the requirements of the client. They
will review the website with the client
and the target audience, making
changes where necessary.






people produce websites and
how this relates to the client’s
requirements
Skills developed in website
design
Website built to the client’s
requirements and to the initial
proposal
Website testing to ascertain
functionality on various
platforms and browsers
Website reviewed by client
and target audience with
changes made, where
necessary

It is essential that learners produce evidence to meet the requirements of each learning
aim. A task should provide full coverage of a learning aim. If integration is to be
successful the learner must understand that they will be working holistically on one unit
while developing materials for another. It is best practice to provide the learner with all
the information they require at an appropriate time. There may well be an opportunity to
develop relevant skills with the learner at the start of a unit/theme. This will provide
them with the skills they need to successfully complete the units/theme.
It may be advisable to provide the integrated assignments through a phased approach.
This allows the teacher to start the process of covering the learning aims for one unit,
and when it has commenced, consider when to bring in another unit. In the example
above the learner starts with considering ideas that meet the needs of the client. When
they have generated ideas, and have considered the options available for producing a
digital media product, they can be introduced to the second assignment. This assignment
will be linked to the ideas they have generated, in this case a moving image product or a
website. Using a phased assignment approach means learners are not weighed down
with assignments at the start of a project.
If the teacher decides to use an assignment brief to cover more than unit it must be
clearly identified on the assignment brief that this is happening. The learners must be
aware of the units they are being assessed on and the requirements for assessment in
each unit.
When considering the integration of units in this qualification think about the synoptic
manner in which learning might occur. Examples are shown below.
Award
Unit
Unit 1: Digital Media Sectors and
Audiences
Unit 2: Planning and Pitching a Digital
Media Product
Unit 3: Digital Moving Image Production
Unit 4: Digital Audio Production

6

Learning
Understanding digital sectors and audience
Plan and pitch ideas for a digital product to
meet a client's needs, e.g. a documentary
Producing digital video materials for the
documentary
Producing sound for video using different
acoustic environments, e.g. voice-overs
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Certificate (continuing from the Award)
Unit
Unit 8: Media Industry in Context
Unit 12: Digital Audio Editing
Unit 13: Graphic Design for Digital Media
Unit 14: Writing for Digital Media

Learning
Synoptic unit to aid understanding of the
industry the learner is targeting plus its
relationship with other sector
Produce edited audio, e.g. dialogue/music
tracks for a digital video
Designing media graphics, e.g. titles for a
digital video production
Writing for media, e.g. scripts or voiceover
for a digital video production

These examples are by no means exhaustive. A teacher should consider the many
opportunities that may be available to integrate work across more than one unit.
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4 Key features of the BTEC Firsts explained
We are always working to ensure our qualifications are relevant, and that they
support opportunities and progression for young people. We have updated the
current BTECs to meet the needs of today’s learners, teachers, educators, employers
and universities, and also to reflect the policy decisions being introduced following
The Wolf Report (March 2011) on vocational education. Our new BTECs contain a
number of new features and it is important that you understand these and how they
relate to your delivery of the course.

Employability skills within BTEC
Helping learners to progress into employment has always been a cornerstone of BTEC
qualifications. Equipping learners with the skills they will use in the workplace is at
the very heart of BTEC and remains an important driver in determining the content of
each qualification. When developing our qualifications we work closely with
employers to understand the skills they are looking for in new entrants to their
industries. The vast majority of employers not only require learners to have certain
technical skills, knowledge and understanding to work in a particular sector, but they
are also looking for what is termed employability skills. These are the skills which
underpin the different tasks and duties which a person can be expected to undertake
in their role and which are applicable across sectors.
Unlike technical skills, which may become outdated over time, employability skills
enable learners to adapt to the ever-changing roles needed to survive in the global
economy.
The CBI definition of employability skills is based on a positive attitude (readiness to
take part, openness to new ideas and activities, desire to achieve) which underpins
seven characteristics.
1

Self-management: readiness to accept responsibility, flexibility, time
management, readiness to improve own performance.

2

Teamworking: respecting others, co-operating, negotiating/persuading,
contributing to discussions.

3

Business and customer awareness: basic understanding of the key
drivers for business success and the need to provide customer satisfaction.

4

Problem solving: analysing facts and circumstances and applying creative
thinking to develop appropriate solutions.

5

Communication and literacy: application of literacy, ability to produce
clear, structured written work, and oral literacy (including listening and
questioning).

6

Application of numeracy: manipulation of numbers, general mathematical
awareness and its application in practical contexts.

7

Application of information technology: basic IT skills including familiarity
with word-processing, spreadsheets, file management and use of internet
search engines.

In a recent CBI/Pearson education and skills survey, Learning to grow: What
employers need from education and skills 2012, it was noted that employers (71 per
cent) believe schools and colleges should prioritise developing employability skills.
They also want to see more done to develop literacy (50 per cent), numeracy (45 per
cent) and technology skills (30 per cent).
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How employability skills are promoted and developed in BTEC courses
All internally assessed units in BTEC are based on set assignments that require
learners to produce evidence of learning applied to a work-related scenario. Within
the scenario, learners will typically be put into a junior role in the sector, asked to do
some research or preparation, and then asked to provide evidence in the form of a
presentation, information leaflet, performance or artefact, depending on the
assignment. Suggestions for high-quality assignments are provided in the
specification and in the authorised assignment briefs. For example, in Unit 9:
Lifestyle and Well-being the following scenario is given:
Assignment – Physical Activity: Are You Doing Enough?
You are working as a trainee in a health promotion team. You have been asked
to produce a series of articles for a lifestyle magazine.
In your first article you need to look at how much physical activity individuals
need to carry out in order to gain health benefits and how they can increase
their activity levels.
As assessment evidence, learners are asked to design documentation and
prototypes.
Many of the assignments are group assignments and so involve teamwork.
Problem solving is developed through the research and/or practice part of the
assignment. All assignments require self-management in that it is the responsibility
of the learners to complete the assignments and ensure they are submitted by the
set deadline.
BTECs are vocational qualifications. This means that learners are preparing to work in
a particular sector and so must have good business and customer awareness: an
understanding of how the sector works, what makes it ‘tick’ and the business and/or
customer drivers for the sector. This will vary depending on the sector. For example,
in Business or I&CT the ‘customer’ is the person or organisation that buys or uses the
products or services, so in order to make good products the learner has to
understand customer needs primarily by doing research or surveys. In a sector like
Health and Social Care, the customer is the client or a parent; again, the learner will
need to learn by doing practical work and undertaking assignments that help develop
their understanding and respect of clients’ needs and wishes.
In most BTEC specifications there is a unit that introduces the industry to learners. In
Creative Digital Media Production, this is Unit 8: Media Industry in Context. Through
this unit, if selected, learners will gain an understanding of the organisations and
occupations within the sector, current trends in participation, and the impact of key
issues on creative digital media production.

Knowledge and skills signposting for English and mathematics
The mastery of the essential skills of communication and numeracy are at the heart
of a young person’s ability to progress, as identified in the Wolf Report. In BTECs
these skills are woven throughout and tackled in two specific ways.
1

Embedded mathematics and English throughout the units, mapped to
GCSE and functional skills. Opportunities to practise these essential skills
in naturally occurring and meaningful contexts are provided throughout
units, where appropriate to the sector. In the specifications, Annexes B and
C show where an assessment criterion in a BTEC First unit can provide an
opportunity to practise a subject content area from the GCSE English or
mathematics subject criteria.
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2

Sector-specific mathematics and English units, where appropriate.
For some sectors, there are units specifically devoted to developing
mathematical and communication skills in context, for example, Mathematics
for Engineering and Effective Communication in Health and Social Care.

Throughout the course, learners are encouraged to apply information and
creative technology by producing their assignment work to the highest standard,
with forward-looking use of IT at the heart of their work, whether it be using the
internet to do research, producing spreadsheets of evidence, or using sophisticated
packages to record results aurally or visually. The assessment guidance for every
unit provides suggestions for how evidence can be presented, and use of electronic
portfolios is highly recommended.
In addition, the new external assessments have looked at innovative use of IT, for
example, through the introduction of onscreen testing.

Personal, learning and thinking skills
In addition to those qualities outlined by the CBI/Pearson, the qualifications were
also developed with personal, learning and thinking skills (PLTS) in mind.
The PLTS map closely to the CBI definition of employability skills in that they
develop:
● independent enquirers
● creative thinkers
● reflective learners
● teamworkers
● self-managers
● effective participants.
A mapping grid showing coverage of these skills in each unit appears in Annexe
A of the specifications.
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Contextualised English and mathematics
The new BTEC First qualifications provide opportunities for learners to develop and
apply their knowledge, understanding and skills within vocational contexts. This
provides opportunities for them to develop their essential skills in English and
mathematics related to GCSE study.
You are encouraged to deliver these BTEC First qualifications in vocational contexts
as these will allow learners to develop and apply their skills in English, mathematics
and use ICT. Within units we have identified opportunities for linking assessment to
GCSE study in English and mathematics. These GCSEs are relevant to all learners at
ages 14-16 and many learners post-16 who will be continuing to work towards
attaining a GCSE at grade C or above in one or both of these subjects. We have also
provided a more general mapping of how Learning Aims in units can be related to
Functional Skills for relevant post-16 learners in the Diploma specification.
It is recognised that good literacy and numeracy skills are highly valued by
employers and by wider society and that achievement of English and mathematics at
GCSE level is key to progression through the education system and into employment.
The current Government has refocused attention on this need with a number of
education policy announcements, and development of English and mathematics was
a key recommendation in The Wolf Report.
Research has shown that for many learners the most effective way of developing
their mathematical skills and of improving their functional skills in English is to learn
them within the context of a specific area of vocational interest. Therefore, in the
new suite of BTEC Firsts we have provided opportunities for contextualised maths
and English so that learners can practise these essential skills in a meaningful way
within naturally occurring contexts.
GCSEs in mathematics and English are the current benchmark of achievement, so we
have signposted the assessment criteria of the BTEC Firsts to content from these
GCSE qualifications, specifically to the more functional parts of their content. This
signposting, which is indicated by a * sign for maths and a # sign for English, shows
where learners should be able to practise and develop their skills. These instances
occur naturally within the BTEC Firsts, for example when communicating or compiling
reports, but can be emphasised and drawn out during teaching and learning. More
detail on how this can be done is given on a unit-by-unit basis in the qualification
specification.
Where signposting does occur in the unit specification, it indicates that English and
mathematics knowledge and skills are a constituent part of the assessment
requirements of the units. This does not mean that the BTEC assessment criteria
cover the whole of the GCSE or Key Stage 4 requirements but that learners can
practise specific areas of English and mathematics. You may want to highlight this
opportunity to learners during delivery.
Annexes B and C in the specification show the exact relationship between the BTEC
assessment criteria and the GCSE subject content. The mathematics content listed is
a consolidation of the full requirements in GCSE Mathematics. Note that GCSE
English and GCSE Mathematics already cover functional skills.
The following example demonstrates when learners will be able to develop their
English skills within the context of a specific vocational area.
●

Unit 2: Planning and Pitching a Digital Media Product – 1B.3, 2B.P3, 2B.M3,
2B.D3 – when learners are pitching their ideas for a production, they will
understand and use the conventions of written language, including grammar,
spelling and punctuation, and will also present and listen to information and
ideas (English 4, 9).
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Delivery tips: examples of good practice
There are a number of different ways that centres can effectively manage the
delivery of units to strengthen the provision of English and mathematics, as well as
ICT for learners on the Diploma course. Below are two examples.
Collaboration between the vocational teacher and mathematics/English/ICT
teachers
●

In this example the mathematics and English concepts are taught by subject
teachers for English, mathematics and ICT teach but they use contextualised
examples from the vocational sector to make the learning meaningful. The
learners have timetabled slots for specific lessons.

●

This approach works well in larger centres where there are many learners taking
the same vocational route. It works less well when there is a range of vocational
sectors in the same mathematics or English class, or learners are taking different
pathways within the same sector.

Mathematics/English/ICT are taught in specific lessons by the vocational
teacher
●

In this example the learners have timetabled slots, as part of their vocational
contact time, in which their vocational teachers focus on presenting and
practising mathematics, English or ICT (for Diploma learners). This model is
particularly motivating for learners because they see the direct link between
skills and application, but it relies on vocational teachers being comfortable with
teaching mathematics, English and ICT.

Whichever model is chosen, we recommend that timetables include specific slots
to focus on the teaching of mathematics, English and ICT in the context of the
vocational course.

Supporting learners who are unable to achieve their level 2
qualification
The new suite of BTEC Firsts is for learners aiming to achieve a level 2 qualification.
Most will achieve this, but some will not. These learners may have struggled to
provide sufficient evidence in their assignments or they may have failed their
external assessment.
The new BTEC First qualifications give you the opportunity to assess your learners at
level 1 if they are not able to reach level 2 standards, recognising their learning and
achievements.
All the assessments you create must be written against the level 2 criteria and be
reliable and fit for purpose. You should not create a separate level 1 assignment. If a
learner does not provide sufficient evidence to meet the level 2 criteria, only then
should you assess their work against the level 1 criteria. The grade given will be
Unclassified if the learner does not meet the level 1 criteria.
You should expect that learners will be able to achieve a Level 2 Pass or above in at
least some of their units. Units where learners have achieved a Level 2 pass will be
shown in their certification even if the qualification overall is achieved at Level 1.
If a learner is identified as having difficulty achieving at Level 2 then you may want
to consider switching the learner to a smaller size of qualification, such as an Award
or Certificate, so that they can focus on achieving in a smaller range of units.
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An example of a learner being assessed against a level 1 criterion
Below is an example of an assessment grid, taken from Unit 6: Website Production.
Each assessment grid includes level 1 assessment criteria.

Level 1

Level 2 Pass

Level 2 Merit

Level 2 Distinction

Learning aim A: Know the context and purposes of websites
1A.1 Outline the
context in which
websites exist.

2A.P1 Describe the
context in which
websites exist.

2A.M1 Explain the
context, in which
websites exist.

2A.D1 Analyse the
context in which
websites exist.

In the scenario below learners are given the following assignment:
Assignment title: Websites for The Bewildered
Scenario: A local college is running a course for the over-60s about using the
internet and they want to produce some introductory information which will
explain the context within which websites exist. The information that is presented
should be clear and easy to understand.
Assessment evidence may include either:

●

A webpage which details the context in which websites exist and
demonstrates the differences between the world wide web, the internet and
websites

●

A short video which demonstrates the differences between the world wide
web, the internet and websites

●

A poster which demonstrates the differences between the world wide web,
the internet and websites.

To achieve a level 2 Pass, the evidence produced must show that the learner is able
to describe the meanings of world wide web, internet and website accurately so that
the difference is evident and the context (how they are connected) is clear. This may
mean using images or diagrams to aid description. At all times the learner should be
mindful of their audience and use appropriate terminology and language.
In the scenario below, the learner has been given the same assignment as everyone
else in the group; however, they are clearly not working at a level 2 standard:
John has produced a poster for his evidence and has decided to use images to
illustrate the context within which websites exist. His poster is well presented and
laid-out with relevant headings but the images have only simplistic supporting
annotation to show that he understands, for example, the difference between the
‘internet’ and ‘websites’. The connection (relationship) between the images (the
context of websites) is demonstrated only through lines, arrows and numbers linking
the images with no further description of their relationship. Even when the teacher
asks John to explain his images and the connection between them he is unable to do
so. This indicates that John is not working at the required level to achieve 2A.P1 but
has enough evidence for 1A.1.
Learners who achieve at level 1 can consider the following progression routes.
●

Use the skills, knowledge and experience they have gained to retake their level 2
qualification

●

Choose to study a different subject at level 2

●

Work towards an apprenticeship at level 2.
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Learners moving onto a larger qualification: Recruitment with
integrity
After completing a next generation BTEC a learner may wish to continue their studies on
a BTEC First in order to top up to a larger qualification, for example from an Award to a
Diploma. This could be at the same centre or at a new one.
It is often appropriate to recruit learners onto further study at level 2 following a BTEC
First certification. In these cases you should ascertain that the learner is demonstrating
that they are still engaged and challenged at Level 2, rather than demonstrating that
they are capable of progressing to study at Level 3. This can usually be judged from a
learner’s BTEC, GCSE and other grades and the quality of their application. It is also
important that further qualification at Level 2 will benefit the learner by furthering their
progression into their chosen career.
Remember: Your groups may contain a mix of learners studying the qualification for the
first time as well as learners who are topping up. Care should be taken to ensure that all
members of these groups are equally engaged and challenged, for example by ensuring
all team members in group activities have an opportunity to perform the leadership roles.

Learners moving onto a larger qualification: Top-up registration
After you have made a top up registration for your learner, the achievement of the
certificated units will be imported into your records on Edexcel Online. There is no
opportunity to retake the assessments in the internally assessed units via a top-up
registration so the imported grades are final. It is possible for a learner to retake
externally assessed units.

Learners moving onto a larger qualification: Re-registration
If your learner did not realise their full potential in a NQF BTEC that they have been
certificated for, and wishes to study a larger size BTEC at a new centre, then an entirely
new registration may be more appropriate than a top-up registration to enable a fresh
start. In this case the learner must produce entirely new evidence for assessment
generated by your centre’s assignment briefs.

14
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5 Assessment guidance
Assessment for the new BTEC Firsts
BTEC assessment has always been about:
●

ensuring that learners are assessed for their skills as well as their knowledge

●

ensuring that learners are given the chance to show what they have learned in
vocational and applied contexts

●

allowing learners to be assessed when they are ready and when a centre is able
to fully support them.

While updating the BTEC Firsts, we have not changed these fundamentals – BTEC
assessment will remain a positive statement of achievement.
The introduction of external assessment will reinforce learner engagement, giving
them clear goals and targets in a way that helps them to understand the challenges
of working life.
Experienced BTEC teachers should think about whether or not they need to change
their delivery pattern to make sure they can provide access to external assessment
at the best time. At the same time, there are some important developments in
internal assessment that you should also be aware of as you plan your assessment
for the year.

External assessment
After careful discussion with centres and other stakeholders, we have tailored the
type of external assessment to meet the needs of the sector. All the assessments will
be distinctively vocational, enabling learners to apply their learning in vocational or
applied contexts.
For your sector you need to check:
●

which unit(s) are to be externally tested

●

the assessment method

●

the availability of assessment for the first time

●

the availability of retake opportunities (allowing for results)

●

the delivery pattern we are recommending for these units and for other units as
given in the specifications.

Remember that you have plenty of time to prepare for assessments because you will
be delivering over a one- or two-year period. For some sectors, completion of the
externally assessed unit at or very near the end of the programme will be the
recommended pattern. In others, it may be suggested that learners take the
assessment earlier in the programme, but you should always make sure that learners
are fully prepared.
The externally assessed unit will often be one that provides a core of knowledge that
will be enhanced, developed and applied through other units. Learners’ depth of
understanding of the content of externally assessed units is likely to be enhanced by
applying knowledge through other units. Therefore, when you are planning and
delivering your units, think about how you can bring out examples that would be
useful illustrations of issues covered in the external unit(s).
Each specification has details about when assessment is available. To gain access to
the assessments, learners have to be registered for a programme – the
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arrangements for this will be the same as for all BTECs. Please refer to the
Information Manual on the website.
We will do everything we can to make external assessments relevant, engaging and
suited to learner needs so that they support the overall development of the learner
rather than being a hurdle or distraction. You should not enter learners for external
assessment to check how they are doing or to give them practice – we provide
sample materials for use in preparation.
The table below shows the type of external assessment and assessment availability
for this qualification.
This assessment forms part of the core knowledge of the programme and is likely to
be delivered towards the start of the programme but may be complemented by study
in the other core unit(s). The learner’s overall readiness to undertake external
assessment should be considered before entering for the assessment.
Unit 1: Digital Media Sectors and Audiences
Type of
external
assessment

This unit is assessed externally using a paper-based exam marked by
Pearson.
The assessment must be taken by the learner under examination
conditions.

Length of
assessment

The external assessment will be 1 hour.

No. of marks

50

Assessment
availability

January and June

First
assessment
availability

June 2014

Unit 8: Media Industry in Context
Type of
external
assessment

This unit is assessed externally using a paper-based exam marked by
Pearson.
The assessment must be taken by the learner under examination
conditions.

Length of
assessment

The external assessment will be 1 hour.

No. of marks

50

Assessment
availability

January and June

First
assessment
availability

June 2014
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Assessment and grading for internally assessed units
Internal assessment remains the main assessment method for BTEC qualifications
because we believe that assignments set and marked within the centre provide the
most relevant vocational learning experience for your learners.
You should guide both the teaching and the learning to then ensure that learners are
assessed validly and reliably in a way that is relevant for a vocational qualification.
Your teaching of the knowledge, skills and vocational applications will underpin a
learner being able to demonstrate achievement through assessed assignments.
Learners should be given formative feedback on their learning and skills development
during the teaching and learning phase. You should consider carefully when your
learners are ready to undertake an assessment. An assessed assignment must have
a clear structure and timescale, and encourage the learner to work independently to
show relevant evidence. You should make sure that the assessment is a clear,
discrete activity. You can then make a qualitative judgement on the evidence using
the assessment criteria.
Those who are used to teaching BTEC will find that not much has changed, but we
are putting more emphasis on some requirements and helping to build good practice.
● You should make sure that the assessment is a clear, discrete activity. Evidence
from the guided learning phase is not admissible because evidence for
assessment must be produced independently.
● You should use the new presentation of units, where learning aims are placed
with associated assessment criteria, to provide building blocks for assessment –
these are clear and simple to use and we recommend that you work through
them with your learners.
● Your assessment plan for each unit and for the programme must be clear at the
outset of the programme and signed off by the Lead Internal Verifier.
● Your Lead Internal Verifier must authorise your assignments. If you don’t have a
Lead Internal Verifier who has been through standardisation, you should use
support from us to ensure that your assignments are fully fit for purpose. You
can use the endorsed assignments or you can access the assignment checking
service through our website.
● You need to be explicit about the timescales and the evidence for assignments –
there is nothing new about this but we will be expecting centres to follow best
practice and to be very clear with their learners.
● You need to set out expectations through tasks and evidence – remember that
the criteria are used to judge evidence and are not tasks in their own right.
● Summative assessment takes place after the final submission date. A learner
may be given one opportunity to resubmit a completed assessment after a
summative grade has been given where this has been correctly authorised.
● You should ensure that all work has been produced authentically and that you
have checks in place to ensure that learners are submitting their own work.

How assignments are used
Assignments are used to assess learner achievement. You should work with the other
people in your programme team to design a plan of activity for the year, or the
programme as a whole so that assignments have a clear schedule of start, finish and
internal verification dates.
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Ask yourself how many assignments you will need. Your assessed assignments
should cover one complete learning aim. You may choose to set an assignment for a
whole unit or even bring units together for assessment.
Remember that this means your assessed assignments. Of course you may set
activities before assessed assignments to provide opportunities for learning from
formative feedback and through skills building. These preparatory activities may
often use group work and research as a preparation for undertaking the assessment
itself but cannot be contributory evidence towards an assessment.
In making a decision about how many assignments to use, you can think about what
resources you have in your centre, what is available in the locality, how you could
use links with local employers, and what opportunities there are for relating
assessment to realistic vocational themes.

Top tips
●

If a unit builds up – for example by ‘plan’ and then ‘do’ and then ‘review’ – then
one large assignment may work best.

●

If a unit requires several forms of evidence then several assignments may be
best.

●

It is good to emphasise the links between units but it is harder to manage
assessment across units – if you feel that this is a good approach then be clear
about how you will reach one decision for a unit.

You need to think about how the evidence that the learner will produce can be
verified and about how you will know that what each learner has done is authentic.
You can only accept for assessment learner work that you know has been produced
in a way that demonstrates the learner’s own achievement.

Assignment ‘warm-up’ – active teaching and learning
Your learners will do their best if they are motivated through engaging and realistic
activities. All units involve ‘teaching the basics’ but learners need to get involved in
order to understand where what they are learning fits in.
You can use your resources and your imagination to really bring learning alive. You
can encourage learners to try things out in groups, role plays, presentations and
practical demonstrations. You can use visits and talks for research – remember you
will need to structure what you do so that learners get the information they need,
such as by providing a question sheet for them to use during a talk or visit.
You can encourage learners to ‘get their hands dirty’ by trying something out. You
can build up their skills so that they will be able to show them off confidently in the
assessed assignment.
You can use this ‘warm-up’ time to emphasise practical links between units, so that
when learners are carrying out tasks they appreciate that they are often
simultaneously drawing on skills/understanding from different units. It is important
that learners appreciate the holistic way that their learning prepares them for further
study or employment.

Introducing the assignment
Your teaching and learning phase is going to lead directly into the assessed
assignment. You may be setting this up in a very specific way – such as everyone
completing a practical activity in a timed slot – or this may be independent work
spread over a number of weeks.

18

Delivery Guide – BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

ASSESSMENT GUIDANCE

It is important to remind learners preparing work for assessment that they have to
produce it themselves and that they have to meet the deadlines you give them. Once
learners begin work on an assignment no specific assessment feedback can be given.
Remember that you should be sure that your learners understand all the
requirements for an assessed assignment before the assessment begins. Look at
each unit carefully to see how the evidence generated will be judged using the
assessment criteria, and what degree of input you can make.

Evidence for assignments
You can use different types of evidence for assignments. A description does not have
to be written and a presentation could be given in a number of styles – for example
PowerPoint®, verbal or a digital/video recording. You need to think about what is fit
for purpose. So, if learners need to explain a plan, why not have them present it to
an audience with a question and answer session?
You should check that the type of evidence you are planning is feasible – for
example, if you ask learners to ‘write a memo’, the coverage of one or two sides of
A4 must be capable of generating sufficient evidence. Likewise a poster may not be a
suitable evidence format for a detailed evaluation.
Remember that whatever evidence your learners produce must be capable of being
verified as well as assessed. So, if they are actually producing a model, a
performance, a meal, a coaching session, a demonstration, etc., you need to think
about how it will be observed or recorded so that it can be checked during
verification.
Remember: no activity can be evidenced solely by an assessor’s observation log or
by a witness testimony. All observed evidence must be able to be authenticated to
the learner. This means that observation logs must always be supported by learnergenerated evidence such as preparation notes or reflective logs, or by photographic
or video evidence in which the learner can be identified. The totality of this evidence
must be available to the assessor at the point of the assessment decision which must
follow the handing in of an assignment. An assessor should not award criteria during
an activity – e.g. at the point of completing an observation log.

Learning aims and assessment criteria
A learning aim sets out what you should be covering in order to prepare the learners
for assessment. It may define knowledge, understanding, skills and contexts, and the
wording of the aim will suggest appropriate learning experiences. You may set an
assessed assignment on more than one learning aim but you should not normally
split a learning aim over assignments. The evidence that the learner produces in
response to the assignment brief is judged using the assessment criteria, so you
must make sure that what you have stated in the task fully covers those criteria.

What about the final grade for a unit?
The final grade for a unit is at Level 2 (Distinction, Merit or Pass), Level 1 or
Unclassified. The assessment criteria are detailed in each unit so that you can clearly
see what is required. You need to be aware that a unit grade can only be given once
all the activities and assignments for that unit are complete. In giving assessment
decisions to learners, you need to be clear about when you are giving a formal
decision and how this relates to the assessment for the unit as a whole.
If you choose to include a learning aim in more than one assignment, you should be
very clear with learners how a judgement will be reached through looking at the
evidence across the assignments. For example, the learner may be being asked to
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show the same skills in two different contexts. If so, they need to know if their
performance in either is sufficient for assessment, or if they must perform to the
same standard in both.

Keeping clear assessment records
You can only use assignments as assessment instruments effectively if you work
closely with other members of the assessment team and keep accurate records of
what you are doing. Your records help you and the team to plan, review, monitor and
support learners and ensure that assessment is authentic and accurate.
The Lead Internal Verifier has a very important role in ensuring that each teacher,
assessor and internal verifier on the programme understands the standards and the
processes for keeping assessment documents.
Your records are there to help you get it right for your learners. The main documents
that you use, which can be used electronically, are:
●

an assessment and verification plan for the programme, showing when each
assignment starts and finishes, when it is verified, and which unit(s) or learning
aims it covers

●

an assignment brief template, ensuring that all the key requirements of an
assignment are covered

●

a record of internal verification for the assignment brief

●

a record that the learner completes when submitting an assignment, which
should include the date and a declaration of authenticity

●

a record of internal verification for an individual sample of learner work

●

a record of progress for each learner, showing the assignments that have been
completed and the assessment decisions given.

Giving grades
At the end of an assignment you will need to reach a decision on assessment. If an
assignment covers a whole unit then this will be a final grade; if it covers part of a
unit then it will be a component of a final grade. In either case, it counts as an
assessment decision and should be subject to internal verification and then finalised.
Your decisions must be checked according to the internal verification plan signed off
by the Lead Internal Verifier. For each assignment, a sample of learner work must be
reassessed fully by the Lead Internal Verifier or another person acting as an Internal
Verifier who has been directed by the Lead Internal Verifier. Once your decisions
have been checked you can give these to the learners as ‘final’. Remember: you will
then be able to accept only one further attempt from the learner to provide further
or better evidence for the learning aim(s) covered in that assignment.
An assessment decision must be given to the learner on an appropriate assessment
record document which contains the assessment decision, the assessor’s declaration
of authentication of the learner work, space for the Lead Internal Verifier to authorise
a resubmission and specify the conditions where applicable, and the assessment
feedback comments. Feedback to the learner for each learning aim must be
constructive and criterion-based. The learner should understand why they have been
awarded each criterion, and why they have not been awarded any others. It is also
helpful to annotate the learner work to show exactly where evidence for each
criterion can be found.
The assessment feedback must not offer any further guidance to the learner. Further
guidance means guidance that is beyond that available to them at the start of the
assignment; they must not be told individually or specifically what they can do to be
20
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awarded further criteria. Care must be taken to maintain the independence of the
learner to enable a resubmission opportunity to be authorised.
You can only award higher grades if a learner has demonstrated the requirements of
lower grades. This does not mean that the criteria represent different tasks or
stages – you should be able to apply the criteria to the same evidence if the
assignment is structured carefully.
A summative unit grade is awarded after all opportunities for achievement are given.
A learner must achieve all the assessment criteria for that grade. Therefore:
● to achieve a Level 2 Distinction a learner must have satisfied all the Distinction
criteria in a way that encompasses the Level 2 Pass, Merit and Distinction
criteria, providing evidence of performance of outstanding depth, quality or
application
● to achieve a Level 2 Merit a learner must have satisfied all the Merit criteria in a
way that encompasses all the Level 2 Pass and Merit criteria, providing
performance of enhanced depth or quality
● to achieve a Level 2 Pass a learner must have satisfied all the Level 2 Pass
criteria, showing breadth of coverage of the required unit content and having
relevant knowledge, understanding and skills
● a learner can be awarded a Level 1 if the level 1 criteria are fully met. The award
of Level 1 is not achieved through a failure to meet the Level 2 Pass criteria.
A learner who does not achieve all the assessment criteria at level 1 has not passed
the unit and should be given a grade of U (Unclassified).
A learner must achieve all the defined learning aims to pass the internally assessed
units. There is no compensation within the unit

Enabling higher achievement
Your assignments should provide opportunities for learners to achieve at the highest
level and should promote stretch and challenge. Not all learners will finally achieve a
Distinction or a Merit, but it is important that they are provided with the opportunity
to do so.
You must look to structure assignments so that learners can produce evidence that
can be used across the grade levels – learners should not have to ‘get Pass out of the
way first’. To ‘aim high’ your learners should be well prepared before they start the
assignment and should be encouraged to attempt to reach the highest standards. All
assessed activities must ask the learner to produce evidence that can be assessed
against the full range of grades available.

Assignment design
Your assignments are a tool for encouraging learners to provide evidence for you to
make assessment judgements. Good assignments are interesting and motivate
learners well.
The components of an assignment are:
●

scope – outlines which unit(s) or learning aims are being covered and which
criteria are being addressed

●

a scenario – provides a setting and rationale for the assessment

●

tasks – set out what a learner needs to do to provide the evidence

●

evidence requirements – set out exactly what the learner is expected to
produce and how the assessment will take place.
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●

a timescale – sets out start and hand-in dates.

Assignment briefs
Your assignments must be given to a learner formally as an assignment brief so that
the learner knows they are being assessed and what is required of them.
The assignment brief includes:
●

the qualification

●

the title and number of the unit(s)

●

an assignment title and number (if more than one per unit)

●

the learning aims

●

the assessment criteria

●

the evidence requirements

●

the start date

●

the hand-in deadline.

You should include a record that it has been given to the learner, normally by
inserting the learner’s name into a copy of the assignment brief, but this could be
recorded electronically.
Your learners should be provided with a form or other record for declaring that their
work is their own and for confirming the date of submission.

Using an authorised assignment brief
We are preparing a bank of authorised assignments briefs that you will be able to
access at www.btec.co.uk/authorisedassignments. It will include at least one
authorised assignment brief for every internally assessed unit. For mandatory units,
there will be enough authorised assignment briefs to cover all assessment criteria.
We ask you to verify every assignment every year, regardless of whether it is your
own or one sourced from elsewhere. Once your assignment is verified, you can put it
in your timetable and check that you have planned delivery of the appropriate unit
content. This can be as simple as making sure you have planned an event, visit or
performance as suggested.
●

The Lead Internal Verifier should fit these assignments into the overall plan and
know when they will be assessed.

●

You may want to adjust the assignment to make it fit your learners’ needs and
your centre’s resources.

●

You should think about exactly how the evidence is going to be produced and
whether or not your learners need guiding to relevant activities that they have
already completed.

●

You may need to plan for practical activities to be carried out and recorded.

It is important that you are as familiar with the authorised assignment brief as you
would be if you had created the assignment yourself. Understanding the assignment
will ensure that you plan activities that properly reflect the scenario given in the
assignment and that you are prepared for the evidence learners submit.
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The scenario
The assignment should be set in a vocational context that helps your learners to
show what they have learned in a relevant way. This can often be achieved by asking
learners to imagine they are in an appropriate job setting with a job role and job
tasks. It could involve providing them with a brief of an activity that would be of
value to a local employer, or without using a job context directly. It could draw on a
real case study in order to allow application and analysis. You can draw on
understanding of your sector to develop appropriate assessment contexts.

Evidence
You can choose suitable forms of evidence – and it is possible to use a wide range;
from reports to presentations, from performances to diaries, from record sheets to
digital/video recordings.
Of course you should match the evidence type(s) selected to the requirements of the
unit(s) or learning aims(s). For example, if a learning aim requires a practical
demonstration then you should think about how that is going to be set up and
recorded.
Be careful not to suggest a type of evidence that may be too short – for example, a
‘leaflet for new buyers’ may be a realistic form of assessment for business learners to
produce but may not provide for sufficient breadth in itself, depending on the
assessment requirements.
For some evidence, the period for its production must be time-constrained and in
some cases you may want to ensure authenticity by having some evidence produced
in supervised conditions.

The tasks
The tasks should be a clear statement of what a learner needs to do to produce the
evidence. You may explain the tasks to learners in more detail during delivery, but
the assignment itself should be clear. You should remember to relate tasks to the
scenario and to the evidence. If learners have been carrying out preparatory work –
such as visits, rehearsals or skills exercises – then you may want to refer to this in
the tasks.
Your tasks must:
● specify the nature and extent of the evidence
● be clear and include any specific materials or steps with times or dates when
necessary
● refer to the assessment criteria that the evidence will be judged against
● encourage the generation of evidence that can be judged against the criteria
● be presented in a way the learner can understand – remember that the criteria are
not in themselves tasks
● fit together to cover the learning aim sensibly, allowing learners to achieve to the
best of their ability.
You must make sure that the tasks can generate evidence which cover the criteria.
When you create tasks you should not use the exact wording of the criteria, but you
should pay close attention to it and the associated assessment guidance.
You should always list the criteria covered by each assignment – and also normally
each task. When you quote the assessment criteria, please don’t change their
wording. You can, of course, use a glossary of the wording of tasks to highlight what
certain words mean. Many words will be repeated across criteria for different grades
and your learners may find it useful if you highlight the changes.
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Scope
You can choose the scope of an assignment provided that it fits well into the overall
assessment plan for the unit(s) and the programme. For some qualifications it is
normal practice to bring several units together for large-scale projects, while for
others initial coverage of a topic in one unit may then be picked up in later, more
specialist units.
When planning a unit-by-unit approach to assessment, you should make sure that
learners understand through their learning how the units relate to each other, and
that the requirements for synopticity are addressed.
Assignments that span several units should be carefully controlled, and you need to
decide whether it is only the learning or both learning and assessment that is
considered together.

Learner responsibility
You should make sure that learners know they must meet their deadlines and
provide work that is genuinely their own, otherwise their grades will be affected. To
support learners, you should explain how to reference the work of others and how to
work in such a way that ensures they can declare that their work is their own.
We recommend that learners are given a guide to their assessment at induction to
the programme. You can reinforce the expectations when assessed assignments are
handed out.

Quality assurance
What is quality assurance?
Quality assurance is at the heart of vocational qualifications. For many BTEC units,
assessment is completed by your centre and your centre is responsible for the
grading and standard of assessments.
● You use quality assurance to ensure that your managers, internal verifiers and
assessors are standardised and supported.
● We use quality assurance to check that all centres are working to national
standards. This is done by sampling your marked assignments.

What is the purpose of quality assurance?
In your centre, quality assurance allows you to monitor and support your BTEC staff
and to ensure that they understand, and are working to, national standards. It gives
us the opportunity to identify and provide support where it is needed in order to
safeguard certification. It also allows us to recognise and support good practice.

How does it work?
First of all, you need approval to deliver BTEC qualifications. By signing the approval
declaration you confirm that you have in place all necessary resources, appropriately
experienced staff, and quality-assurance policies and procedures. You should have
standardised systems and procedures for registering and certificating learners,
tracking learner achievement and monitoring assessment and internal verification.
During the delivery of a programme, internal verification is the quality-assurance
system that you use to monitor assessment practice and decisions, ensuring that:
● assessment is consistent across the programme
● assessment tools are fit for purpose
24
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● assessment decisions judge learner work accurately using assessment criteria
● standardisation of assessors takes place.
Internal verification is a recorded discussion between two or more professionals to
ensure accuracy, fairness, consistency and quality of assessment. Internal
verification procedures must:
● check all the assignment briefs or assessment tools used in every internally
assessed unit
● check a sample of assessment decisions made for every internally assessed unit
● check a sample of assessment decisions from every assessor
● ensure that within the sample:
o the range of assessment decisions made is covered
o the experience of the assessor is taken into account when setting the sample size
o the sample size is sufficient to assure the accuracy of the assessment decisions for
the whole group
● plan and document the process.
Our external quality-assurance processes include:
● annual visits to each centre to look at quality-assurance systems and procedures
(Quality Review and Development)
● standards verification by a subject specialist to sample assessment and internal
verification of learner work
● standardisation activities to support assessors, internal verifiers and lead internal
verifiers.
Every year we publish an updated BTEC Quality Assurance Handbook to explain our
external quality-assurance process for the next academic year. Along with the
programme specification, the handbook should provide your programme team with
everything they need to run vocational programmes successfully.

Centre roles and responsibilities
●

Senior managers
The Head of Centre is formally responsible for ensuring that your centre acts in
accordance with our terms and conditions of approval. These include ensuring
the provision of appropriate resources, recruiting learners with integrity,
providing full and fair access to assessment, maintaining full and accurate
records of assessment, complying with all quality-assurance processes, and
ensuring that all certification claims are secure and accurate. Day-to-day
responsibility is normally delegated to the centre’s BTEC Quality Nominee.

●

BTEC Quality Nominee
Each centre is asked to identify a member of staff as its Quality Nominee for
BTEC provision. This person is the main point of contact for information relating
to quality assurance. Quality Nominees will receive regular information from us
about all aspects of BTECs, which they should share with the relevant staff in
their centre. Therefore, it is very important that Quality Nominee details are kept
up to date on Edexcel Online. We recommend that your Quality Nominee is
someone with responsibility for the BTEC curriculum because they will be
involved in monitoring and supporting staff in your centre. The Quality Nominee
should ensure that BTEC programmes are managed effectively and actively
encourage and promote good practice in your centre.
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●

Examinations Officer
The Examinations Officer is the person designated by the centre to take
responsibility for the correct administration of learners. This person normally
acts as the administrator for Edexcel Online – our system for providing direct
access to learner administration, external reports and standardisation materials.

●

BTEC Programme Leader
The Programme Leader (or Programme Manager) is the person designated by
your centre to take overall responsibility for the effective delivery and assessment
of a BTEC programme. The Programme Leader may also act as the Lead Internal
Verifier.

●

Lead Internal Verifier
The Lead Internal Verifier is the person designated by your centre to act as the
sign-off point for the assessment and internal verification of programmes within a
principal subject area (for example, BTEC Firsts and Nationals in Business, or
BTEC Firsts and Level 1 in Engineering). We provide Lead Internal Verifiers with
access to standardisation materials. The Lead Internal Verifier should be someone
with the authority to oversee assessment outcomes. Ideally this would be the
Programme Leader, because this would normally be a key part of their role. They
should be directly involved in the assessment and delivery of programmes and
able to coordinate across assessors and other internal verifiers for a principal
subject area.

●

Assessors and internal verifiers
The programme team consists of the teachers who are responsible for the
delivery, assessment and internal verification of the BTEC qualification. An
assessor is anyone responsible for the assessment of learners. An internal
verifier can be anyone involved in the delivery and assessment of the
programme. Please note that if a teacher writes an assignment brief they cannot
internally verify it. Someone else should perform this function. Where there is a
team of assessors, it is good practice for all to be involved in internally verifying
each other. If there is only one main person responsible for delivery and
assessment then arrangements must be made for their assignments and
assessment decisions to be internally verified by someone appropriately
experienced.

Tips for successful BTEC quality assurance
●

Recruit with integrity. Ensure that the learners you register on the programme
are able to achieve at level 2 and have a specific interest in the vocational
sector.

●

Ensure that you have sufficiently qualified and vocationally experienced staff
involved in delivery and assessment. BTECs are vocational qualifications,
designed to be delivered by staff with expertise in their subject.

●

Provide induction, training and ongoing development opportunities for your staff.
Best practice comes from having staff that understand the BTEC ethos and
assessment methodology and have up-to-date knowledge of their vocational
sector.

●

Use the free resources available. There is a wealth of guidance in the
specifications and delivery guides that will help you with delivery and
assessment.

●

Make quality assurance part of everyone’s role. Quality assurance is a
fundamental aspect of every role, from assessor to senior manager. Recognising
this and providing time and resources to support quality assurance is the key to
success.
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●

Plan ahead. You should begin a programme with a clear schedule for handing out
assignments, assessment deadlines and internal verification, so that you are well
prepared to ensure ongoing quality and able to address any issues quickly.

●

Ensure good communication. Assessors, internal verifiers, lead internal verifiers
and managers should all be clear on their roles and how they interact. The Lead
Internal Verifier must have a clear overview of the plan of assessment and how
it is being put into practice.

●

Provide clear, consistent feedback to learners during the guided learning stage.
Give clear and accurate assessment feedback based on the grading criteria only
after the final submission. Remember care must be taken to maintain the
independence of the learner during assessment activities. This allows learners to
know exactly how they are achieving on the programme, identifies areas for
development, and encourages them to take responsibility for their own learning.

●

Undertake internal verification in a timely way. Assignment briefs must be
internally verified before they are given to learners. A sample of assessment
decisions should be internally verified as soon after assessment as possible to
ensure that learners receive accurate and supportive feedback on their
achievement.

●

Track assessment and internal verification accurately as you go along.
Assessment records should be kept at the level of the learning aim and
assessment criterion/criteria. This gives a clear confirmation of individual
achievement and identifies areas for improvement.

●

Using standardised templates for all quality-assurance documents helps to
ensure a consistent approach. We provide templates via our website that you
can use for:
o internal verification of assignment briefs
o internal verification of assessment decisions
o observation records and witness statements.

●

These templates are not mandatory and you are free to design your own, but
using them will help to ensure that you are meeting requirements.

●

Ensure that learner work is kept secure but is accessible during the programme.
You will be required to provide learner work for external quality assurance while
learners are on programme.
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UNIT 1: DIGITAL MEDIA SECTORS AND AUDIENCES

Unit 1: Digital Media Sectors and Audiences
Delivery guidance
Approaching the unit
This unit is a mandatory core unit that is assessed externally via a paper-based
exam. As such the unit seeks to assess the knowledge and understanding of digital
media sectors and audiences, underpinning all other optional units in the
qualification. It is recommended that you use the unit as a starting point (platform)
to give those new to the subject of media some context and as a way of introducing
key terms like ‘devices’, ‘sectors’, ‘products’ and ‘platforms’. In common with all the
other units in the qualification, this unit is designed to enable learners to ‘link’ their
learning in one area to their understanding in another. As such, you should approach
the teaching of the unit with this in mind, encouraging learners to draw upon the
knowledge acquired within it when developing their digital media productions in other
units.
This unit deals with understanding digital media sectors and audiences in a broad,
sometimes conceptual or hypothetical, sense and in your teaching you should ensure
that you communicate to learners that what they know about one sector may be
applied equally in another, for example the breakdown of stages of ‘production’ is
common across film, TV, radio, web design, games design and publishing. In this
respect, the learner should be able to understand and apply learning no matter which
sector they are presented with. By the end of the unit learners should feel confident
with how their specific optional units (chosen sectors) fit into the bigger picture of
digital media sectors and audiences as a whole.
The focus should be on preparing both for the optional units and the summative
exam, through research, discussion and analysis of what digital media products are,
why and how they are made, and for whom. The unit can be taught in total at the
beginning of a course or may be ‘dipped into’ throughout the year as and when the
specific topics arise, in conjunction with the optional specialist units.

Delivering the learning aims
It should be noted that not all learning aims are of equal weighting. In this unit the
approximate weighting guidelines are as follows: learning aim A: 25%; learning
aim B: 30%; and learning aim C: 45%.
For learning aim A, you should make full use of classroom tasks, quizzes, activities
and discussion. Initially, an understanding of what ‘digital’ is may best be realised
through what digital ‘isn’t (see suggested ‘Introduction’ activity in the Getting started
table). From here, the digital media sectors and the products associated with them
can be introduced. It is essential that key terms like ’sectors’, ‘products’, ‘platforms’
and ‘devices’, etc. are fully understood by your learners before moving onto
production processes. This could be done through quizzes or games using visual
stimuli to identify examples of each.
Once learners are confident with the terminology and know what digital media
‘sectors’ and ‘products’ are, they can start to make links across all sectors about how
products are created: the focus here is on understanding that production processes
are common to all sectors/products. It is therefore recommended that learners are
steered away from concentrating on just one sector.
Aim to bring this topic to life by having your learners interview ‘real’ digital media
producers (either in the classroom or via Skype) about their own processes of
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development, or have higher level media learners from your own establishment give
a talk about their own production processes across a range of sectors.
Topic A.4 is where the majority of time should be devoted in learning aim A.
Using the previous learning about devices, platforms and products to build on, you
can look at digital technology from all sectors converging in a single device and the
advantages/disadvantages of this. Once again, utilize ‘real life’ examples here to
bring this topic to life and encourage learners to see potential advantages and/or
disadvantages from the viewpoint of both the consumer and the producer.
Learning aim B is all about understanding for whom digital media is made – how
different audiences consume different types of media and how the line between
audiences and producers has become increasingly blurred. Initially, you will need to
define the various types of audience and how they are categorised. There are some
great online resources on media audiences (see Suggested resources) that could be
utilised here. You should encourage your learners to consider the ways in which they
consume digital media, either as individual spectators or as collective audiences
(see Getting started table).
Using topical online newspaper articles and video clips you should help your learners
to explore the debates around how some digital media technology has physically
isolated audiences and how some has brought them together virtually. It is a good
idea to bring in issues around the use of social networking media, as well as
everyday use of media technology. This could then be connected to the content
within topic B.2, which should be made as relevant and topical as possible for your
learners. For example, the furore over the naked photographs of Prince Harry, or any
of the numerous kiss-and-tell or gagging order stories, could be used as a means of
teaching learners the roles and responsibilities of OFCOM and the PCC. Learners
should have knowledge of the regulatory bodies for all sectors. Most of the regulatory
bodies’ own websites give examples of recent decisions/rulings, which you could use
to help deliver the relevant topic content.
Topic B.3 is about how media audiences are researched and you may wish your
learners to undertake research so that they are familiar with the different types
(see Getting started table). It is essential that learners understand the significance
media producers place on targeting the correct audience for their products. With this
in mind, Topic B.4 should be delivered in a way that makes clear how audience
profiling is used to create new, or target existing, media products to the correct
audience. Learners should be encouraged to create typical audience member profiles
for products linked to their optional production units and based on research they
have undertaken.
Learning aim C will give an understanding of how to ‘read’ media texts. This will
require a larger proportion of teaching time than learning aims A or B. Here you will
introduce your learners to key media concepts, illustrated through activities around
textual analysis. There is no requirement to go through the finer points of semiotics
at this level, but, instead, a broad and possibly informal understanding that all
audiovisual media carries messages and values should be the focus. The core of the
learning aim is not necessarily to understand what the specific messages and values
are (although, as part of classroom activity, this may well aid teaching), but, instead,
assessment will focus on the broader conceptual understanding of how these
messages and values are communicated to (and deconstructed by) audiences. At
level two you should offer simple and broad texts for analysis: a film sequence, a
game sequence, a magazine cover, a radio play, or a website.
Firstly, a technical understanding of how style is constructed is necessary, so you
should deliver Topic C.1 first: teaching the basics of style – framing, angle,
composition, colour, mise-en-scène, etc. Applying each concept to each product, you
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should seek to draw understanding from your learners of how the use of these
technical aspects creates meaning.
When looking at the concepts around media content (not style) you may present
similar scenarios. The learner at this level is not presented with visual stimuli to
analyse in the exam, but may be asked to create ideas using concepts based on a
given scenario. They will need to be able to identify and explain how all the bulleted
key concepts communicate meaning, but in a broad and applied way across a range
of media products. For instance, you may introduce your learners to the key concept,
narrative, across all media sectors as a way of ‘structuring’ content: that usually it
has a defined beginning, middle and end, whether it be a magazine article, short film
or radio play, etc. (this is where the use of narrative in gaming can act as a
comparison or contrast).
You are encouraged to take each concept from the unit content and apply it across
sectors and products so that your learner builds up an understanding of each and can
develop ideas around its application in real-life examples. The concepts should be
kept relevant and at a level which allows your learner to realise that these are
familiar and common concepts, which they already understand through their
everyday use of digital media, but that they may not necessarily, up until now, have
been able to name them or consider them from a formal perspective.
As with all the learning aims, in preparation for the external assessment you should
encourage your learners to write down their explanations of each concept and how
they are applied across media products. Learners should be encouraged to write up
their notes from class activities in structured paragraphs with feedback and guidance
from the teacher on how to refine their responses. Eventually, this kind of written
work should be produced under timed conditions to ensure the learner is able to
respond clearly and quickly when presented with a question in the external
assessment.
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Getting started
This provides you with a starting point for one way of delivering the unit.
Activities are provided in preparation for the external assessment.
Unit 1: Digital Media Sectors and Audiences
Introduction
Use these quizzes at the very start of the unit as a fun way to help learners understand
what is meant by digital/non-digital, and to introduce digital media sectors and the
products associated with them. Presenting learners with media from the pre-digital age
is a quick way to start a discussion about what we mean by ‘digital’ media – a term
which is often used but not fully understood by those learners who have only ever
known digital technology.
Quiz 1: What am I, digital or analogue?
Give a range of examples of digital and analogue media in the classroom (physical
examples where possible, otherwise images). Give learners Post-it® notes labelled
‘Digital’ and ‘Non-digital’ and give them five minutes to label the examples accordingly.
Use this as a starting point for discussing what is/isn’t digital and introduce the key
term ‘analogue’. As a plenary ask learners to use their new knowledge to correct any
incorrect labels.
Quiz 2: What can I do?
Compile a stack of Post-it® notes with written examples (or pictures) of both digital and
non-digital media products from across all sectors (e.g. a roll of photographic film, a
podcast, a vintage Pac-Man game, an e-book, a magazine). Stick one of these Post-it®
notes onto the forehead of a learner without them seeing it. They then ‘become’ that
product and they have to ask questions to the rest of the class about what they can do
to enable them to guess what they are and whether they are digital or not (e.g. Can I
be downloaded? Can you physically pick me up? Can I interact with the person using
me?). Each member of the class has a go. This quiz could then be extended into a
further class activity in which you introduce the digital media sectors and platforms
(Topic A.1) and then ask learners to allocate their Post-it® note into the most suitable
sector or platform (the Post-it® notes with the non-digital examples written on them
could be put into a pile of ‘non-digital media sectors’).
Learning aim A: Understand digital media sectors, products and platforms
●

Topic A.1 could be delivered by providing learners with Venn diagrams to show the
media sectors (separate) and to illustrate how digital media sectors
overlap/converge (connected). Use this as the basis for a discussion of why there
is overlap/convergence and the implications. Following on from the discussion the
learners could then add written annotations to the Venn diagrams, which should
be displayed in the classroom for learners to reference.

●

To understand the processes of development in creative industries (Topic A.2),
drop and drag exercises could be used (either on a whiteboard or on a computer)
to place production tasks in their correct categories of ‘pre-production’,
‘production’, post-production’, and ‘production’, distribution’ and
‘exhibition/consumption’. Production tasks should cross media sectors so you
might include ‘research’, ‘interviewing a person for a newspaper article’, ‘drawing
characters for a digital game’, ‘adding music to a film’ and ‘checking hyperlinks on
a website’ so that learners can identify the process when presented with any
sector. This could be done individually or as a whole class activity. Similarly, the
difference between ‘platforms’ as a mode of distributing the product and a ‘device’
on which to access the product (a mode of exhibition/consumption) could be
delivered in a similar way (Topic A.3).
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Unit 1: Digital Media Sectors and Audiences
●

Game: Where do I belong? A physical, classroom-based game to consolidate
understanding of the definitions and examples of the key terms ‘sectors’,
‘products’, ‘platforms’ and ‘devices’ (Topic A.3). Put large A3-sized sheets of paper
on the floor with the key terms written on them. Call out to the class (or use audio
visual aids) an example of either a media sector, product, platform or device, and
they then have to go and stand on that piece of paper to show where they belong.

●

Content for Topic A.3 and A.4 could be covered by an extended class activity, such
as that suggested below. The mobile phone has been used as an illustrative
example here; you would, however, need to cover all the devices listed and ensure
the full range of distribution platforms is covered. This could be achieved easily by
amending this activity or allocating groups/individuals with a named
platform/device to work on.

●

Extended class activity: My mobile phone. On a large sheet of paper (or
computer) learners create a spider diagram with their own mobile phone at the
centre. Using their prior understanding of key terms, such as platform, device,
sector and products, they should write detailed annotations that explain how
digital technology from a range of sectors is converged within their phone (e.g.
video recording, sound recording, music, games) and the advantages of this
convergence. Check that learners apply the correct key terms in their annotations,
providing one or two examples to start them off (e.g. my phone is a device for
accessing content from many media sectors).

●

Ask learners to then write further annotations detailing how they use their phone
to consume digital media (e.g. playing games, listening to music) and produce
media (e.g. recording their friends and posting clips on YouTube), and the
advantages and disadvantages of using their phone in this way. Their
understanding of themselves as active and passive audiences can then be drawn
out from a discussion of this (opportunity for also covering content covered under
learning aim B Topic B.1).

●

Class activity: Carry out a grouped exercise whereby each group is assigned a
heading from Topic A.4 (Multimedia technology and consumption) to discuss the
impact of digital technology on how audiences produce and consume multimedia
products, noting the advantages and disadvantages of each. Headings should be
rotated between groups until all learners have considered all headings. Each group
may then give a presentation on their particular heading. An oral exercise of this
kind should be recorded, either in audio or video form so that learners can write
up their notes on hearing themselves played back.

Learning aim B: Understand audiences for digital media products
Teacher begins by starting a class discussion on audience theory. Following this,
teacher should deliver presentation on the different types of research learners can
undertake.
●

Assignment: What type? (Topic B.1) Learners create a digital media diary for a
week in which they must record all their consumption of digital media. They must
then write this up as a report using the bullet points listed under Topic B.1 to
illustrate how their own interactions correspond.

●

Extended class activity (Topic B.1) Record a TV ‘panel show’ to discuss ‘cinema
versus home-viewing!’ (suitable for those undertaking the moving-image option)
as a means of identifying the advantages and disadvantages of solo viewing and
collective viewing. Prompts based on unit content could come from the presenter
(teacher) to ensure all the issues are covered/expanded. If undertaking the
publishing option, learners could write a comparative article with a similar
headline/sub-headings, or those undertaking audio could produce a radio debate,
etc. Whichever sector you begin with you must move on to apply the concept to
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Unit 1: Digital Media Sectors and Audiences
other sectors, e.g. gaming as an individual on a console or gaming online with
hundreds of other virtual gamers. As a plenary to the activity, learners should
recap the ‘highlights’ of the debate by watching/listening to it played back and
making notes on the key points, which will serve as revision notes.
●

Topic B.2 is best delivered through use of relevant and topical case studies. Or, if
this is not possible, give learners scenarios through which they must identify the
regulatory bodies that would be relevant, and explain the roles and responsibilities
of the audience and producer.

●

Topic B.3. Design an assignment (related to their specialist optional units) that
requires learners to undertake some primary, secondary, qualitative and
quantitative research as a way of understanding the difference between each.
Once done and to reinforce learning, present learners with scenarios which have a
research focus. From these they should identify the types of research being
undertaken and where different types of research overlap. For instance, finding
out how many men aged 50 years and older like chocolate compared to other
male age groups, by vox popping means that both primary and quantitative
research is being undertaken.

●

Topic B.4. Teacher presents learners with a selection of digital media products
(ensure these products are aimed at audiences of a mix of ages and backgrounds).
Learners are asked to select a product they are interested in and then undertake
research to determine the product’s audience. Learners are then tasked with
creating an appropriate audience profile (B.4) for the product and presenting their
findings back to the class.

Learning aim C: Explore how audiences engage with digital media products
●

To start, present each learner with the same piece of media text, e.g. a title
design from a film, magazine or website. In a blind exercise ask them to write
down, without any conferring, which audience the product is aimed at or, possibly,
which genre it is. The usual outcome is that almost everyone in the room will write
down the same thing. That is then the starting point to consider ‘How did we all
arrive at the same meaning?’. From here a deconstruction of how they ‘read’ the
text can begin starting with colour, font, etc. (Topic C.1)

●

Extended assignment (following on from the above): Task (1) Present your
learners with a proposal to come up with ideas for a magazine, film or game, etc.,
aimed at a specific group or for a specific genre. Task (2) They would then, using
their knowledge of stylistic conventions, apply their understanding to a creative
product. (It is a useful to carry this exercise out in conjunction with the creative
production being undertaken in the optional specialist units and as part of
planning.) Task (3) Learners describe how they have applied key concepts
(bulleted list under Topic C.2) to communicate meaning that the intended
audience will respond to.
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Details of links to other BTEC units and BTEC qualifications,
and links to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
Any of the optional Group A specialist units below would link to this unit:
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Websites
www.bfi.org.uk/
The British Film Institute website has a dedicated education section with excellent
resources appropriate for delivering learning aims B and C. It also gives access to
useful moving image clips.
www.media.edusites.co.uk
This is a subscription-based website, but well worth joining for access to its varied
and comprehensive media resources. All the relevant key media concepts are
covered here. It has very good content on media audiences (learning aim B). Plenty
of appropriate resources covering all of the learning aims in this unit and the other
core/optional units.
www.filmeducation.org
This gives a range of free online teaching resources, which are most relevant in this
unit for delivering learning aim C.
www.rajar.co.uk/
RAJAR measures listening across all distribution platforms, including online.
www.barb.co.uk/
Barb measures viewing figures.
RAJAR and Barb are both very useful resources for learning aim B, particularly
Topic B.4: Audience Profiling.
http://fuor.com/resources/digital-research-intelligence/
A useful site providing links to relevant articles that would help learners to
understand how audience profiling is used by companies to target products
and services.
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Unit 2: Planning and Pitching a Digital Media
Product
Delivery guidance
Approaching the unit
The ability to communicate your ideas clearly and concisely, and to develop those
ideas in a structured and professional way is central to all media production. Across
all media sectors, in a diverse range of jobs, these skills are essential and therefore
valued highly. There needs to be a strong emphasis on the centrality of good
planning and communication skills in any successful media production. This should be
achieved through a synoptic approach to delivery of these core skills across any of
the optional production units your learners are taught. You must deliver this unit
alongside your selected production units, for example if your learners are taking
Unit 6: Website Production the planning and pitching of their website can be covered
by this unit content.
Learners should be made aware that if they gain confidence and skill in these areas
they are more likely to become successful media producers. Make clear to your
learners that it is not only in the classroom that these skills are necessary. There
needs to be a strong emphasis on ‘real media world’ working practices to make clear
to your learners that these skills of planning and pitching are relevant and valued
highly. Motivate them by providing many real examples of job specifications, client
briefs and planning portfolios from across media sectors. Illustrate good and poor
planning and communication skills to learners through real examples researched
online or on TV.

Delivering the learning aims
Learning aim A introduces the issues and requirements associated with developing
ideas for a digital media product. The focus for delivering this learning aim is the
development aspect. Understanding how to develop an idea may initially be quite an
abstract concept for learners at this level. Learners may instinctively want to just run
with their initial idea because they like it and are keen to get going! Reinforce to
learners that this development of ideas is a key part of the process: it is the nuts and
bolts behind the idea. Learners should also develop team-working skills and
understand the importance of taking on board other peoples’ contributions.
Providing a clear and detailed brief as the starting point is essential. Understanding
the requirements of the brief can be explored by deconstructing a range of client
briefs before starting on the final project. Real media client briefs can be found
online. The link found under ‘Resources’ gives a good overview of the
purpose/function of a creative brief and is a useful resource. You may wish to amend
found briefs to ensure learners consider all necessary aspects (who, why, what,
where). Aim to deliver the overall content of learning aim A organically, using the
ideas that come forward from the brief as the springboard for delivering the planning
issues content (rather than teaching this as a stand-alone topic). Legal, moral and
ethical issues can be delivered through online research of the regulatory bodies’
websites and role-play. Overall, the content in Topic A.4: Planning Issues may not be
immediately appealing to learners at this level who are keen to just get on with the
production and less keen to think about the realities of planning it. So aim to bring
this topic to life by interviewing a technician or other relevant media practitioner who
has relevant knowledge of the topics covered here. Where possible show learners real
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examples of idea-generation taking place. Illustrate the range of communication
methods and the process through which ideas are selected by providing examples.
Make use of TV shows, such as The Apprentice/Junior Apprentice, or clips from
YouTube. It is essential that learners be shown the process of developing ideas and can
use a range of communication methods through which to express their ideas. Be aware
when delivering content for learning aim A that in order to meet the distinction criteria
for 2A.D1 a combination of verbal, written and visual communication methods must be
used by your learners. Suggest to learners a range of formats for presenting and
justifying their own final selection of an idea (2A.D2). This could be presented visually
as an annotated chart or as a written report, or verbally via voice recording. Access to
internet resources, and the development of discussion skills are key to achieving in this
learning aim.
The purpose and formats of pitching ideas are dealt with initially in learning aim B
before moving on to the use of communication techniques when pitching. Whereas
delivery of learning aim A could be approached organically, here a linear approach
should be used to deliver the content. Deliver the content of Topic B.1 first, followed by
Topic B.2. Your learners must understand the purpose and formats of pitching before
they are taught the communication techniques required to deliver a pitch.
General discussion, research and illustrative examples of both verbal and written
pitches should help deliver an understanding of the purpose and formats of pitching.
Once the purpose and formats of pitches have been tackled, there should be a more
focused, detailed and analytical examination of the different communication techniques
necessary for a successful pitch. Deconstruct the verbal and written communication
techniques to help learners develop an understanding of how to acquire the necessary
skills for a successful pitch. Give plenty of illustrative examples of both good and poor
communication techniques being employed in a pitch (or similar presentation). Make
use of TV programmes, which show people pitching ideas both successfully and
unsuccessfully to an audience (e.g. Dragons’ Den). YouTube is also a great resource
for finding examples of good and poor pitches.
The emphasis in learning aim C is on the requirements, contents and organisation of
a planning portfolio as an essential part of a media production process. Suggestions for
how to organise and present their portfolios include log, planning blog, uploaded
planning documentation and hardcopy documents. It is essential that a synoptic
approach to delivery of the content of learning aim C be taken. Learners cannot fulfil
the requirements of assessment criteria C above a level 2 Pass if the content of
learning aim C is delivered separately at the end. They must be recording their
decisions, revisions and all planning as an ongoing task from the start to the end of the
process. To ensure this is achieved you must deliver the content of learning aim C
synoptically, providing frequent reminders to learners to add to the portfolio as you are
delivering content across all three learning aims.
Topic C.1 serves to introduce the more general requirements of a planning portfolio,
which formats can be used and how it should be organised. It is essential that learners
understand the planning portfolio as a shared document, which other members of a
working team will need to access and use. The collaborative, as well as individual,
aspects of the planning process should be explained to learners so they come to view
the planning portfolio as a valuable, shared document, not just as an afterthought once
they have come up with the idea.
For Topic C.3 learners must illustrate the more detailed requirements of the planning
portfolio by sector. This topic should not be delivered just as a list of things to go into
the portfolio. Rather, the content should be used to reinforce the collaborative nature
of the planning process and the necessity for clear and concise organisation. Make
clear to learners the necessity of adequate detail in the planning portfolio documents.
Give plenty of detailed, illustrative examples of documents listed in the unit content
and why they are necessary in a real-life scenario.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 2: Planning and Pitching a Digital Media Product
Introduction
To introduce this unit in a fun way you could play a game called ‘Just a Minute’. Give
learners a piece of paper on which you have written a basic client brief for a digital
media product (e.g. an online magazine fashion feature for teenagers). Learners will
have just one minute to address the class, during which time they must explain their
product and persuade the class that it is a great idea. They are not allowed time to
prepare. They are not allowed to hesitate, repeat themselves or deviate from the topic
during the minute. If they do they must sit down and let another person have a go.
Use this game as a means of introducing the concept of a client brief, a pitch and
planning. Afterwards, discuss the difficulties of talking ‘off the cuff’ in this way to an
audience and use this as a lead into an introduction to the importance of effective
planning and communication techniques. Explain that by the end of the unit they will
have learnt the necessary skills to be experts at this game!
Learning aim A: Understand how to develop ideas for a digital media product
●

Using a sample brief as the starting point, the learners should formulate ideas
using verbal, written and visual communication methods, and select and justify a
final idea based on the brief and planning issues.

●

A visit from a real media producer would be helpful to motivate learners and to
give an industry-specific context for the brief.

●

Start with a brief. It would be more meaningful to create a brief for the learners in
which they are asked to pitch and plan an idea for a digital media product that is
connected to their learning environment and is linked to their production unit (e.g.
an online magazine article about fashion targeting teenagers or a digital game
with an anti-bullying narrative). Easy access to the proposed target audience will
help learners with Topic A.3: Generating Ideas.

●

Deconstruct the requirements of each part of brief through discussion (direct
questioning of the client if possible). Assess learners’ understanding of the
requirements of the brief early on by setting a class-based task, such as a short
verbal or written report.

●

The brief and the learner’s interpretation of it should, at this stage, be uploaded to
the planning portfolio (opportunity for some evidence towards 1C.4 and 2C.P4).

●

For Topic A.3: Generating Ideas, give illustrative, detailed examples of all the
communication methods (verbal, written, visual) and display them for reference. Use
the internet to find examples of visual communication methods; there are plenty of
examples of verbal communication techniques on YouTube. Where possible, give your
own examples of written communication methods or source relevant examples.
Demonstrate to learners the process through which each communication method can
be used to develop their ideas further. Explain and model the process of ‘selecting
ideas’ and illustrate how this is done – see bullet point below for an example.

●

Watching TV shows such as The Apprentice or Junior Apprentice is helpful to
reinforce understanding of what the purpose and function of a brief are. Content
within Topic A.3 Generating Ideas could be further explained and illustrated in this
way. A useful class exercise would be to provide learners with a list of the verbal,
written and visual communication methods. (Topic A.3) This could be divided up
as a group activity, with each member allocated one of the communication
methods. Ask learners to make notes on which communication methods were used
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and how the teams on the show generated ideas once they had been given the
brief. Use a discussion of the programme(s) to teach content related to ‘selecting
ideas’. (Topic A.3) Pose questions: What were the teams’ initial ideas? What ideas
were rejected and why? What were the revisions made to ideas and why? Which
idea was finally selected and why? As a class activity, chart the development of
the idea from the delivery of the brief to the selection of the final idea. This could
be done as a large display/chart/wiki with learners adding annotations.
●

Topic A.4: Planning Issues could also be incorporated into the activity above with
further annotations added to the chart and specific questions posed in relation to
planning issues. When the learners watch The Apprentice or Junior Apprentice pose
the questions: What planning issues were raised by the team before they started
out on their task? What problems were caused by unforeseen planning issues as
they performed their task? What did they fail to consider before they started?
What costs did they have to cover as part of the task? (Any relevant
documentation generated here to be uploaded to their planning portfolio as
evidence towards 2C.D4.)

●

Your school or college technician could be asked to talk to the learners about the
logistics, costs and resources associated with media production generally, and the
specifics of their brief. Learners can then be set a further research task to find out
more specific details and to research legal, moral and ethical issues related to their
own brief. This could be done as a class activity or homework.

●

Once the content for learning aim A has been delivered, learners can continue with
developing their own ideas (remember it has to be more than one initial idea) for a
digital media product.

●

They will need to select and justify a final idea based on the brief and planning.
Make sure they also upload this to the planning portfolio as evidence towards
2C.D4.

Assignment: The Media Dragon’s Den (Part 1)*
Learning aim B: Pitch ideas for a digital media product
●

A fun way to start this would be to show the class some really bad (usually funny)
examples of pitches (examples can be found on YouTube).

●

This should lead straight onto delivery of the purposes and formats for pitches
(Topics B.1 and B.2). Create a visual or written reference of these to display in the
classroom for learners to refer to. Show learners media-related examples of both
verbal presentations and written formats used for pitching, and deconstruct the
components of these.

●

Now refer back to those bad pitches and ask learners to identify the factors that
make the pitch so bad and keep these for reference. Refer back also to your
opening game of ‘Just A Minute’ (if you used this activity) to recap the difficulties
of presenting to an audience without adequate planning.

●

Teach the principles of verbal and written communication techniques ( Topic B.3)
through illustrative examples. Examples of verbal pitches can be found in TV
programmes such as The Apprentice/Junior Apprentice and Dragons’ Den. The use of
the same show(s) to support your delivery may seem repetitive. However, it does
allow learners to follow the whole process from the delivery of the brief, initial
ideas generation and development of ideas through to a pitch. The aim here is to
illustrate to learners the process of developing ideas in combination with the
communication skills required to express those ideas. Therefore, using the same
programme in its entirety can be very useful. These suggested programmes give
effective and entertaining examples of both good and bad communication
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techniques.
●

Give an activity whereby the learner has to deconstruct the use of communication
techniques used in an episode. You could provide them with a table with the
headings alliteration, rhythm and repetition. For example, in
The Apprentice consider why a team have chosen a particular name for their
product? Also, ask learners to consider the rhythm of a pitch and the effect this
has on their audience. Learners complete this table whilst watching the clip.
This is a good opportunity to improve English (speaking, listening and writing) and
functional skills.

●

Allow learners plenty of opportunities to practise their pitching skills before they
present any final assessed pitch for their digital media product. Allow them to
watch their practice performances and give constructive feedback on what specific
communication technique needs to be improved. Teacher-led feedback, peer
evaluations and self-evaluation of the practice runs of their pitches should be used
as a learning activity.

Assignment: The Media Dragon’s Den (Part 2)*
Learning aim C: Produce planning for a digital media product
As explained in the ‘Delivering the learning aims’ section of this guide, it is essential
that a synoptic approach to delivery of the content of learning aim C be taken.
Learners must be recording their decisions, revisions and all planning as an
ongoing task from the start to the end of the process. To ensure this is achieved
you must deliver the content of learning aim C synoptically and give frequent
reminders to learners to add to the portfolio as you are delivering content within
learning aims A and B.
●

Explain the requirements of the planning portfolio (Topic C.2) right from the start
of the unit. Stress the importance of this portfolio as a shared document that
others may need to access and contribute to.

●

Assist learners with setting up a blog or other electronic format for their planning
portfolio. Again, this should be set up at the start of the unit. Spend some time on
this as the key to success in this learning aim is in organisation. Be very clear in
instructing learners on the importance of providing clear and appropriate details,
and a systematic approach to organisation within the portfolio.

●

Give detailed, illustrative examples of existing planning and organisation
documentation. Use templates from your own learning establishment and, where
possible, real media sector examples (these can be sourced online, examples can
be found in resources).

●

Ask your media technician (or any media sector guest speaker) to explain the
importance of relevant documents, such as equipment loan forms or health and
safety risk assessments. Demonstrate to learners how to fill in relevant
documentation for the portfolio. Templates could be uploaded to the portfolio early
on and then filled in electronically as and when they need them.

●

Display detailed completed templates of organisation and planning documents in
the classroom for reference.

●

Many of the requirements listed in Topic C.2: Planning Portfolio Requirements
(under sub-heading ‘Organisation’) can, and should, be added to the planning
portfolio prior to the learners’ pitch.

●

Once the learner has completed their pitch and been given the ‘green light’ to
proceed with their idea they can then start the planning that is relevant for their
particular product (Topic C.3: Planning Portfolios by Sector). Illustrative examples
of these documents can be found online or you could ask higher-level media
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learners from your establishment to show examples of their own relevant planning
documents.
●

You should carry out frequent checks of the planning portfolio to ensure it is being
updated regularly and is well structured. Providing a checklist for learners may be
useful.

Assignment: The Media Dragon’s Den (Part 3)*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and to
other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
This unit must be taken alongside a production unit from Group A. Options are:
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media Production.
Check the Pearson website (www.edexcel.com/resources) for more information as titles
achieve endorsement.
Websites
www.jiscdigitalmedia.ac.uk/
This gives useful media advice and resources related to production planning, and is
very user-friendly for both teachers and learners as it divides resources and guidance
by digital sector. Aimed specifically at further and higher education communities.
http://youthguide.iearn.org/index.php/media-planning-and-production.html
This is an excellent site that aims to assist young people with developing youth
media projects. It gives plenty of relevant planning advice and also offers
opportunities to collaborate with peers.
www.youtube.com
YouTube is essential for sourcing relevant TV clips. Some excellent ‘how to pitch’
tutorials and very useful resources to use for illustrating both good and bad
communication skills.
www.signals.org.uk/links-and-resources
This gives basic templates of pre-production forms that learners can adapt for their
own planning portfolios.
www.blogger.com
Blogger allows you to create your own blog for free. A blog would be an ideal
electronic format for the planning portfolio.
www.dependentfilms.net/files.html
Provides production documentation for use by learners.
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http://mis15.uncsa.edu/film/forms/production/index.html
A comprehensive site that provides a selection of downloadable production forms
including checklists for cinematography, vehicles, casting, safety and script
breakdown.
www.filmcontracts.net/
A site providing documentation for various aspects of the production process,
including pre-production, lighting, sound and music.
www.adcracker.com/brief/Creative_Brief.htm
This site gives a good overview of the purpose/function of a creative brief and is a
useful resource.
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Delivery guidance
Approaching the unit
Digital moving images saturate screens on a daily basis. This unit gives learners the
chance to identify how and why formats such as feature films, TV advertisements,
news, animations, promotional videos, documentaries, serial drama, and even
educational shorts, are made. In addition, the unit will enable learners to build
necessary organisation and technical skills to create their own digital moving image
production. This unit builds on many of the fundamental concepts they will have
considered in Units 1 and 2, such as how institutions target specific audiences and
what technological platforms are.

Delivering the learning aims
This unit could be introduced with a glossary of key terms, with terms such as editing,
mise-en-scène, sound, camera-work, genre, narrative, psychographics and
demographics being added as and when you encounter them through your teaching.
The three types of moving image production outlined in the specification (fiction/
factual/advertising), could then form part of an ice-breaking quiz whereby learners
place specific productions in either one of these categories. Learners can then analyse
the examples in more detail to understand that behind every moving image product
there is a purpose and a target audience. You could encourage your learners to find a
range of specific moving image examples to compare or contrast (including TV quizzes,
corporate videos, new slots, documentary shorts and features films, animations,
feature films, TV series and serials), enabling them to identify the key features in each.
The focus should be on how key features are crucial in identifying the type of moving
image production. You may wish to do this in reverse: start with the key features and
allow the learners to identify the format.
The first part of learning aim A will enable learners to become independent and link
their own viewing habits to their own work. Vlogs or internet programmes could also
be viewed via websites such as YouTube. Learners should be encouraged to have free
selection of productions which demonstrate the key features of each type, although
you may wish to provide examples within each category for analysis by your learners.
In learning aim B, learners should identify how ‘meaning’ is constructed through
technical elements in one specific moving image production. The focus is on how
camerawork, mise-en-scène, sound and editing are ‘read’ by the viewer. TV adverts
are a good example of short forms through which to conduct this analysis. You could
begin with camerawork and the various shot-types before moving onto how these
shots focus on aspects of mise-en-scène, how they are placed next to each other
through editing and how the sound seeks to complement the purpose of the scene. At
this level you may wish to start by showing still images (paused) and asking them to
interpret what they see (what can you tell about this character from his costume,
stance, etc.) and then reveal more of the scene, complete with editing and sound to
affirm their reading or anticipation of the character.
Learners may wish to look at news segments, which are also short in format and can
be accessible at home. This type of format will again allow all technical elements to be
analysed including the manner in which the newsreader is dressed, sat, shot, edited,
etc. To aid learners, you could give them a grid to map out camerawork,
mise-en-scène, sound and editing. Through this grid they will be able to map their
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understanding of the technical elements within a particular moving image production
or productions.
In learning aim C, learners will apply the knowledge gained throughout learning aims
A and B by working from a brief to produce their own moving image production. The
purpose and format of the product should be identified in the assignment when
distributed to learners (and should be appropriate for your centre and resources).
Pre-production planning will be necessary to ensure organisation and this should be
done in conjunction with Unit 2: Planning and Pitching a Digital Media Product
(documents should include recce, storyboards, scripting, health and safety
arrangements, etc.). In this production portfolio learners should have considered
elements such as the logistics of transport, moving equipment, resources (e.g. types of
microphones, props, green screen), legal requirements (e.g. watershed), ethical
(e.g. promoting violence) and costs, including buying props and paying transport fares.
The pre-production and production work should show personal management skills,
which you will need to observe and document. In this unit, learners may wish to
capture sound and/or music but the edit might be a ‘rough cut’ only. It must be
emphasised that post-production is not the focus of this unit, rather it is on production
and the way in which your learners use technical elements like camerawork and
mise-en-scène to ‘speak’ to the audience and to convey meaning. In this way a piece
of moving image with no dialogue is just as valid as a piece of drama: performance is
not being assessed.
Once their final production has been completed you could encourage reviews of work
through class screenings or by uploading clips to social network sites. If an industry
expert is invited in, an opportunity to select the most ‘appropriate’ and ‘innovative’
moving image production could be an effective way of enthusing learners.
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Getting started
This provides you a starting point for one way of delivering the unit, based
around the suggested assignments in the specification.
Unit 3: Digital Moving Image Production

Introduction
To introduce the unit you could open up a discussion about the viewing habits of learners.
Learners could be asked to reflect on what formats of programmes they, and others,
watch. Then, they can identify which platforms they watch these programmes on.
You could hand out a glossary for learners (including camera shots, mise-en-scène,
audience types and sound). Learners could play a matching game on cards, where the
definition should be matched with the key word. Alternatively, they could be given a key
term to research or they could ‘link’ the key terms on a sheet to their definition in terms of
key features here.
Learning aim A: Understand the key features of moving image productions

●

Give learners a list of formats, such as series, documentaries, quiz shows,
animations and promotional videos, etc. Using flipchart papers, learners note down
as many different names of programmes as they can think of using a strict timeframe, with a timer on the board with a stopwatch.

●

Identify how products entertain, educate or inform, persuade or promote.

●

Explain the importance of learners identifying different features within different
formats. Compare advertising features with the features in fiction and factual
programming. Encourage learners to use the glossary provided at all times.

●

Show advertisements for competing products. Question learners: How do these
advertisements entertain, educate or inform, persuade or promote? How are the
key features used differently in each? Learners begin creating a digital media (e.g.
Mixbook, Prezi® for Sliderocket) presentation on different programme types with
specific examples. Learners will present their findings on key features. After the
presentation, you could encourage questioning and discuss how audiences are
targeted through specific formats and their use of key features.

Assignment: Tentlee Tea Campaign: A 30-second TV commercial (Part 1)*
Learning aim B: Understand the technical construction of a digital moving image
production

●

Give learners a quiz on key glossary terms handed out to them at the beginning of
the unit. A crossword would also work with this activity.

●

Question learners on how ‘meaning’ can be created in programming. Using flipchart
paper, learners note down how they believe meaning is created in a specific piece.
Camerawork, especially specific shot types, should be analysed here. This could be
done with stills where learners are asked to identify the name of the shot, or, vice
versa, the names of the shots are provided and the learner must draw the matching
shot. Once shots are identified correctly, learners should complete the following
sentence for each: This shot is ‘most often used when/to signify …

●

Hand out a grid with technical areas covered (camerawork, editing, sound,
mise-en-scène, etc.) on the left-hand side. Learners should be given two case
studies in class or can select their own product types for analysis (2B.P2, 2B.M2,
2B.D2, 1B.2).

●

Highlight technical areas. Watch an advertisement that is targeted at their age
group; learners note down (on the grid) how advertisements such as ‘Maltesers’,
‘Lynx’ and ‘Pringles’ (which can be found on YouTube) construct their format for a
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specific purpose and audience. Model ‘in depth’ analysis (they will be creating this
for learning aim B). You could write this or use past distinction work. Question
learners on their understanding by getting them to mark the analysis work.
●

You may like to show an episode of a recent TV show. Play the episode and
analyse this textually in class using the glossary and the grid.

●

The final analysis will be of an advert from a specific list you provide. You can ask
them to view this using the computers and headphones; this may enable learners
to concentrate more effectively.

Assignment: Tentlee Tea Campaign: A 30-second TV commercial (Part 2)*
Learning aim C: Produce and review a digital moving image production

●

Get learners into groups of 3 or 4 and allow them to discuss clear roles in terms of
the production. Learners should create a ‘thought shower’ on flipchart paper or on
Prezi® software that documents what their advert idea is. Give this production
meeting a specific time-frame. You may want to give learners more structure than
this, but it is often more creative to get them to come up with a raw idea.

●

Ask learners to split up their group. Two learners will create a treatment or a ‘reaction
to a sample brief’ which could be split into the following: a reaction to the brief, how
purpose is created, how it will promote the product and how it will capture key
narrative elements. The remaining learner(s) will create a ‘mood board’ or ‘an
inspiration board’ with images from the internet that relate to their idea. Encourage
them to focus on props/costumes/settings and characters, in particular (general
construction).

●

If your institution has a TV studio and advanced equipment, workshops could be
embedded here on rotation so that learners are aware of equipment.

●

The reaction to the brief and the treatment and inspiration board should be
submitted and signed off by you, but there is a possibility here to get an industry
expert to do this if you have contacts.

●

You may want to model and scaffold the documents needed for a ‘planning
portfolio’ in front of the class. You may also want to create templates for them
that they can fill in using Word. Learners begin the ‘planning portfolio’, which
consists of casting, rehearsals, storyboards, shot lists, lighting test shots,
prop/costume/make up lists, location/recces with photographs, personnel
requirements (in the form of call sheets), equipment booking forms, and health
and safety. Key dates must be communicated in a calendar and spreadsheet so it
is noted when learners are ‘off site’.

●

Learners must decide what the purpose of the product is by reading the brief
carefully. Learners must also decide how the product will be constructed.
Encourage learners to decide what audience response they wish to procure from
the final product. Is the product to persuade, to inform/instruct or educate, to
promote or increase awareness, or capture a narrative?

●

Give learners a strict deadline to work to here. If the group work well together it
shouldn’t take more than a week to complete the pre-production materials.

●

Instruct learners to come up with a shooting schedule in the form of a calendar.
You should sign this off and keep a copy so you are aware of where learners are
on specific days (if they are allowed to leave the premises).

●

You should direct learners’ organisation by giving them a checklist. On this
checklist, learners are able to sign off production materials they’ve completed.

●

At the end of each shooting period there should be a full equipment check, which
includes the microphone, camera and tripod. You may also wish to ask learners to
show the material they’ve filmed to make sure they are ‘on task and to schedule’.
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●

Learners will edit a ‘rough-cut’, which can be reviewed by the class, but you can
judge this on how much time is available. There is a possibility to use the textual
analysis grid from learning aims A and B here.

●

Prior to burning the product to DVD, sign-off the final product. Learners may wish
to upload to YouTube to get learners used to alternative platforms.

●

Once the disk is burnt, there should be a final exhibition; there could be an
opportunity to invite an industry expert to view the product and submit expert advice.

●

Direct learners to produce a final evaluation of the product after class review and
possible expert advice. The evaluation may take the form of a recorded
commentary as a supplementary track over the moving image production. This will
include aims of the brief, planning, strengths, areas of improvement, review and
feedback. You could even model an evaluation yourself. For pass level, this should
be presented in the form of a summary, and for merit and distinction, choices
should be considered and how the brief has been fulfilled (2C.M5, 2C.D5).

●

All work must be submitted in a production folder (preferably digital) with a clear
checklist/feedback sheet.

Assignment: Tentlee Tea Campaign: A 30-second TV commercial (Part 3)*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications and
to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 4: Digital Audio Production
● Unit 6: Website Production
● Unit 9: Digital Editing for Moving Image
● Unit 11: Animation for Digital Media
● Unit 12: Digital Audio Editing
● Unit 14: Writing for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
The textbooks listed below are aimed at A-Level learners, but it may be worth
selecting some practical information from them for learners. The Media Student’s
Book (2010) has some useful information on the purpose of advertising.
Branston, G. and Stafford, R., The Media Student’s Book, Routledge, 2010
(ISBN 978-0-41555-842-6)
Has individual units on how and why media is created and a chapter based on the
power of advertising. This book is also downloadable in sections.
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Wall, T. and Long, P., Media Studies: Text, Production and Context, Longman, 2009
(ISBN 978-1-40585-847-2)
Contains useful activities of ways to communicate media practices to learners.
Videos
www.youtube.com
A selection of adverts and promotional material that can be used for analysis
activities can be found here.
Websites
www.prezi.com
Online presentation software.
www.sliderocket.com
Similar to the above, but easier to use for lower ability learners.
http://www.mediaknowall.com/as_alevel/alevkeyconcepts
Can help the teacher and learner in knowing what is required from a media product
in terms of audience, narrative, genre, etc.
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Delivery guidance
Approaching the unit
Audio, or sound, splits into two distinct areas: audio that accompanies an image,
either still or moving and audio that doesn’t have an accompanying visual stimulus.
Learners will be familiar with TV and film, which is usually accompanied by an audio
soundtrack, and media products that are solely audio, for example music tracks from
personal devices. However, learners may not be familiar with speech radio, for
example BBC Radio Four, or podcasts. It is therefore recommended that stand-alone
audio is played in short bursts at first, until learners are more familiar with it. A good
way to get the learner’s attention is to play a moving image product, replay with the
sound turned down and then finally play the sound without the moving image. This
way it is easy to demonstrate the essential nature of the audio that accompanies the
moving image and, at the same time, emphasise that the sound is very often taken
for granted.
This unit can be delivered and assessed in conjunction with other units which require
sound, such as Unit 3: Digital Moving Image Production, Unit 6: Website Production
and Unit 7: Digital Games Production. The core units can also be linked to the
content of the audio units.

Delivering the learning aims
Learning aim A introduces the many applications and uses of audio in the making of
media products. Audio can fulfil a number of functions when included as a component
of a media product, depending on the type of product being produced. Irrespective of
the type of audio to be produced, learners will need to be made aware of a wide
range of audio and the ways in which it is used across a whole range of media
products. Examples should be used in the classroom, to show how audio is used in
each sector of the media industries. Learners could be charged with collecting
examples of different applications of audio from each media sector.
The audio industry, like any other, uses specific technology and has its own terminology,
or language, with which learners should become familiar. One way to achieve this is to
describe, define or give a particular term, confirming learning with question-and-answer
sessions or allowing learners to deduce the meaning of this for themselves.
As part of learning aim B, learners will need to be introduced to a variety of audio
file formats and the notion of compression when applied to the reduction in size of
audio files, such as MP3 files. Compatibility of uncompressed formats with the two
main computer platforms (PC and Mac) and their respective audio players will also
contextualise this aspect of the content and the differences between mono and stereo
should also be explained. The effects of the environment on the way we hear sounds
and the way they will be recorded should be examined. This can be exemplified easily
in interiors by taking learners into contrasting room environments, for example a
locker room and then comparing that environment with a staff lounge or other
heavily-furnished space. Contrast this by taking learners outside into a playground
(pointing out the effects of weather (wind) and by moving closer to the road where
the effects of traffic noise will obscure the sounds of voices). Learners could be given
the opportunity to visit an acoustically-treated recording or radio studio to experience
the effect on sound of an environment that is prepared mechanically to facilitate
recording audio without being affected by the acoustics of interiors or exteriors, or
extraneous sounds. Learners should be made aware that once on a recording, effects
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like reverberation (as in a bathroom) and echo (e.g. in a pedestrian subway,
underpass or cave) can’t be removed, hence the need for ‘clean’ recordings. It should
also be noted, however, that it is virtually impossible to achieve a completely
soundproofed environment without high financial cost.
Learners should be made aware of a range of microphones available to the audio
recording industry and their specific uses, (encourage visits to the manufacturers’
websites to download copies of their current product brochures).
When recording audio encourage learners to follow a series of steps, depending on
the nature of the audio being recorded. This involves selecting the correct
microphone for the task, being familiar with microphone placement relative to the
source of the sound(s) being recorded, ensuring that there is no likelihood of
extraneous noise spoiling the recording (this can include cable noise, knocking the
recorder when recording and noisy observers) and adopting a series of pre-checks
prior to, and immediately following, a recording. An audio recording should be
planned and each step logged in a notebook.
Learning aim C is the point at which the learner puts into operation all the
knowledge from learning aim A and the technical understanding and practice from
learning aim B. When considering producing an audio product it is essential that the
audience for the product has been investigated and that Unit 1: Digital Media Sectors
and Audiences can facilitate this. The core Unit 2: Planning and Pitching a Digital
Media Product provides the means whereby the learner can produce detailed planning
prior to undertaking the production of a media product. This unit specification gives
an order of events which should be followed during the recording stage of the
production of an audio product and you should be in a position to observe some of
the procedure, to be able to complete an observation record of the learner’s activities
that will form part of the assessment. The learner should ensure that each step of the
recording process is logged as part of the evidence of process and from this and the
recording you will be able to evaluate their own recording work using a
professionally-recorded equivalent piece as a measure of comparison for technical
quality, along with references to their original intentions.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 4: Digital Audio Production
Introduction
Start by playing short extracts of examples of media products that demonstrate the
essential nature of sound as part of the media product. Choose examples that are
similar to the sort of audio product that is within the ability of the resources of the
school to produce, for example an interview from a BBC factual radio or TV
programme. Emphasis should be on recorded dialogue, with background sound effects
and ambience. The recording of music tracks by bands is outside the scope of this unit
because it requires significant resources.
Learning aim A: Understand the uses and purposes of digital audio production
●

Introduce the wide range of audio to be found in creative media products by
playing to your class a film clip containing music, sound effects, dialogue, silence
and noise. Initiate a discussion that investigates the reason for the presence of
each audio component. Expand the exercise by playing an audio only piece, e.g. a
clip from BBC Radio 4’s The Archers programme or a radio drama clip. Both of
these will include actors’ voices and background sounds. This can be developed by
playing the soundtrack for an online advert and the sound effects on a computer
game. Learners can add to their portfolios by gathering their own examples of
recordings, which they can then describe, explain and analyse as the first part of
the task for this suggested assignment.

●

Ask learners to build a log of all the different types of audio that are used in media
products in each sector of the media industry. Encourage them to investigate the
subtle differences in application of audio in media products and how these
differences are used to advantage, e.g. in radio and TV: a bulletin (news),
continuity announcements, readings (as in audio books), interviews (between an
interviewer and an interviewee), news reports (which include studio-based lead-in,
links to location-based reporter, expert testimony, eye witness accounts, survivor
testimony) and discussions (between two or more people and how they differ from
interviews.

●

Using the examples of audio from the range of creative media products that they
have investigated, learners should start to explain the purpose of each type of
audio, both in conjunction with accompanying moving images and as standalone
audio (radio programmes) and how it is used to create mood, e.g. tension, fear,
laughter, authority, ambience (as in background sound effects), rhythm/pace
when music tempo is increased to match the action; how it is used in film to
reinforce (pleonastic) or contradict (contrapuntal) the image; and how sound is
used functionally (to convey information), to persuade (through dialogue or
repetition), or for character identification.

●

Learners then either present their findings to the class, e.g. using a PowerPoint®
presentation, or compiling a written report on the audio recording techniques they
have investigated. If presented verbally to an audience, this should be recorded
using a video camera and retained for internal and external verification purposes
and the teacher should complete an observation record of each learner’s
contribution to the presentation.

Assignment 1: Uses of Digital Audio Production*
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Learning aim B: Understand the technical requirements for digital audio
production
●

As preparation for the recording section of learning aim C, demonstrate a range of
file formats working in a computer suite. Link your computer to a projector or
SMARTboard. Through demonstration outline the various digital file formats, e.g.
uncompressed, WAV, AIFF, CDDA, compressed, MP3. Using a wave editor, e.g.
Audacity, demonstrate, and then get learners to follow, this procedure to import,
export and convert WAV and AIF files to MP3 files. Follow this with a
demonstration of the range of audio listening devices in current use and explain
the difference between mono and stereo audio.

●

Introduce the recording of audio in different environments by explaining about the
acoustic nature of different materials. Direct learners to experiment with different
absorbent and reflective surfaces so they can assess the degree of reverberation
time a space should possess. Take them outside and let them experience audio
interference from wind, ambient background, traffic and aircraft noise. Relate this
back to the examples used in learning aim A and establish links to specific types of
audio. Talk about how effects need to be introduced to simulate situations where
the parameters relating to the origins of particular sounds make it impossible to
record the authentic sound.

●

Deliver a practical demonstration on the uses of a range of microphone types.
Demonstrate how uni-directional microphones differ from omni-directional
microphones and point out their uses. Demonstrate the proximity effect (bass tipup) with respect to proximity of the microphone to the sound source. Draw
attention to the different methods of construction and the relevant differences in
physical ability to resist impact.

●

In order to demonstrate recording techniques and procedures it will be necessary to
deliver a workshop or further practical demonstration of recording techniques for the
class to mimic your actions. The resulting recordings can then be played back and
compared with each other.

Assignment 2: Technical Requirements for Digital Audio Production*
Learning aim C: Produce and review digital audio for media productions
●

Present learners with a brief. Ensure it is clear and in two parts: first the planning
documentation, which should be submitted prior to conducting the recording, and,
secondly, the recording itself, which should be observed and observations
recorded on an observation record document. This authenticates the learner’s
work as being that of the learner in question.

●

The preparation documentation should include a checklist of what should be done
to prepare and evidence of the preparation having been completed. The following
is a list of the tasks that the learner should be expected to complete.
Preparation and planning

●

Idea for the subject of the recording, e.g. an interview, discussion, performance,
reading, etc. (can be devised by teacher). The learner should be the one to
conduct the recording, so the recording should not be of the learner.

●

List of equipment required and justification (the suggested equipment is a portable
audio recorder with a plug-in microphone of an appropriate type and construction.
If this task is to be part of a moving image product, it would be a video camera
with an appropriate separate microphone.

●

Evidence of having contacted the contributor(s) and confirmation of agreed time,
date and place for recording, along with a list of the topic(s) to be discussed.

●

Recce plan of location identifying any potential interference to the quality of the
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recording. (This would usually require a visit to the venue prior to the recording.)
Recording
●

Depending upon the format of the recording, i.e. face-to-face, vox pops or
recorded effects, arrange the position of microphone as suitable.

●

Set the recorder and conduct a short test recording to ensure record levels are
within appropriate limits (approximately -12 to -4 db).

●

The learner to conduct recording while teacher observes and completes
observation record of task.

●

When the recording is complete, the learner should thank the contributor(s) and
proceed to a workstation (computer), upload the file from the recorder and replay.
No editing is required in this unit.

Assignment 3a: Producing a Digital Audio Recording*
●

Ask learners to select an example of a comparable industry standard audio product
that they have used in the previous activities and ask them to compare it with
their own audio product. Learners should be informed repeatedly that they are not
being expected to perform to professional standards, but are being expected to
compare their work with professional standards and to state exactly how their
work compares to professional standards.

●

Give learners a prompt sheet containing possible questions that they should ask
themselves including:
o How does my audio product compare with the chosen professionally produced
product when the following are considered:
– How clear is the dialogue?
– Is there any unwanted background noise?
– Is the running time accurate?
– Is the microphone placement correct?
– Are the levels appropriate?
– Does the item flow well?
– Does it start and end appropriately?
– Is the balance equal?
– If it is a stereo recording is the channel separation within accepted
tolerances?
– If this is a film or TV soundtrack does it match the onscreen action?

●

Learners then produce a report, which can be written, audio-visual or a
presentation (using e.g. PowerPoint®), that reviews the strengths and areas for
improvement of the recording work produced.

Assignment 3b: Reviewing Strengths and Areas for Improvement of Recorded
Products*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.
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Details of links to other BTEC units and qualifications, and
links to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 3: Digital Moving Image Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 9: Digital Editing for Moving Image
● Unit 12: Digital Audio Editing
● Unit 14: Writing for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Branston, G. and Stafford, R., The Media Student’s Book, Routledge, 2010
(ISBN 978-0-41555-842-6)
Websites
www.unippm.co.uk/
Universal Production Music Library represents probably the largest group of
production music recordings in the UK. It contains the Chappel, Bruton and many
more key names in production music.
www.jiscdigitalmedia.ac.uk/audio/advice/basic-audio-editing
Part of the JISG Digital media website. This website contains a series of audio
related topics that may be useful in other units in this qualification.
www.freeplaymusic.com
This site provides a comprehensive collection of High End Broadcast production music
spanning all the popular musical genres. Music and sound effects are available for
download, copyright and royalty free.
http://sampleswap.org/
Provides professional quality free audio samples and electronic music.
http://freemusicarchive.org/
The Free Music Archive is an interactive library of high-quality, legal audio
downloads.
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Unit 5: Digital Publishing Production
Delivery guidance
Approaching the unit
It is essential you introduce learners to a wide range of digital publications at the start
of this unit. Learners may already have accessed e-newspapers and e-magazines on
their computers, tablets and smart devices. You should give them access to the range
of digitally published products across a range of formats and devices as identified in
learning aim A.
This unit gives the learner an opportunity to demonstrate their skills in bringing
together a range of materials, such as text, images, and graphics, to produce a digital
publication. It is also appropriate to link the work undertaken in this unit with work in
other units. For example, the publication could be included as a link in work produced
in Unit 6: Website Production.

Delivering the learning aims
In learning aim A, learners will need to understand that traditional print material is
being replaced, largely by digital versions whose inherent focus is on interactivity.
Digital publishing is transforming the traditional print publishing industry and the
techniques and technology involved in its production, distribution and exhibition
processes. However, the fundamental skills of layout, readability, integration of
elements and content creation remain the same as ever and this unit focuses on
these skills in the digital age. You should ensure that your learners have full access
to the internet in order for them to explore a wide range of digital publications, such
as e-newspapers or e-magazines. However, learners are not required to work online
in the creation of their publication; rather the requirement is to ensure their
publication is in digital form. If learners wish to create websites from which to link
their publications then they are encouraged to undertake Unit 6: Website Production.
Learners need to demonstrate understanding of what digital publications are, how
they are used and where they are published. To do this they will need to access a
wide range of digitally published products through a range of publishing platforms
and devices, e.g. iPad®, smartphone, Kindle®. They will then report on their findings
in an appropriate way. This may be in the form of a written report (a blog perhaps),
a presentation or an audio-visual report. This initial research will allow the learner to
gain an understanding of professionally-produced digital publications.
For learning aim B, learners should use the understanding and knowledge gained in
learning aim A to develop their own skills in digital publishing. You should give
learners the opportunity to experiment with techniques and technology in order to
inform the development of their own digital publication. In order to do this they must
be given relevant opportunities to acquire digital materials, use and experiment with
digital tools, and save digital material in an appropriate format. It is essential that
learners are given the tools to create content, experiment with this content and then
to store this content. In order to do this, learners could be given a short brief or
commission to produce a simple, one-page digital introduction to themselves. The
learner could produce some text-based material around their likes and dislikes, and
their choices of music or books. They could include a photograph of themselves
and/or a short video or audio introduction to themselves. This could then be stored
securely on the virtual learning environment. This will give the learners some initial
skills in sourcing materials and integrating this material into a basic digitally
published product.
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Learners will use the understanding and skills developed in learning aims A and B to
produce a complete digital publication for learning aim C. It is essential that
learners are given appropriate guidance on the ways in which to develop their
product. Guidance will need to be given to learners to help them to understand the
range of concept ideas they will need to develop. They should be given examples of
concept development activities. These may be mind-mapping activities that lead to
focus groups with the target audience, or face-to-face interviews. This may well be
the learners’ first opportunity to undertake this type of activity, so support and
guidance will be essential. It may be appropriate to undertake a Dragons’ Den
approach to allow learners to pitch their ideas to you and their peers. This activity
will give the learner an opportunity to produce some initial ideas, present this with
some trial layouts and then modify their ideas in light of feedback (see Unit 2:
Planning and Pitching a Digital Media Product).
When the learner has completed this phase and has clear plans for a digital
publication, they must be supported in the pre-production and production stages. It
is good practice to develop a range of pre-production and production paperwork
templates that the learner can use to develop their own documentation. It is also
good practice to have completed examples of these documents available, possibly in
a virtual learning environment (VLE) or in hard copy, so that learners have an
understanding of what is required in each document.
You must ensure that the learners’ work can be safely and securely stored and
accessed. It is useful to encourage learners to keep a blog on which to store their
experimentations, concepts, ideas and thoughts. Sites such as Tumblr or WordPress
can be useful in this context. It may be appropriate to do this on a VLE as long as the
platform has the capability to support a combination of text, graphics, images, audio
and video material where necessary. It is recommended that you give the learner an
opportunity to fully test their digital publication for readability. This will give them an
opportunity for reflection on the quality of their work.
Learners need not necessarily publish their publications online; digital editions in
accessible and appropriate formats will suffice as evidence.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 5: Digital Publishing Production
Introduction
It would be useful to start the teaching of this unit with an introductory presentation
on what digital products are. This could be in the form of an interactive presentation in
which you demonstrate properties of digital publication. You could share a
smartphone, Kindle® and iPad® among the group and ask them to describe the
features of material published in this way.
Learning aim A: Know about digital publishing opportunities
●

To start their research ask learners to find examples of a range of digital
publications and capture a screen shot of each one with annotations of the
features of the publication, e.g. text, graphics, video, audio and interactions.

●

Learners can then present their findings to their peers in an appropriate manner,
e.g. a presentation or illustrated report.

●

Learners should then undertake research into how digital publications are used.
To do this they should investigate a range of opportunities for digital publishing,
possibly taking into account their earlier research. It may be appropriate to give
the learners a writing frame that has four columns: column one for the name of
the digital publication, column two for the purpose of the publication, column
three for the potential audience for the publication, and column four for
identification of the digital publishing platform on which the publication should
appear. This will develop the learners’ ability to explain and compare digital
publications. It will also allow them to demonstrate an understanding of the
different ways in which digital publications can be published.

●

Outline traditional publishing methods through a presentation covering linocut to
lithography, with examples of different techniques. Learners could experiment
with producing simple linocut of a letter shape that they could then print with ink
on to a sheet of paper. Create the same letter shape using digital techniques to
compare the complexity of each process. This activity would give evidence of
understanding of traditional and digital techniques and technology. The learners
should be encouraged to note the advantages of digital publishing in their
responses.

●

Ask learners to keep an ongoing log or blog of their work. This would give them
the means to store their investigation, their screen grabs and thoughts on their
work. You could add comments to their work that allow for date stamping to
ensure that work can be monitored effectively.

●

Ask learners to undertake online research into how text, images, graphics and
interactive elements, such as video and audio, are combined in digital
publications. Learners could use their earlier investigations and identification of
digital resources to review and report on the interactive elements in digital
publications. This will involve their understanding of how the different elements
combine and being able to use comparison techniques when considering this.

●

Learners then produce an appropriate report of their research. This may be in the
form of a written and illustrated report, a blog or a presentation. It would be
appropriate to involve all learners in this process and they could undertake peer
assessment on the reports presented.

Assignment 1: Exploring Digital Publishing*
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Assignment 2: Exploring How Text, Images, Graphics and Interactive Elements are
Combined*
Learning aim B: Understand the use of digital publishing technology and
techniques
●

Begin with a workshop on the digital technology that the learner will have access
to. This will give them the confidence to use these resources to produce their own
digital products. Learners should record all of their workshop activities in their log
or blog as this will aid them when they start the production process.

●

Learners will use a wide range of tools in order to develop skills in using digital
tools. These experiments should allow the learner to source and produce basic
text, images and audio-visual materials. Basic tasks could be set to allow the
learner to source materials and then begin to integrate them.

●

Once learners have the skills in using the technology they should experiment with
techniques and technology. You should present the learners with a range of
activities that allow them to undertake effective experimentation. This will involve
capturing images, developing text and graphics, and sourcing or producing
interactive elements, such as audio or video. Learners will require guidance and
support in the initial stages of this activity. Once they have the skills and
confidence they can then be encouraged to work independently.

Assignment 3: Using Digital Technology and Techniques*
Learning aim C: Produce material for digital publication
●

Give learners guidance on the skills necessary to develop a concept for a digitally
published product. This could take the form of a short presentation, with
examples of mind-mapping and research activities. Learners should be able to
discuss their concepts on a one-to-one basis with you and with their peers. This
will lead to the learners developing their own concepts for a digital publishing
product. They will build on the knowledge gained from initial activities and
develop an appropriate concept. It will be useful if the learner is allowed freedom
to develop a concept for digital publishing that really motivates them rather than
imposing a blanket idea for all learners.

●

Arrange a discussion or focus group to allow learners to test their initial ideas,
gather some feedback and make changes to their concepts, where necessary.

●

Learners must be encouraged to review current practice and existing products, not
only in the design of the product, but also the publishing platforms used. This will
require the learner to access a range of existing products using a range of
publishing platforms. These products could be e-newspapers or e-magazines,
interactive websites, e-books, etc. Learners should review products that are similar
to the ones that they intend to produce. This will give them further understanding
of professional practice that they can then bring to their own products.

●

In order to achieve a merit or distinction the learner must be encouraged to
develop a creative or imaginative concept.

●

At this point you should give the learner the hardware and software to produce a
trial layout in an appropriate format. The trial layout could be given to their peers
and their thoughts on the layout could be used for further development of the
concept.

●

It is essential, at this point, for the learner to be given the hardware and software
to achieve the production of their digital publishing product. A 'hands-off'
approach to facilitate learners would be good practice. Those learners requiring
further support and guidance can be identified and support given on a one-to-one
basis.
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●

It would be good practice for the learner to keep careful records of their preproduction and production work (keeping a blog or log-book in which they store
their development work, trial layouts, research finding and documentation, e.g.
mind maps, schematics, production schedules).

Assignment 4: Produce a Digital Publishing Product*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
links to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production:
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 6: Website Production
● Unit 10: Digital Photography for a Media Product
● Unit 13: Graphic Design for Digital Media
● Unit 14: Writing for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Newer and more up-to-date versions of software are always coming on to the
market, so it is a good idea to keep an eye out for new developments. The following
links are recommended at the time of publication.
Cohen, S. and Burns, D., Digital Publishing with Adobe InDesign CS6, Adobe, 2012
(ISBN 978-0-321-82373-1)
Smith, K., The Publishing Business: From P-Books to E-Books, AVA Publishing, 2012
(ISBN 978-2-940411-62-7)
Websites
There are a variety of free software packages available to develop digital publishing
products. However, newer and more up-to-date versions are always coming on to the
market, so it is a good idea to keep an eye out for new developments. The following
links are recommended at time of publication.
www.apple.com/ibooks-author
Apple’s iBooks Author is a program where you can merge text, images and
interactive media to produce iPad® products.
https://kdp.amazon.com/self-publishing/help
Amazon’s page for self-publishing for Kindle®.
www.mobipocket.com/dev/article.asp?BaseFolder=creatorpublisher
Mobipocket website supports Kindle® publishing.
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www.adobe.com/uk/products/indesign.html
Adobe’s InDesign software package remains the standard for professional publishing,
and recent versions offer more support for digital publishing.

64

Delivery Guide – BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

UNIT 6: WEBSITE PRODUCTION

Unit 6: Website Production
Delivery guidance
Approaching the unit
The unit could be delivered symbiotically with other relevant units, in particular those
that involve digital media production, such as moving image. While allowing the
development of a wide range of media skills and techniques, this is also an
opportunity for your learners to develop skills and expertise in the use of industryrelevant hardware and software.
To further develop their appreciation and understanding of website production, your
learners will learn about, and develop, their own technical and creative skills in the
process of producing their own web pages, informed by their research and analysis of
a diverse range of existing websites (developed for different purposes and
audiences). Testing and reviewing their work will encourage your learners to consider
accessibility and website design issues.

Delivering the learning aims
Learning aim A introduces the context and purpose of websites. Learners will
develop their understanding of the use of computers and other devices to access the
internet and web browsers. You should give an overview of the bigger picture/macro
view, as well as encouraging your learners to develop their analytical skills through
examination of a range (e.g. static http://www.rani.uk.com/ and dynamic
http://www.facebook.com/) of websites and their specific purpose/s. You can actively
engage learners by initiating a class discussion, asking probing questioning (e.g.
What is the age group of the audience that this website is aiming to attract? How do
you know this? You could suggest examination of the page design, colour and use of
typography to help them to answer) and providing an exploration of relevant digital
resources (e.g. mobile phones). You should ensure that investigation is broad and
varied in its range of websites, and that analysis can be used to inform design
decisions in the learners’ own productions.
Learning aim B covers the technical requirements for website production.
Encourage your learners’ enthusiasm by teaching them how to write very basic web
pages in raw html and then developing this with the addition of hyperlinks and
colours. Previewing these pages in a web browser and testing the hyperlinks can be a
satisfying and motivating insight for learners. From this foundation you can introduce
your learners to the technicalities that distinguish static from dynamic websites. You
should build further understanding of the technicalities of the processes which control
the design and content of websites at a pace to suit your learners, with an emphasis
on the importance of file management to ensure effective control of their website
production. Your learners should also be informed of current developments and
practice in web design. Here, they might benefit from the insight of an industry
professional that could come and speak to them.
Learning aim C covers your learners’ application of the skills and knowledge gained
in the previous learning aims. While occasionally some learners may attempt a topdown approach, they should all be made aware of the importance of planning and
preparation for successful website production. You should ensure that your learners
form a clear understanding of the intended purpose and audience of their own
website (e.g. a CV website will be for prospective employers or colleges they might
apply to, whereas a recipe website might be for a diverse audience of young people
learning to cook healthy food on a small budget), as well as developing the function,
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aesthetic qualities and content. Your learners should plan and produce their pages for
a website to be stored locally (there is no need for it to be launched on the internet).
Differentiation in your teaching should allow learners to build web pages from a
simple homepage to more complicated pages, such as those containing forms or
multimedia content. You should teach your learners reflective skills and encourage
them to seek feedback during the production process, as well as on their finished
website. If possible they should seek feedback from representatives of their intended
target audience, as well as teachers and peers (e.g. a CV website could gain
feedback from prospective employers or school/college admissions staff, and a recipe
website might require feedback from a diverse audience of young people). When
testing the functionality of their websites it would be beneficial for your learners to be
able to view their work on alternative platforms and browsers other than those used
during the production phase.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 6: Website Production
Introduction
To introduce this unit you could open up a general discussion about our dependence on
the internet and ask learners to think of activities that would change if we didn’t have
it (e.g. social networking to arrange events, shopping online or using the internet to
carry out research). Encouraging learners to explore all the different purposes and uses
of websites should establish their importance in society and so link to an understanding
of the value of website production skills.
Learners could then write their own web pages (with hyperlinks between them) using a
simple text editor and saving it as an html file before previewing it in a browser. With
this initial introduction into the context and coding of website production learners can
be directed to the further and deeper learning of this unit, and an overview of the
methods, techniques, hardware and software that they will be using.
Learning aim A: Know the context and purposes of websites
●

You could begin by introducing an overview of the internet, world wide web and
web browsers, then initiate a class discussion on the purposes of websites. This
gives an ideal opportunity for team-working and delegating research tasks.

●

Learners could organise their research by drawing up a research plan using a
framework that includes internet, library and multimedia resources, and
emphasises the importance of referencing.

●

Deliver an introduction to methods of analysis in the review of websites, providing
learners with the tools for analysing a wide variety of sites.

●

Open a discussion about the purposes and uses of websites, and their target
audiences, encouraging learners to examine their own use of websites, as well as
wider possible purposes and uses for other target audiences than themselves.

●

Give your learners an activity to research and analyse the purposes and uses of a
variety of websites (see list under Topic A.2). Under the heading ‘to inform’ this
could include a news site, e.g. http://www.bbc.co.uk/news/ Under the heading ‘to
educate’, learners could look at a revision site, such as
http://www.bbc.co.uk/bitesize/ An analysis grid could be used to give a framework
for this research. Guide your learners in the writing of their full reviews from their
analysis notes.

Assignment 1: The Wonderful World Wide Web Magazine and Poster*
Learning aim B: Know the technical requirements for website production
●

Begin your introduction to this assignment with an overview of websites and an
explanation of static and dynamic sites. Model analysis of each and open a
discussion about similarities and differences. Give learners an activity to use their
notes from this session to record their understanding of what websites are. To
achieve the higher grades for this learning aim, your learners should be
encouraged to research and give examples of websites to illustrate their
explanation, and will benefit from the previous modelling of analysis (B.3).

●

Give an activity that allows learners to write web pages in html in the simplest text
editor on their computers, e.g. Notepad. Learners should save the file as
‘filename.html’ and then preview in a web browser. This can then be developed to
add hexadecimal colour code to the html and then another page/file with a
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hyperlink (C.5).
●

Your learners should be familiar with the technical and creative considerations of
designing a website. Instruct learners to construct their research in such a way
that breaks down the website design process into clear stages: key technical
considerations, key creative considerations and web-authoring methods; with a
relevant glossary of terms at each stage. These stages should correspond with
learners’ own experiences in website design work (B.4 and C.5).

Assignment 2: Web Design Instructional Blog/Vlog*
Learning aim C: Produce and review a functioning website
A visiting website designer would give motivation and insight for the learners to initiate
their own website design process. Ideally, this visiting speaker could emphasise the
importance of thorough planning and effective organisation in website design.
●

Begin by leading a discussion about the purpose and intended audience for your
learners’ own websites. Notes from this discussion could form the basis of a
presented pitch or written proposal that covers the main areas of planning and
preparation. Other aspects of planning that could contribute to this might include
site maps, navigation planning, page layout ideas and a style guide for cascading
style sheets. (CSS) (C.6)

●

Before website development begins it is essential that your learners understand
the importance of file management and naming, i.e. only the web pages’ html and
optimised content files should be stored in the website folder and file names
should be kept to eight lowercase letters. This website folder will need to be
created in preparation for setting up the site in your web-authoring software.

●

Your learners will need to be taught about web-authoring software, its interface
and controls. Once familiar with this software your learners should refer to their
planning when constructing their web pages. The production phase is likely to take
quite a lot of time and the importance of allowing learners time to familiarise
themselves with the use of the software should not be underestimated. Peer
support and group work may well be beneficial at this stage. Once confidence is
gained, your learners should be encouraged to explore the software capabilities
and develop their planning as their skills with the software improve.

●

Instruct your learners to prepare their website content, such as writing any text
and optimising images for the web, before using tables or CSS to arrange it
suitably on their web pages.

●

Throughout the web design process your learners should be encouraged to keep
checking the browser preview of their work and the function of their hyperlinks.
During the building of their web pages your learners may benefit from peer
feedback. (C.7)

●

On completion of their web pages you should deliver a taught session with the
focus on review and testing of websites. At this point you should refer back to the
purpose and target audience established early in the planning phase. Your learners
should identify from this session the aspects of functionality that they will be
testing their websites for.

●

Your learners may require guidance as to the collation of the results of
functionality testing and the summarising of this information in report format. This
could be developed from a group discussion or taught session.

●

The conclusion of this unit could take the form of a group critique in which your
learners present their website and functionality report to the class for peer review
and feedback.

Assignment 3: Personal Website/CV*
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*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
links to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production:
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 7: Digital Games Production
● Unit 10: Digital Photography for a Media Product
● Unit 12: Digital Audio Editing
● Unit 13: Graphic Design for Digital Media
● Unit 14: Writing for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Adobe Creative Team, Adobe Dreamweaver CS5 Classroom in a Book, Adobe, 2010
(ISBN 978-0-32170-177-0).
This is a comprehensive guide to Dreamweaver.
Ducket, J., HTML & CSS: Design and Build Web Sites, John Wiley & Sons, 2011
(ISBN 978-1-11800-818-8)
This is a clearly illustrated and well-written introduction to the basics of HTML and CSS.
McNeil, P., The Web Designer’s Idea Book, Volume 2: More of the Best Themes,
Trends and Styles in Website Design, How Books, 2010 (ISBN: 978-1-60061-972-4)
A recent examination of a variety of inspiring websites and their design.
Journals
www.computerarts.co.uk/
Computer Arts is a digital creative arts magazine.
www.creativereview.co.uk/
Creative Review is an advertising, design and visual arts magazine.
www.designweek.co.uk/
Design Week magazine features interiors, graphic, advertising and product design.
www.digitalartsonline.co.uk/
Digital Arts magazine features work by professional digital media designers.
www.netmagazine.com/
Web design magazine .Net for web designers with web and app. tutorials.
www.webdesignermag.co.uk/
Web designer magazine with tutorials for web applications.
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Videos
www.creare-webdesign.co.uk/blog/
Web design blog and tutorial videos.
www.lynda.com/
Some free video tutorials.
www.techterms.com/
Online dictionary of technical computer terms.
Websites
http://webdesign.about.com/od/webdesignbasics/Principles_of_Web_Design.htm
Tips on website design.
www.abilitynet.org.uk/
National charity ‘helping disabled adults and children use computers and the internet
by adapting and adjusting their technology.’.
www.adobe.com/devnet/dreamweaver.html
Adobe Dreamweaver developer centre.
www.adobe.com/uk/products/dreamweaver.html
Adobe Dreamweaver product site.
www.aoclarkejr.com/10-really-awesome-css-generators.html
Blog posts containing reviews and links to CSS generators.
www.awwwards.com/
Awards ‘for design, creativity and innovation on the Internet’
www.bbc.co.uk/webwise/
Informative, simple guide to the web.
http://css3generator.com/
Fun CSS generator.
www.howto.gov/web-content/usability/audience-analysis
Website audience analysis ‘How to’ (USA).
www.great-web-design-tips.com/
Website design tips.
www.killersites.com/
Dreamweaver and website design video tutorials.
www.lynda.com/
Some free video tutorials.
www.techterms.com/
Online dictionary of technical computer terms.
www.webmonkey.com/
Web developer resource site.
www.webpagesthatsuck.com/
Worst websites of the year.
www.w3.org/WAI/
Site of the Web Accessibility Initiative.
www.w3.org/Consortium/
Web standards consortium.
www.w3schools.com/
Free web development tutorials.
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Delivery guidance
Approaching the unit
This unit will give you a good idea about how to deliver and assess practical games
development skills, and enable you to choose areas of specialism. You may wish to
deliver this unit as a 3D art specialist route where the assets produced will be to the
specifications of current games consoles. The unit can also be delivered for mobile
and web-based games, giving you the chance to choose a 2D or 3D direction.
The unit is a chance for you to work with your learners on making or exploring
something playable. This is a very practical unit where you can teach your learners
how to create assets and how to ensure they are interactive. Learners should be
making their own assets, even if they are simple in nature.
However simply it is done, the three main tasks for learners are to find out, create
and make interactive. For example, if they were using Adobe Flash, and they created
a background in Photoshop, they could then import it into Flash. They could go on to
create a character (for example, a spaceship, creature or person) as a picture in
Photoshop and import that into Flash – and then add some stock code that enables
the character to move around the background.
Creativity is key in this unit. Material produced should be imaginative and geared
towards a target audience. This is not a technical unit, your learners should instead
be encouraged to explore creative ways of presenting their 2D or 3D games, rather
than focusing on the technical elements. Regardless of whether your learners are
creating 2D or 3D art they can achieve a higher grade, if their work is of a high
enough standard.

Delivering the learning aims
Learning aim A gives you a chance to teach your learners about the specifications
for a variety of platforms and how to create assets for them. Even if you have a
particular platform or set of platforms in mind, you should allow learners to explore
the alternative platforms (including online games) and think about how it would be
different to create a game for each.
This aim is not necessarily practical, and therefore you are not expected to have
access to a multitude of software development kits. However, you should explore
ways in which you could make the delivery or learner enquiry practice-based – this
will enable learners to develop a practical understanding of the platforms.
You should also get learners to think about who they are making the game for, and
to review some of the current likely and established audiences for games. You could
pick an audience quite different from your learners – for example, a six-year-old
child, or a busy commuter who plays games on their mobile on the Tube.
Learners should think of the audience as a specific person, to whom they give a
name, and build a mini biography that profiles this target audience. When the
learners have a clear picture of the audience for their game, they can start to think
about what kind of game experience might interest this person.
You may wish to focus your learners on reviewing games that fit in with your course,
for example, web and mobile games. If you want them to have a wider
understanding, you should provide opportunities for learners to try many different
games. Learners will probably also have access to games at home.
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Learners should be looking for specific things when reviewing games, for example,
working out how the developers created certain things, such as assets, textures,
animation and interaction. By the end of the course, learners should know how this
was done and more able learners should be able to suggest possible improvements.
One example is reviewing how trees and plants are made in 3D games, for example,
when reviewing a driving game, learners could drive over to the side of the track to
look at the scenery and perhaps work out how a tree was made in a 3D program, or
how the texture was created.
Learning aim B is where the real creative work will take place; here you will have
the opportunity to deliver your expertise in creating assets – whether you are a
coder, a 2D artist or a 3D specialist.
It is important to note, however, that you are not required to pursue all three routes
mentioned in the suggested assignments. The assignments are different ways in
which you might deliver the unit and the focus should be on creative level design.
You will not have to teach programming if you are not a programmer, as you can use
off-the-shelf games engines. You will also not have to learn how to use 3D software,
if you are not familiar with this, as learners can achieve a Distinction just as well with
2D art as with 3D art.
It is likely you will be introducing the software for the first time and delivering
lessons on how the software works for part of this unit. This may take a significant
amount of time. If so, it will be useful for learners to develop generic assets that they
will be able to use in almost any game they want to create. Environment objects like
rocks and trees, fences, barrels and so on are all good generic objects to create that
are likely to be useful later.
Ask your learners to create an asset list – they should include all of the objects,
characters, vehicles and anything else they think appropriate for their game. As part
of the review stage above, you could ask them to play a game for five minutes and
write a list of all the assets they see – it will be quite an extensive list.
From this list, learners should work out how long each asset will take them to make.
If you match that against how much time you will give them in class to do this, they
can see if they need to spend more time on this outside of class – or, more likely,
which assets they will not have time to make. This gives learners a chance to
prioritise what they will create.
Learning aim C is where learners take what they have created and make it
interactive. You will have some freedom in how you encourage the learners to do
this; it will depend on the resources available, your expertise and the focus of the
course. If you are running a programming course, you could choose to code some
interactivity in Java platforms, C or .Net, or perhaps ActionScript in Adobe Flash.
However, you do not need to be able to program code to complete this unit. For
courses focusing on 3D art, you will want to choose a game engine such as Unity,
UnrealEd or CryEngine. You do not need to achieve the sophistication of high-end
game engines at this level, so if you simply want to produce 2D graphics for 2D
games, you could deliver the unit using a straightforward off-the-shelf game engine
like RPG Maker or a variety of similar user-friendly GUI-based digital games-making
software.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification. All three
routes do not need to be completed but suggestions as to how to deliver all
three are covered here.
Unit 7: Digital Games Production
Introduction
To introduce the unit, you could split learners into small groups and give them 15
minutes to come up with ‘the platform of the future’. They should outline the
specifications, features and USP of their console, and be able to pitch the console idea
to the whole group. This will get them thinking about what gamers want from games
platforms.
Learning aim A: Know 2D and 3D digital games platforms and audiences
●

Learners should begin by actively experimenting with platforms from different
generations through structured gameplay. They should then discuss the platforms
in small groups, evaluating the features, strengths, weaknesses and limitations of
each console (centres could use emulators where there is no access to consoles).
Learners could be given dominoes with the platform’s specifications on one end and
the console’s name and picture on the other. Working in pairs they could match up
the dominoes, using secondary research to find the relevant information. They
could then put the dominoes in chronological order to get a sense of how platforms
have evolved.

●

To understand the different gamers and gameplay modes that different platforms
cater to, learners could compare and contrast an Xbox 360 FPS and an android
puzzle game. Learners could conduct similar tasks comparing PCs to consoles and
tablets to handheld gaming, using class debates to feed back their findings.

●

A teacher-led lecture on profiling audience types using demographics, specialist
interest gamers and gamer types introduces the class to the topic. Learners then
individually create a questionnaire which aims to identify the respondents’ favourite
game genres, styles and modes based on profiling strategies. Learners break down
their results based on demographics and feed these back firstly in small groups,
then as a whole group. This will enable you to show the usefulness of demographics
when developers and publishers are identifying target audiences.

●

Learners could now conduct in-depth and reliable primary and secondary research
into which game types and platforms are favoured by different audiences. When
doing this they should draw upon their knowledge of effective research techniques
and sources (covered in Unit 1: Digital Media Sectors and Audiences). After creating
their questionnaires (for primary research), learners should have them peerassessed to check they are effectively designed and contain questions which could
provide all the answers they need, before handing them out. When they have
conducted their research, learners should collate their results and present them in
an effective manner (e.g. graphs, charts, research report). Learners should use
these results to influence their assignment (their platform’s presentation or report).

Assignment 1: Group-made Game*
Learning aim B: Develop the required assets for a digital game
●

An ideal starting point would be for learners to look at and discuss exemplar game
design documents (where possible). This may be from professional sources, or it
may be teacher-made or an example of a past learner’s design document. This
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would enable learners to gain a deeper and more immediate understanding of the
comprehensive nature of an ever-evolving design document.
●

A class discussion on breaking down plot ideas into their simplest forms can help to
focus learners’ stories. Helping them to understand the idea of a character, place,
conflict or quest can encourage story ideas. Learners should also be encouraged to
consider games where there is no competition or conflict, e.g. simulation or social
networking games, or games where there is no narrative (quizzes or exercise
games). Examples of games aimed at different age groups should be shown to the
class, emphasising the variation in plot and style for the intended audience.

●

Individually, learners could now begin developing ideas, recording them in evergrowing thought showers, and making annotated notes to evaluate their feasibility,
strengths and weaknesses. For those games with a campaign or story mode
learners could expand upon their plot details and identify the three acts of the
storyline (setup, conflict and resolution). Learners working on ideas for games
without a storyline should consider the goal of gameplay i.e., do players collect
awards at each stage of play? Is there an escalation in difficulty at each level?

●

One of the most vital parts of this process will be the learners’ creation of avatars
for players. You could introduce the topic of avatars through a guided discussion on
popular contemporary games and their avatars (e.g. Master Chief in Halo, Spyro in
Skylanders Spyro’s Adventure, Sackboy in LittleBigPlanet, Sonic in a variety of
games), and the different characteristics of avatars (back story, visual look and
style, voice acting). Ensure that you cover a variety of avatars from the different
game types mentioned above. Analysing a popular avatar may help the learner to
understand the components that make up an avatar. However it is always worth
ensuring that learners have access to a wealth of secondary sources before carrying
out any game-oriented research tasks. Learners could record the results of their
avatar evaluation as an annotated poster in Photoshop, or as a video podcast with
images of the avatar used to illustrate their findings. They could then begin to
generate ideas for their own avatar using thought showers, blue sky thinking and
research techniques.

●

Learners should make considered decisions about what gameplay modes they are
including in their game, and should be able to explain these. One way to help
learners understand game modes is through guided gameplay and discussion of a
variety of games. Much of this content may already have been covered in the
learners’ research of game platforms for learning aim A, but this discussion will be
framed by the context of their own game idea and the brief they are working from.

●

Level design will be crucial in most 3D games. After a brief discussion of the main
elements of level design (such as layout, encounters, objectives, navigation,
pickups), it would be a good idea to engage the class in structured gameplay
(possibly over the class LAN). Playing a wide variety of game modes (such as
capture the flag, king of the hill, single-player platform) followed by a class
discussion on the elements involved in that levels design will enable learners to
reflect on their experiences of gameplay, and help them to gain a deeper
understanding of level design.

●

When designing their levels, learners should start by producing decision trees which
outline the flow of their levels. You could ask learners to play a level of a game and
then to reflect on its flow, evaluating the objective, encounters and barriers,
recording these reflections as a decision tree. When learners understand the
elements that the level designer has chosen and how these have affected
gameplay, they can reflect on their own level design, creating their own everevolving decision trees and producing bird’s-eye-view layout designs, with
annotations to track the changes they make. They could also produce mood boards
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that reflect the style and setting of the game in a visual way.
●

Once learners have made sufficient headway with their game concept and idea,
they should begin the process of creating imaginative and professional concept art,
drawing on their knowledge of concept art techniques and styles to create designs
for characters, weapons, vehicles, objects and environments. This could be done
through structured workshops with refresher sessions at the beginning on key
techniques and concepts. It may be useful for learners to feed back to their
‘publisher’ (i.e. the teacher/client) about the progress of their concept art on an
ongoing basis, allowing them to reflect on the development of their skills and work.

●

Learners could begin production by learning how to create basic geometries in 3DS
Max (e.g. a box, a barrel) and how to apply basic textures to these. You could
provide learners with preset meshes of more complex geometry (for use with
characters or humans), which could be used to save valuable time in class. These
could then be exported to Mudbox, where learners could create a more detailed
high poly 3D sculpture with painting and texturing, before being exported back to
3DS as a normal paint map on their original low poly model. Encourage learners to
reflect on their progress with the software through the use of blogs, audio podcasts
or video podcasts. Less able learners could be paired with more able peers who
could provide them with one-to-one support on an informal or formal basis,
scaffolding their learning throughout the process.

●

You could teach learners how to source and alter images for texturing in a guided
workshop on Adobe Photoshop, where they learn how to crop an image and use the
clone stamp tool to remove imperfections. Learners could use this knowledge to
source and alter images for use as textures in their game world.

●

The class could engage in a discussion on the relationship of music to genres and
game types. The lecturer could guide the discussion, highlighting astute
observations (e.g. the use of certain conventional western instruments such as the
banjo and harmonica in cowboy game Red Dead Redemption). Learners could then
record their findings and links to possible tracks in their design document, before
downloading the music tracks for use in their game level.

Assignment 2: 3D Game*
Learning aim C: Produce and review a digital game demo for a selected
platform
●

Begin by introducing the program and its basic layout to the learners through a
short professional-led tutorial, which could focus on introducing the program and
navigating Flash’s user interface. Learners could then take part in a structured
active workshop where they learn to navigate the program, and reflect on and
explain the purpose of the library, timeline and stage. They could record their
findings in a Flash glossary task, podcast or blog.

●

Learners should understand how the game’s intended platform will affect their
initial settings for the project, so this should be addressed early on through a
discussion or research task where learners identify the screen resolution and
dimensions for a series of devices. Learners could feed back their findings to the
class in the form of an online database which records the settings for each device.

●

Before learners begin importing files into the editor, they need to ensure their
images and audio files are optimised for their intended output. You could introduce
learners to the subject through a teacher-led class discussion where they identify
the features of different file types by comparing the effects that compression has on
image quality and storage. Learners could then conduct research into acceptable
file types for their specific 2D editor, and ensure that all of their assets meet these
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criteria.
●

The main body of technical knowledge on the usage of the editor could be delivered
through a series of structured micro-workshops, delivered by yourself or a
professional but also supported by differentiated resources (e.g. video tutorials,
printed handouts) which would allow more able learners to progress at their own
pace, and also provide scaffolding and support to all abilities in the group. Learners
could learn how to import, convert, animate and script in the 2D editor.

●

Adding interactivity to their game level will be crucial to learners’ success; they
may need to create a menu system with working buttons, a sprite that moves and
objects that set off scripted events. Learning scripting can be a daunting and
difficult process when first using Flash; to this end, you could give learners script
commands to add to their Flash projects. Learners could identify what these do and
how they work, reflecting on the process through the use of a reflective blog.

●

To test their demo effectively, learners will have to ensure that their testers are
representative of their target audience. Try to allow learners to make this link
themselves, possibly through a class dialogue; they should then start to contact
people who could potentially be testers for their demo. Encourage learners to plan
the test by identifying and booking a suitable venue for the tests at an appropriate
time, while also being mindful of needing any space for one-to-one interviews away
from the other testers. Learners should work independently to devise a list of
questions to ask their testers that will enable them to evaluate the effectiveness of
their assets, animations, their Flash games interactivity and the feel of their game.

●

Once testing of the game demo has been completed, learners will need to collate
their results and present these in an effective manner. Learners should use these
results to inform their conclusions in their final bug report, which should evaluate
their own game demo in relation to their test results, its fitness for purpose and its
intended audience.

Assignment 3: 2D Game*
*Full details for the assignment and scenario can be found in the relevant qualification
specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 4: Digital Audio Production
● Unit 6: Website Production
● Unit 11: Animation for Digital Media
● Unit 12: Digital Audio Editing
● Unit 13: Graphic Design for Digital Media
● Unit 14: Writing for Digital Media
● Unit 15: Digital Games Testing.
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Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media Production.
Check the Pearson website (www.edexcel.com/resources) for more information as
titles achieve endorsement.
Textbooks
Busby, J., Parrish, Z. and Wilson, J., Mastering Unreal Technology, Volume I:
Introduction to Level Design with Unreal Engine 3, Sams Publishing, 2009
(ISBN 978-0-672-32991-3)
Very useful to start using Unreal Engine.
Gahan, A., 3ds Max Modeling for Games: Insider's Guide to Game Character, Vehicle,
and Environment Modeling: Volume I: 1 (2nd edition), Focal Press, 2011
(ISBN 978-0-240-81582-4)
A great way to get started with modelling games assets.
Hodgson, J., Fantasy Art for Beginners, Impact, 2009 (ISBN 978-1-600-61342-5)
Concept art tips.
Journals
www.3dworldmag.com
3D World is very good for tips and up-to-date techniques for 3D modelling and
animation.
www.edge-online.com
Edge provides up-to-date industry news for the games industry.
www.gamestm.co.uk
Games TM is good for looking at current games to compare with learners’ own ideas.
Websites
http://conceptartworld.com
A good website showcasing work by some of the world’s leading concept artists.
www.freeactionscript.com
A good resource for adding action script to your Flash game.
www.gaming.adobe.com
Provides useful information for making games with Flash.
www.rpgmakerweb.com
This site has tutorials and downloads for 2D game RPG maker.
http://udn.epicgames.com
Provides resources and free downloads for Unreal Engine.
http://unity3d.com
This site has resources and free downloads for Unity Engine.
http://worldofleveldesign.com/articles.php
You can find some useful tutorials for environment artists and level designer.
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Unit 8: Media Industry in Context
Delivery guidance
Approaching the unit
This unit seeks to assess the knowledge and understanding of media industries,
focusing specifically on their organisation, professional working practices and
employment in the digital media sectors. Ensure that your learners appreciate how
this broad contextual knowledge of media industries is relevant to them. Illustrate to
them how this knowledge will help them make informed choices about the kind of
organisation they may potentially work for, how they would find employment and
how they will be expected to work within a media organisation.
As with all the core mandatory units, the content is designed to enable learners to
‘link’ their learning in one area to their understanding in another. It is important
therefore that you make explicit links to the optional units, e.g. the creation of any
digital media product is determined by the organisation of the individual media
company and industry sector for whom, or by whom, it is made. As the unit title
states, it is all about putting the media industry in context so that learners can be
fully informed about the industry in which they may one day seek employment, and
also know how the institutional organisation of media sectors affects production and
content. Ensure your delivery of the topics is, as far as possible, placed in a real
media context. Learning aim A should be taught first as it informs an understanding
of the issues related to learning aims B and C. There is plenty of scope in this unit
for cross-referencing content across the three learning aims.
The focus should be on preparing for the optional units and the summative exam
(this is an externally assessed unit) through research, discussion and analysis of how
media industries are organised, professional working practices and employment in
the digital media sectors. The unit can be taught in total at the beginning of the
course or may be ‘dipped into’ throughout the year, as and when the specific topics
arise in conjunction with the optional specialist units.

Delivering the learning aims
Learning aim A is about understanding the organisation of media industries and
how this impacts on funding and output. There is a deliberately broad range of
content to be covered in this learning aim and learners should, as in Unit 1, be
comfortable applying their learning broadly across all sectors. The focus should be on
the principles; the sector to which the principle is applied is less important. At this
level, and at this initial stage of the unit, keep your delivery tightly based around the
four topic headings. Give your learners clear and focused written case studies (with
content structured around the topic headings), to ensure that they have a factually
correct basis of knowledge. An initial case study of the BBC (TV, radio, web, or all
three) as an example of public-funded media would be a good starting place to get
learners to understand the principle of state-funded, not-for-profit output;
www.bbc.co.uk/aboutthebbc/insidethebbc is an excellent resource to use here. This
could then link to the idea of local and community media, and their role in the media
landscape.
Where possible, bring the case studies to life by organising visits to media
organisations or asking representatives from local and/or community media
organisations to come and talk to your learners about their company and what they do
(there is an opportunity here for these same case studies to be used in delivering
content for learning aims B and C). Use these case studies as the basis of essential
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factual knowledge for learning aim A (again based around the four topic headings) and
then use class debates, quizzes and presentations to explore issues that allow for
greater subjectivity, e.g. benefits/drawbacks of public funding, benefits/drawbacks of
horizontal integration, etc. Ask learners to collect and present real examples of
mainstream, independent and niche media products to bring Topic A.4 to life.
In learning aim B, learners are gaining knowledge of how workers within the media
industries are expected to work professionally. The implicit and explicit correlations
between the structure, organisation, funding and output of a media organisation and
professional working practices should be made clear to your learners; this will enable
them to appreciate the interconnectivity at play and inform their professional skills
when working together to produce material.
Initially, give your learners clear and succinct definitions of the legal and ethical
considerations (Topic B.1). Have these displayed in the classroom for reference and
ensure that your learners have written copies to use in preparation for the external
assessment. They should recognise which legal considerations/constraints apply in a
given situation; this could be delivered through quizzes and by providing media context
scenarios leading to roleplay to reinforce understanding. Class debates/discussions are
a good way for learners to explore and understand the implications of legal and ethical
constraints and codes of practice. Use topical newspaper articles, social media and
video clips to bring the topics to life. Use discussions based on such articles to enable
your learners to explore the real implications of legal and ethical constraints on
professional media practice and the implications of working to guidelines on media
organisations and products (and avoid the topics being delivered in a ‘dry’ way as just
a series of laws and codes to remember!). Make sure you include examples from
across each media sector. There is a natural link here with some content from
Topic B.2 in Unit 1: Digital Media Sectors and Audiences, and there is no reason why
they could not be combined in delivery.
Topic B.3 is about different collaborative working practices. Learners should identify
potential benefits and drawbacks of different working practices and give examples of
media organisations that work in these ways. With this in mind, and the fact that few
(if any) of your learners are likely to have had direct work experience in these areas,
Topic B.3 should be delivered through providing ‘real’ contextual examples. The same
case studies you used for learning aim A can be used here. Ask your learners to
identify, for example, the different types of working practices in operation at the BBC
(and other media institutions you used for case studies). Where possible, ask media
practitioners to come and talk to your learners about their own working practices and
those of others within their organisation (there is potential here for further crossreferencing to learning aim C). Most of the practical optional units in this qualification
will require your learners to work to a set client brief and this could be used to
explore the benefits and drawbacks of working with a client.
Learning aim C covers the different types of contracts, conditions and payments
that are commonly used within the media industry, and the range of recruitment
practices. Learners will also understand how potential employees can showcase their
work and experience to an employer. You may wish to deliver this learning aim
towards the end of the course, when learners are actually putting together a
showreel of their work as preparation for seeking employment in the industry.
You should deliver the content from the dual perspectives of both a potential
employee and employer. At this level, simple, succinct definitions of the different
types of contracts and payment options should be provided for learners at the start
of delivery. Display the definitions in the classroom for reference, and ensure that
your learners have written versions to revise from. Assess early on their
understanding of the definitions and once you are satisfied that they are able to
distinguish between the different contracts and payments bring the topic to life by
examining real and current media context jobs (from across all sectors). There is a
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wealth of specialist media recruitment websites, social media, trade publications and
local and national newspapers that can be used here for research related to the topic
headings (see below). Using the topic bullet points, set your learners ‘job research’
tasks. Again, there is an opportunity here to make use of the same case studies
and/or any guest speakers you have used for delivering learning aims A and B.
The benefits and drawbacks of the range of contracts, conditions and pay (Topic C.1),
methods of recruitment (Topic C.2) and methods of showcasing work (Topic C.3)
should be delivered and understood by learners from the point of view of both the
media industry employer and the individual employee. To get learners thinking from
the employers’ perspective, ask them to write a job description for publication.
As with all the learning aims, in preparation for the external assessment you should
encourage your learners to write down their explanations of each concept. Learners
should be encouraged to write up their notes from class activities in structured
paragraphs with feedback and guidance from you on how to refine their responses.
Eventually this kind of written work should be produced under timed conditions to
ensure that they are able to respond clearly and quickly when presented with a
question in the external assessment.
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Getting started
This provides you with a starting point for one way of delivering the unit.
Activities are provided in preparation for the external assessment.
Unit 8: Media Industry in Context
Introduction
You can use this activity at the very start of the unit as a way to help your learners link
their existing knowledge of media institutions to the unit content.
Activity 1: What do I know? Start by displaying the logos of a diverse range of media
institutions with some of their products/services. Use this as a starting point for
discussing what your learners already know about these institutions. Create a visual
spidergram by writing down observations/comments, grouping them into appropriate
topic headings (e.g. if a learner notes that there are no adverts on the BBC but there
are on ITV, place this comment under the heading Funding. If they note that the
News of the World got into trouble over phone hacking, place this under a heading of
‘Legal and ethical considerations’). There is no need to explain the headings or any key
terms to your learners at this stage; it is just a means of illustrating to them that they
already know a lot about media organisations. Ask them to copy out the initial
spidergram and keep a large display of it in the classroom for reference. Add to the
display in each lesson to illustrate their growing knowledge and understanding and
ability to apply key terms.
Learning aim A: Understand the organisation of media industries
●

Give your learners a basic template for case studies based on organisations that
match the content of Topic A.3 (e.g. News Corporation, BBC, an organisation that
publishes a local newspaper in your area, an organisation that broadcasts local
community radio in your area). Give them some of the content of the case studies
to start them off, based closely on the topic headings. Allocate case studies to small
groups of learners and set them a research project to complete the case study
(ensuring you focus their research closely on the topic headings). The groups will
then present their completed case studies to the whole class. Ensure that the
completed case studies are shared with all groups (once reviewed and factually
correct), so that all learners have gained the essential knowledge and can use them
in preparation for the external assessment.

●

If possible, take your learners to visit a local media organisation e.g. local or
community radio and incorporate it into the relevant case study. Invite a local
media organisation to send in a representative to talk to your learners and have
them prepare questions beforehand (based on the topic headings). Incorporate the
findings into the relevant case study.

●

To understand the different sources of funding (Topic A.2), drop and drag exercises
could be used to place funding sources in their correct categories of either ‘public’
or ‘private’. Provide your learners images relating to both private and public funding
sources (e.g. a lottery ticket, a TV licence, the advertising banners seen during
televised football matches) and ask them to place them into the correct category.
‘Reward’ correct answers by allocating your learners their own funding with toy
money! This could be done individually or as a whole class activity. Similarly, types
of media organisations (Topic A.1), and characteristics of media products
(Topic A.4) could be delivered in a similar way. Extend the activity further by
staging a class debate on the benefits and drawbacks of different sources of
funding.

●

Game: Where do I belong? A physical classroom-based game to consolidate
understanding of the definitions and examples of the size and structure of media
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organisations (Topic A.3). Put A3 sheets of paper on the floor with the bullet point
headings from Topic A.3 written on them (e.g. ‘National media organisation’,
‘Horizontal integration’). Call out to the class an example of either an international,
national, local or community organisation, or an organisation that is structured
horizontally or vertically. They then have to go and stand on the correct piece of
paper to show where they belong.
●

Content for Topic A.4 (output) could be covered by an extended class activity such
as that suggested below. A mainstream TV show has been used as an illustrative
example here; you would, however, need to cover all the types of products listed
and ensure that the issues of identity are also covered. This could be easily
achieved by amending this activity or allocating groups/individuals with named
mainstream, independent and niche media products to work on. The music and film
industries work well to illustrate ‘mainstream’ and ‘independent’; posters and/or
marketing material will help give a visual understanding of the difference.

●

On a large sheet of paper (or computer-based) ask your learners to create a
spidergram with ‘The X Factor’ at the centre. Using their prior understanding of the
characteristics of ‘mainstream products’, they should write detailed annotations that
illustrate the show’s mainstream characteristics (e.g. large-scale advertising of the
show, distributed by a major TV channel, ITV, looks very expensive and slick).
Check that learners apply the correct key terms in their annotations, suggesting
how to rephrase appropriately (e.g. change learners’ observation of ’looks very
professional and slick’ to ‘high production values and budgets’).

●

Then, broaden the activity by asking your learners what an independent music
show would look/sound like, where it would be aired, etc. A broader understanding
that media organisations create different types of media products with distinctive
characteristics can then be drawn out from a discussion of this (with an opportunity
also for covering content from Topics A.2 and A.3).

●

Create three display headings in the classroom (or computer-based) titled:
‘Mainstream products’, ‘Independent products’, ‘Niche products’. Give some
annotated examples under each heading as an initial prompt. Ask your learners to
use their knowledge of the characteristics of these products to research their own
examples and place them under the correct heading. They should annotate their
work to state the name and type of media organisation that has produced the
product and describe the product characteristics. This could be set as an ongoing
task, with more examples added each week. The initial activity could then be
extended into a discussion of how and why media organisations create different
media products with distinctive characteristics, the advantages and disadvantages
of these products and the implications for the organisation producing them.
A follow-on task could then be set where learners are asked to pick a media
product that is in one of the categories and alter its characteristics so it could fit
into a different category (e.g. how could the characteristics of this independent
online music magazine be altered to fit into the mainstream category?).

Learning aim B: Understand professional working practices
●

Initially, give clear, succinct definitions of what ‘legal’ and ‘ethical’ mean and why the
difference is important. Make these short and move on quickly to more interactive
delivery methods. You could present a legal/ethical issue that learners are familiar
with, e.g. newspaper telephone hacking or the ‘size zero’ magazine debate.
The factual understanding necessary for Topics B.1 and B.2 can be delivered and
assessed through quizzes. Set up quiz panel game shows in the class.

●

Quiz 1: Give out a selection of newspaper articles, online articles or social media
output (e.g. a Twitter account) that raises a legal or ethical consideration
(e.g. a newspaper headline about the naked Prince Harry photos or links to the
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Twitter debates about John Terry). Ask your learners to correctly identify the legal
or ethical consideration related to the article.
●

Quiz 2: Give your learners a media-related work scenario (either literally or, even
better, visually i.e. a photograph or real studio space which is deliberately set up
with ‘accidents’ waiting to happen), and ask them to correctly identify the legal
consideration. (For example: a TV camera operator has failed to secure the leads
from his cameras and a member of the public trips over them and is injured. State
the legal constraint that has been broken.)

●

Carry out a group exercise in which each group is assigned a heading from
Topic B.1 (Legal and ethical considerations) to discuss, noting the benefits and
drawbacks of each, and the reasons why some media organisations support or
object to these considerations. Rotate the headings until all the groups have
considered all the headings. Each group may wish to give a presentation on their
heading, e.g. using Slideshare or PowerPoint®, incorporating real media examples
from topical newspaper articles, social media and video clips to illustrate their
points. (An oral exercise of this kind should be recorded, either in audio or video
form so that learners can write up their notes on hearing themselves played back,
and have material to revise from for the external assessment.)

●

Using the headings from Topic B.2 (Professional codes of practice) you could set up
a role-play exercise on each one. Ask your learners to role play the position(s) of a
media producer from a given sector (e.g. a record producer). Give them a scenario
related to the bullet points (e.g. they are trying to stop the loss of money from
illegal downloading of their artists’ music) and ask them to role play their response.
Another learner could role play the part of a cash-strapped student who frequently
downloads music without paying. Use the role play as a means of exploring the
reasons for codes of practice and why some organisations/individuals may not want
to follow them.

●

Topic B.3 can be integrated into the case study work set earlier (learning aim A) by
setting specific research tasks relating to the collaborative working practices within
the organisation(s). If you are using a guest speaker from a media organisation,
guide your learners on the types of questions to ask the speaker to enable them to
understand that organisation’s working practices. (Content relating to working with
a client could also be covered here.)

●

Ask your learners to discuss the benefits and drawbacks of having to work with a
client in the context of their own practical units (even if they have not yet started
the practical unit they could be given the client brief from it at this stage), ensuring
that they appreciate that what may be a benefit from their own perspective may be
considered a drawback to another person (and vice versa). Learners should then
write up a structured response detailing the potential benefits and drawbacks in
preparation for the external assessment.

Learning aim C: Contracts, conditions and pay
●

Give your learners succinct definitions of the different types of employment and
payment options (Topic C.1). Display these in the classroom for reference and
ensure that your learners have written copies to refer to in preparation for the
external assessment.

●

A similar drag and drop exercise to that suggested for Topic A.2 above could be
used here to help learners clarify their understanding of the different type of
contracts and payment options.

●

Using the bulleted headings under Topic C.2, give your learners tasks related to
finding a media job advertisement using that specific recruitment method (e.g. find
an advertisement for a permanent TV sector job using the trade press). Task 1: Use

84

Delivery Guide – BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

UNIT 8: MEDIA INDUSTRY IN CONTEXT

Unit 8: Media Industry in Context
a specific recruitment method to find a given media sector job. Task 2: Annotate
the job advertisement to show understanding of the contract type, pay and
conditions (Topic C.1). Task 3: Write two paragraphs discussing the benefits and
drawbacks of using that recruitment method to research the job. You will need to
rotate the headings and/or share the findings to ensure that all learners have
gained knowledge of all the recruitment methods and that all media sectors have
been covered.
●

There are more opportunities here for cross-referencing the content of the case
studies and information from any media industry guest speaker you have used.
Learners could prepare questions to ask the employee/employer to find out how
they recruit/were recruited what kind of contracts and pay structures they work
with and how they showcased their own work/experience when they were looking
for employment. They should present their findings within the relevant case study
under the same topic headings. If it is not possible to have a media industry
employee/employer come to your establishment you could use Skype to set up an
interactive interview.

●

Either individually or in groups, ask your learners to take on the role of a media
industry employer and consider the benefits and drawbacks of contract types,
payments and recruitment methods from their perspective. Ensure that all media
sectors are covered by the range of job descriptions you set, and that the full range
of contracts and methods of recruitment are explored by your learners (this could
be achieved by distributing the completed and assessed job descriptions to the
whole class). Give each learner/group a specific media sector job title then set the
tasks: Task 1: As the employer you need to write out a job description for that job
role making clear the type of contract, pay and conditions on offer. Task 2: Include
in the job description what method you want the person to use when showcasing
their work (e.g. request a CV or ask to see a show reel). Task 3: State where your
job advertisement will be placed (e.g. on the Guardian Media Jobs website or in a
local newspaper). Task 4: Justify all the decisions you made: i) why you selected
that contact type/payment method; ii) why you wanted the potential employee to
showcase their work/experience in that form; iii) your reasons for selecting that
recruitment method when placing the advertisement.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 9: Digital Editing for Moving Image.

Delivery Guide –BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

85

UNIT 8: MEDIA INDUSTRY IN CONTEXT

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Journals
Broadcast Magazine
A weekly broadcast industry magazine that also advertises job vacancies in the sector.
Useful for Topic C.2 as an example of ‘trade press’ used for recruitment.
Websites
http://www.theknowledgeonline.com/
A monthly bulletin on developments within the the film and TV industry and a
directory of industry professionals.
www.bbc.co.uk/aboutthebbc/insidethebbc
This site provides an excellent resource for explaining the structure, organisation and
principles of the BBC. Relevant mainly for learning aim A, but also has some relevant
content for learning aims B and C.
www.bbc.co.uk/careers/home
A useful tool for learners to explore the range of jobs and contracts available within the
BBC (learning aim C). Particularly useful for illustrating contract types (Topic C.1), as
you are required to select the contract type when searching the site for a job.
www.biglotteryfund.org.uk
You can search here for media organisations that have received lottery funding.
www.google.com/blogsearch
Use this search engine to find illustrative examples of online media portfolios and show
reels (Topic C.2).
www.jobs.ac.uk/blogs/media-and-communications
A useful blog to use as an example of interactive media use for recruitment purposes
(Topic C.2).
http://jobs.guardian.co.uk/jobs/media
The Guardian newspaper jobs website has a specific site for advertising media jobs.
Could be used as a useful comparison exercise for Topic C.2, if learners looked at the
physical newspaper job section and compared it to the online version.
www.mandy.com
A site listing international film and television production resources.
http://media.edusites.co.uk
A comprehensive media education subscription site. Has appropriate content and
resources for learning aim A, with clear definitions and examples of different types of
media organisations and structures. Well worth the subscription fee, as you will find
content on this site that is relevant for all units within this qualification.
www.mediatrust.org
An organisation that supports community projects and charities in using creative digital
media. Relevant for Topics A.2 and A.3 as a useful resource for links to communitybased media organisations and sources of both private and public funding.

86

Delivery Guide – BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

UNIT 9: DIGITAL EDITING FOR MOVING IMAGE

Unit 9: Digital Editing for Moving Image
Delivery guidance
Approaching the unit
Learners should be made aware that editing requires a keen eye and attention to
detail. Confidence and skill in these attributes are required for success in this area of
the media industry.
Your learners will need access to media editing software such as Avid, Final Cut
Pro/Express, Adobe Premiere Pro/Express (iMovie is a little too basic for learners of
this level and will not enable them to gain the skills necessary for preparation for the
media industry). There is a clear link to Unit 3: Moving Image Production and you
could deliver the units simultaneously.

Delivering the learning aims
Before showing films to your group to illustrate editing techniques, make sure that
the films’ age restrictions are appropriate for your learning group’s age range.
Learning aim A introduces early editing techniques and styles. The focus of learning
aim A should be how these techniques and styles have created editing ‘language’.
Understanding what moving images looked like before editing is a good introduction
to continuity editing techniques and how they came to be seen as the ‘natural’
language of editing. Looking at early films with no editing, such as L’Arrivée d’un
train en gare de La Ciotat (1896) by the Lumière brothers, will illustrate the point to
learners. A Trip to the Moon (1902) by Georges Méliès will show them an early
alternative to continuity editing. The Great Train Robbery (1903) can introduce them
to early use of close-ups and how their use changed the way moving images looked.
After initial study of early editing techniques (and perhaps some practical work where
editing is done in the camera), learners could be asked to produce in their own words
a report (verbal, visual or literal) on the history of editing. The report should be
broken up into early cinema, particular pioneers of cinema, technical developments in
editing, and the purpose of editing. Some learners may start to develop their own
ideas of how to be a pioneer in editing. They should ultimately be able to identify and
differentiate between continuity editing and non-continuity editing.
Learning aim B can be split into two, i.e. ‘techniques’ and ‘transitions’ used in
editing. The focal point for learners will be, particularly, on specific editing
techniques. Introduce key terminology by handing out a ‘key terms’ list, including
such terms as ‘set-ups’, ‘takes’, ‘shot’, ‘scene’, ‘sequence’ and ‘rushes’ (alongside
transitions and continuity techniques). It may be a good idea to use a film script to
‘break down’ these terms and get learners to understand the inextricable link
between camerawork and editing: that the editor in many ways is restricted by the
skill of the cameraperson. As a starting point, use the script to determine how many
‘set ups’ would be required and where the edits should occur in a scene.
Ask your learners to identify continuity editing techniques such as cut, 180 degree
rule, 30 degree rule, match on action, and shot reverse shot. Once continuity
techniques have been taught, learners can move on to transitions between shots
(fade, wipe, peel, etc.). YouTube is a great resource for finding film school
demonstrations of continuity editing techniques and clips from films which
demonstrate them in a professional context Learners could work in groups to watch
and then mimic these techniques on the editing equipment. Once learners
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understand editing techniques and the key terminology, they can then look at how
these rules are sometimes broken accidently or purposefully.
For learning aim C, learners will edit a moving sequence following learned editing
conventions. Raw footage (rushes) is required for them to edit, otherwise the
learners will be restricted to footage that has already been edited. This footage could
be obtained from Unit 3: Digital Moving Image Production or from another source
(e.g. online or from previous years’ students who have already filmed footage). It is
recommended that you use footage with clapperboards marking the beginning of
shots to provide a guide for logging and to mimic professional practice. The learners
are not required to shoot any material or undertake camerawork, however, footage
provided for them should be of sufficient quality and scope to ensure editing skills
can be fully realised.
Learning aim C should be carefully split into three parts to make it more digestible.
For learners of this level it may be worth setting a client brief: the assessment
requirements ask that learners ‘prepare footage and edit to a given deadline’ which
means an end date must be put on the project to stop the editing from going on and
on, and to mimic industrial practice. In conjunction with Unit 3: Moving Image
Production, you could give them a music video brief, allowing them to explore both
continuity and surreal editing techniques. Other choices could be a documentary film,
a short narrative film, non-narrative film or a TV advert.
Once your learners have planned successfully in terms of timescale, logging,
digitisation, storing, filing, and so forth they should be ready to edit their footage for
Topic C.3. In this process they should use external cutting and internal cutting, and
assess whether pick-up shots are required. Ensure that your learners are developing
acute attention to detail and finding a particular editing style.
For learning aim D, a feedback and review is required. Peer assessment should be
encouraged throughout learning aims C and D, as learners should understand how to
work in industry situations where creative collaboration is the norm. Your learners
should identify what choices were made and why (whether intended – sometimes
editors are restricted by shots they are given – the purpose and justification), how
they could improve the edit next time and specifically whether the choices worked.
Learning aim D can be presented as a reflective log. A blog could be used but an
audio commentary over the footage, explaining lessons learned, would be more
interesting.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 9: Digital Editing for Moving Image
Introduction
Set up class interviews or a ‘speed dating’ scenario. Give each learner three minutes to
talk to another learner about their most inspirational film or director. You can then quiz
them on whether editing was mentioned or was it simply camera, narrative or genre that
contributed to their choice. You will identify with your learners that editing is unlikely to
be mentioned and you could conclude that it is often an invisible mode in moving image
and there is a lot more to editing than meets the eye. Show them a clip that you have
already noted has x number of cuts (action scenes work best). Get each class member to
write down how many cuts they see, then check who is closest to the correct number.
This will illustrate the seamlessness of professional continuity cutting.
Learning aim A: Understand the development of moving image editing
●

Show clips from The Cutting Edge documentary on YouTube
(www.youtube.com/watch?v=xJcQgQHR78Q) and ask your learners if they have
learned anything about editing that they did not know before. Question learners
about why editing is important.

●

Question your learners on what challenges they could face when editing television or
film. Ask them to write words on sticky notes to describe these challenges. Stick
these on the board and read the words out to discover whether the whole group
agrees.

●

Set the brief and break it down into manageable chunks. Also hand out a key
terminology list defining key terms such as ‘narrative’, ‘genre’, ‘editing in camera’,
‘cutting on a workbench’, ‘film editing’, ‘TV editing’, ‘speed up’, ‘slow motion’,
‘compress time’, ‘flashbacks’, ‘linear’ and ‘non-linear editing’.

●

For Topic A.1, your learners should be making observation notes on material they
have watched. It is important not to jump into observation notes but to first get
learners excited about early cinema. It would give learners more freedom if these
observation notes were recorded on a blog or wiki.

●

Instruct your learners to search for Méliès’s A Trip to the Moon (1902) on YouTube
(www.youtube.com//watch?v=7JDaOOw0MEE). Ask them to wear headphones and
question them on their ‘raw reaction’.

●

Challenge them with leading questions:
o Were there any particular edits they found innovative or different?
o What made this film challenging to watch?
o Are today’s films similar to this?
o Does it follow a simple narrative structure or could it be considered non-linear?

●

Allow the class to juxtapose A Trip to the Moon with the Lumière brothers’ L’Arrivée
d’un train en gare de La Ciotat (1896). Question them on whether they spotted any
of the editing uses as specified on their sheet. Which film did they find more
entertaining, and why?

●

For Topics A.1, A.2, A.3 and A.4, instruct your learners to put together electronic
presentations about early editing in cinema. This may take the form of a visual
timeline of editing techniques and technologies. To meet the requirements of each
part of learning aim A, their presentation should include the progression of editing
through time, technique and style, technical developments and the purpose of
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editing. A visit to the National Media Museum or the London Film Museum would be
useful and informative at this stage.
●

Another way to enable your learners to collect their evidence of learning aims and to
create material for a new exhibition is to instruct them to set up an account on
www.mixbook.com, an online scrapbook. They could use Mixbook to create a clear
outline of the history of editing in a creative and innovative way. Explain that
Mixbook (if they choose to use it) works as a historical guide on how editing has
changed through time.

●

Once learners have completed their research on the progression of editing through
time, invite them to share with the class their Mixbook ideas or their electronic
presentation. Get each learner to show a clip that has inspired and changed the way
we view cinema, with accompanying notes on what techniques it used and what the
purpose of the film or programme was. At Merit level (criterion 2A.M2), learners
must in their presentation identify specific technology developments.

Assignment 1: The History of Editing and Editors*
Learning aim B: Know the techniques and transitions used in digital editing for
moving image
●

Ask your learners to refer back to their key terminology list and highlight any key
terms they did not explore in their previous research portfolio.

●

For a quick refresher: watch a range of short clips illustrating techniques such as
shot reverse shot and match on action. Give your learners a checklist and ask them
to tick off editing techniques when they spot them. You could turn it into a quiz:
‘Name the editing technique.’

●

Screen Scott Pilgrim vs. The World or Shaun of the Dead. Instruct your learners to
analyse the film in terms of continuity edits and spot 180 degree rule, match on
action, eye-line match, cut-away, and shot reverse shot. If watched in class,
learners could put up their hand when they identify an edit and perhaps receive
‘rewards’ for their observations. Alternatively, ask them to watch these films for
homework.

●

Ask your learners to create a tally of the editing techniques they have discovered in
the film. Scott Pilgrim vs. The World is ideal for this age group as many of them will
have seen it.

●

Throughout this process it is important to enthuse your learners on the evolution of
editing and enable them to reflect on what they have learned in the earlier learning
aim.

●

Your learners can record each other discussing editing techniques for a video or
podcast. This can be submitted on disk and will be another opportunity to practise
editing. In order to understand Topic B.2 (‘Alternative editing styles’), ensure that
your learners are able to reflect on clips that include non-continuity techniques.
Mainstream film/TV now use these techniques, e.g. jump cuts, so commercial
products can be used to teach this point.

Assignment 2: Techniques for Editing*
Learning aim C: Edit a moving image sequence following format conventions
Learning aim D: Review own moving image edit
●

Provide raw footage you have filmed yourself, collected from stock footage or from
previous or older media learners. Ask your learners to edit it, employing editing
techniques that they have learnt in the other learning aims.

●

If learners need to refresh their memory of the techniques, they can watch tutorial
videos on YouTube or simply be given a fresh workshop. Instruct your learners to
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put links to the tutorials onto their blog accounts, if they have them; this will show
you that they are competent in the software you are providing.
●

Your learners may need freedom in terms of the format they are producing so,
before restricting them, it is worth showing them some interesting clips to get them
excited about the brief. For music videos, try Taylor Swift’s ‘We Are Never Ever
Getting Back Together’, which is interesting as it is edited to look like a continuous
shot. It may also be worth showing them advertisements such as Cravendale’s ‘Cats
with thumbs’ campaign.

●

Raw footage (rushes) should be logged effectively, using clapperboards, timecode,
descriptions or all of these.

●

Direct your learners to log and capture the material, and to store/log it in the
appropriate way using dedicated ‘bins’ (folders) of footage for separate scenes.

●

Timings and deadlines related to their edit should be strictly adhered to.

●

Instruct learners to note observations during initial viewing of raw footage, looking
for any obvious omissions or problems that may affect the edit.

●

Learners should justify their editing choices and keep a record of this. Some of the
problems will be related to the way in which the moving images have been filmed
and these must be noted with suggestions for pick ups.

●

To excite your learners after their work has been edited, you could create a premiere
screening or an awards ceremony for ‘Best cuts’, ‘Fluidity’, etc. The work could be
screened in the premiere or awards ceremony and you could hand out ‘Oscars’ or
smaller awards. If this is difficult due to budget constraints you could get your
learners to vote on these areas and evaluate each other’s work.

●

Hand out evaluation sheets with headings such as ‘How was this piece of work
edited in a particular style?’ or ‘Did you enjoy the pace of the edit and why?’

●

Once the screening has taken place, it would be good to encourage your learners to
produce a reflective log or a voiced commentary to justify their choices.

Assignment 3: Working in the Edit Suite*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 8: Media Industry in Context
● Unit 11: Animation for Digital Media
● Unit 12: Digital Audio Editing.
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Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.

Textbooks
Chang, J., FilmCraft: Editing, ILEX, 2012 (ISBN 978-1-907579-56-1)
Introduces the invisible modes of editing and how it can be viewed in different ways;
quite simplistic for learners of this level.
Videos
Before showing film or TV drama to your group to illustrate editing techniques, make
sure that the films’ age restrictions are appropriate for your cohort. You may also
wish to show documentaries and music videos.
A Trip to the Moon (1902) dir. George Méliès
The Great Train Robbery (1903) dir. Edwin S. Porter
Early continuity editing and use of cut-ins to close ups.
Breathless (a.k.a) À Bout de Souffle (1960) dir. Jean-Luc Godard (clips of non
continuity editng)
Hugo (2011) dir. Martin Scorsese
L’arrivèe d’un train en gare de La Ciotat (1895) dir. the Lumière brothers
Scott Pilgrim vs. The World (2010) dir. Edgar Wright
Shaun of the Dead (2004) dir. Edgar Wright
Un Chien Andalou (1931) dir. Luis Bunuel and Salvador Dali
Useful to show match on action during ‘eye-slitting’ scene. May be too gruesome for
some!
V for Vendetta (2006) dir. James McTeigue
Websites
www.learner.org/interactives/cinema/editing.html
A great media website, including a basic editing glossary.
www.mixbook.com
Scrapbook software, very useful for learning aim A.
www.youtube.com/watch?v=YI9HDVuCllk&feature=related
A smart tutorial on the 180-degree rule.
www.youtube.com/watch?v=laUPi7MPOSQ
A tutorial on match on action
www.youtube.com/watch?v=RZ7ZaS-IH14
A short Scorsese tutorial on editing types – perhaps a little extreme in places for
learners of this level but you can pick and choose which parts to show.
www.youtube.com\\watch?v=xJcQgQHR78Q
www.youtube.com/watch?v=Ex4XGiyJugY
Part 1 and 2 of ‘The Cutting Edge’, a fascinating documentary on the uses and history
of editing.
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Media Product
Delivery guidance
Approaching the unit
This unit gives learners the opportunity to develop skills in digital photography to
produce their own digital photographs for media products while working to a brief. It
is important to note that this unit is not about photography per se or as a fine art
subject, but rather about how photographic images are used in the media. They
could use their skills in photography to produce digital photographs for use in other
units, such as Unit 5: Digital Publishing Production or Unit 6: Website Production.

Delivering the learning aims
Through learning aim A, learners will understand how traditional photographic
techniques and technology are being replaced, in most instances, by digital
technology. Learners could start by looking at how traditional film-based photography
relied on time for developing film and prints and compare this with downloading
photographs from a camera to a computer. Learners may undertake internet
research into early photographic techniques, which required many hours to produce a
photograph. Learners could collect images of the equipment traditionally used to take
images and compare them to modern digital devices.
Learners will need to understand the ways in which digital photographs are produced.
To do this you could provide them with instructions on camera controls, the use of
lighting, camera support and safe downloading of files. Ask your learners to produce
their own digitally created handbook that they could then use when taking their own
photographs. You could provide gapped handouts or an annotated diagram to
confirm understanding of camera controls. They could then refer back to this
handbook as they work through the production of their own digital photographs.
Learners will need full access to a range of digital photographs so that they can start
the process of deconstructing the images, considering how and why they were
produced and how they are used in a wide range of media products. Provide learners
with access to photographs drawn from areas such as fashion, celebrity, news and
photojournalism and personal (i.e. CV websites). Learners could be provided with a
topic, e.g. photojournalism, and then work in a small group to research this area.
They could then present their findings in a presentation to the rest of the class with
handouts and a Q&A session at the end. In this way all the learners will have an
understanding of all the areas of photography and you can use peer assessment as
an assessment tool.
In learning aim B, learners will explore digital photography techniques. You could
start by producing a presentation that identifies the key concepts of framing and
composition. This could be an opportunity for your learners to further develop the
handbook that they produced in the previous learning aim. You could provide them
with a document that allows them to add examples of shot types and composition
that they find and annotate this to demonstrate where and how they found the
information. This identification of shot types and composition will be a helpful guide
when the learner starts to plan and produce their own digital photographs. It will be
essential that learners explore the techniques used in different types of photography.
It may be appropriate for learners to work in small groups to explore a particular
type of photography and the techniques used. For example, one group could research
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photographs of moving objects or people (e.g. sports photography). They could find
existing examples of how photographers have used panning techniques to capture
movement, how they used slow shutter speed to show blur or fast shutter speed to
capture movement. The group could then report back to the rest of the class
explaining how the photo was achieved. They may also wish, at this point, to attempt
to produce a similar photo themselves. Learning aim B may be a good point at which
to invite a professional media photographer (e.g. from the local newspaper or studio)
to come in to talk to the learners about their portfolio and the techniques used to
create them.
Learning aim C gives learners the opportunity to create their own digital
photographs for a media product. You should ensure that they build on the
knowledge and skills developed in learning aim B to produce a concept for their own
digital photography work. They will work to a commission for a specific media
product and produce a concept that they can present to a client. It would be good to
find a real client in order to provide a more vocational context to the activity; again,
a local or community newspaper might be able to help with this. If you are the client
then the brief will need to be contextualised according to the resources available and
the context in which the learner can produce their digital photographs. You could set
the brief in the context of producing digital photographs for a magazine, with each
learner producing their own set of photographs to illustrate an article; for example,
an article on fashion where the learner has to plan for the production of digital
photographs of garments shot in exterior locations and in the studio, or photographs
for an advertising campaign consisting of linked products (which could be taught in
conjunction with Unit 5: Digital Publishing Production or Unit 6: Website Production).
Learners must develop appropriate concepts for their work. They should review their
earlier investigations into types of photography and reflect on what they have seen and
heard about this. Ask them to produce mind maps and initial research and to consider
current practice in the area of digital photography they have chosen. In order to review
their ideas, you could facilitate this through tutorials that form an interim assessment
opportunity. At this point give your learners an action plan for improvement and allow
them to move on to producing a trial layout of their ideas. It is essential that they have
access to the resources they need to plan and produce their digital photographs.
Unrealistic locations, unsuitable ideas and resources outside of what is available should
be discussed with them, and alternatives suggested.
They will then produce their digital photographs for the concept and to meet the
requirements of the brief. Learners must be able to produce digital photographs both
inside where lighting can be controlled (not necessarily in a studio, although this would
be ideal) and on location where control of lighting is more challenging. They will need
to understand the requirements of shooting their digital photographs, taking into
account interior considerations (fill light, backgrounds, health and safety, etc.) and
exterior considerations (risks associated with locations, lighting required (flash or
natural light), weather, permissions to shoot photographs, etc.). You could consider
producing a checklist for your learners to complete to ensure that everything is in
place. This should include elements of availability of resources, risk assessment,
booking of resources, etc. Produce templates for them to complete on all these issues
to ensure that they have fully considered all the requirements for producing their
digital photographs. Once again, they could use their handbooks produced earlier in
this unit to confirm their requirements for producing their digital photographs.
For learning aim D, learners will provide evidence of their reasons for selecting
some digital photographs and rejecting others. Ask them to produce a contact sheet
(a sheet of thumbnails) of all their digital photographs. They should mark up the
ones that they have chosen to take forward as well as the ones they reject. They
need to then account for why they chose some photographs and not others. Give
learners criteria (e.g. in a gapped handout) to establish why some photographs were
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chosen and others discarded. You could provide the learners with an opportunity to
display their work as part of a larger critique session. Give each learner a space to
display their work and then ask them to deliver a short presentation on the technical
and creative skills they used in producing their digital photographs. The presentation
could be verbal or the learner could upload their digital photographs to a slide show
and produce a voice over commentary. This could then be uploaded to a website or
sent to other people on email. It is essential that the photograph has been taken for
use in a specific media product and that it serves this purpose. For example, an
accomplished photograph of a magnificent landscape would not be very effective as a
website thumbnail, but would make a great billboard image. Therefore, even though
the photograph is technically well constructed, it could not be used for its intended
purpose.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 10: Digital Photography for a Media Product
Introduction
Start with an introductory presentation on what digital cameras are and how they are used
to produce digital photographs. If possible, hand round a traditional film SLR for
examination so that they can understand the analogue technology which preceded it. This
could be an interactive presentation where you ask your learners to consider the skills they
already have in using a digital camera and the skills they would like to develop. Show some
striking digital photographs to demonstrate the range that can be produced.
Learning aim A: Understand the production of digital photography
●

Start with a presentation about how digital photographs are used in media products.
This could take the form of a quiz where you ask learners to identify where they think
that the digital photographs have been used. You could source a range of digital
photographs such as product, fashion, paparazzi, sport and landscapes and ask your
learners to identify where these images could have been used, e.g. in an
advertisement, fashion magazine, sports section of an online newspaper, lifestyle emagazine or images from an online calendar. To do this you should mask the rest of
the media product, leaving just the digital photograph. Learners must find two
examples of where digital photography is used in two different media products.

●

Once your learners have an idea of where digital photographs are used in media
products they should consider the impact of these photographs on the audience.
Recent celebrity issues where paparazzi photographers have captured photographs
‘unknown’ to the celebrity could be discussed. Digital photographs used in advertising
campaigns such as the Christmas ‘drink drive’ campaigns could be discussed. Equally,
beautiful landscape photographs intended for e-billboard adverts could be shown and
discussed. Why are these images used to capture emotion, to sell a product or to
entertain? How is the format of the type of photograph determined, e.g. womens’
lifestyle magazines always have head-and-shoulder studio shots which suit the
traditional A4 magazine format but with access on tablets and e-readers how is this
affected?

●

To introduce visual communication to your learners, you could display photographs on
the wall and ask them to consider what their thoughts are when viewing these images.
Give them a worksheet with spaces for them to write this down. At the end of this
session invite your learners to discuss their thoughts in a class discussion. This would
allow them all to experience the ways in which photographs have different meanings
for different people. A visit to an exhibition on journalistic or media photography might
be useful at this point.

●

Introduce the technology of digital cameras. You could show a range of possible digital
devices to your learners, starting with digital SLR cameras, tablets and mobile phones.
Give them an opportunity to handle these and identify how they can be used to create
digital photographs. Outline the fact that the more control the photographer has over
the image being captured, the better their photographic skills will be.

●

All of these activities could be recorded in a report that will aid your learners’
understanding of digital photography. This report could be produced in the form of an
illustrated report where your learners use images to support their report writing skills.
They could produce their evidence in the form of a video report where they gather
evidence in the form of images, create a slideshow and add a commentary. They could
produce a presentation with embedded images and present this to their peers. If a
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presentation is used, learners should prepare appropriate supporting paperwork and
answer questions at the end of the presentation.
Assignment 1: Digital Photography and Media Products*
Learning aim B: Explore techniques of digital photography
●

Give your learners a workbook that has a list of the types of shots from the unit
content, e.g. location shot, studio, events photography. Ask them to find examples of
all of these and place them in a column on the right of the names. Images could be
collated from magazines and newspapers or from the internet.

●

Using their materials from the last activity ask your learners to discuss how the
production of photography has changed over time. A short presentation or
demonstration on film-based and wet processing would help them to consider how
photographs were produced and how different this is to digital techniques. A good
example of this would be to use the images from the Crimean War taken by Roger
Fenton to appreciate how early photographers used large equipment.

●

To introduce learners to the digital cameras they will be using, give them gapped
handouts with the camera controls and functions blanked out so that they can fill in
the blanks. This should cover how to use the controls to balance aperture and shutter
speed, focus, zoom and flash.

●

Introduce your learners to the concept of location photography and the particular
requirements for successful location photography work. Give them a worksheet that
enables them to identify the different types of location photography, e.g. urban or
rural, and then add comments on the constraints on these, e.g. uncontrollable
conditions such as weather, permissions to take photographs, etc. This should be
repeated for studio, events photography, night shots, shots of moving objects/people
and portraits.

●

It would be good practice for the learners to experience some or all of these, and
therefore you could undertake, for example, a group location recce and give your
learners materials to record their thoughts about the issues of taking digital
photographs in that location. For example, as well as those outlined in the bullet point
above, what naturally occurring ‘props’ or backdrops could they use? Where would the
shadows be?

●

Learners should now be used to the digital techniques involved in taking digital
photographs. They should experiment with a range of techniques, such as: framing,
angle, level, height composition, focus and zoom. Give them camera equipment and
give a short brief that allows them some freedom to generate digital photographic
images for a media product. The brief could be to capture images around your centre
for use in marketing material; outdoors and indoors. Ask your learners to keep a
record of the ways in which they took the photographs, the settings they used and
what the results were like (focused, not focused, composition, lighting, etc.). They
should then store their photographs and create thumbnails of all their images and
match their records to the photographs.

●

Give a presentation on how to extract and store digital photographs.

●

Learners must then be able to practise exporting and storing their digital photographs.
This should follow on from their experimentations. They should understand the range
of file transfer and formatting as well as storage devices such as hard drives and
external devices. Examples of these should be available for learners to review.

Assignment 2: Explore Techniques of Digital Photography*
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Learning aim C: Create digital photographs for a media product
●

Ask your learners to develop a concept for the digital photographs they would like to
take. Learners should undertake some initial ideas development such as mind
mapping ideas, reviewing them and then rejecting those that are unworkable or
unmanageable in light of time or resources.

●

It is essential that your learners consider current practice and existing media products
when planning for the production of their own digital photographs. They could produce
a worksheet that allows them to download some existing digital photographs and
compare these with their own plans for their chosen product.

●

Learners should then review their ideas, consider how these might work in practice
and also consider a contingency plan if they do not work out. This is especially
important when undertaking location work, as weather conditions might not be
favourable. Learners must be able to produce documentary evidence of these
considerations and this could be in the form of an ideas handbook or a blog.

●

A trial layout on paper or on-screen will allow learners to see just how their ideas
might work in practice or how they might change their design of their digital
photographs in terms of shape, size and resolution.

●

Learners will then need to undertake location recces in order to ascertain the potential
of locations and any hazards they might encounter (risk assessment). Give out
location recce sheets that they can use to ascertain hazards they might encounter.
Choose an easily accessible location, for example, a local library for interior shots or a
local high street for location shots. Ask your learners to identify potential hazards and
how they might overcome these hazards.

●

At this point your learners should take into consideration the availability of resources
(booking equipment and facilities) and ensure that appropriate permissions are
obtained for taking photographs on location. A licence or permit might be required to
take photographs in some locations.

●

Learners will also have to take into consideration the image resolution they will need
to produce suitable photographs. Where images are not going to be printed but will
appear electronically, learners will need to ensure that the resolution is not so high
that it restricts quick download when in the product, i.e. the website. They should
have considered image resolution in their earlier experimentations with techniques and
technology. They should consider film speed versus pixilation and the ways in which
different light sources can affect the quality of the finished photograph.

●

Learners can then produce their digital photographs using the skills they have
developed in this unit. There must be appropriate time available for them to undertake
this work. It would be useful, at this point, for you to produce observation records of
each learner on task and taking their digital photographs. This will help with the
assessment of learners’ individual skills.

Assignment 3: Create Digital Photographs for a Media Product*
Learning aim D: Review own digital photography work for a media product
●

Ask your learners to produce thumbnails of all the images they took for their chosen
media project. They should mark up these images with annotations to show why they
chose a particular image and why they rejected others. This could be on the grounds
of quality of the image, the composition, lighting or suitability for the purpose. They
will then use this to undertake the next task.

●

Each learner should then produce a short presentation with embedded photographs
that they will present to the group. They will explain why and how they took their
photographs, providing some examples of rejected photographs and explaining why
they rejected them.
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●

Ask your learners to create a slideshow of their digital photographs and produce a
commentary voiceover explaining how they fulfilled the brief, their creative intentions,
how their photographs created meaning and how the photographs integrated into the
calendar brief. It is essential that they can evaluate their technical and creative
choices in this activity.

●

Learners should seek feedback from the audience at this point and record the
feedback they have been given.

●

All of these activities should be produced as a report in an appropriate way.
Learners should be encouraged to present their evidence in a creative way, for
example, a presentation that has embedded images of their thumbnails and choices
of final digital photographs. The presentation could be live to an audience or recorded
with a commentary from the learner. You should also consider giving particular
learners the opportunity for a viva voce. If this is used, give your learners the
questions to be asked prior to the viva, and record it in an appropriate way. You could
challenge your learners to produce their evidence using a video (slideshow format with
voiceover commentary).

Assignment 4: Review your Digital Photography Work for a Media Product*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 13: Graphic Design in Media
● Unit 14: Writing for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Farrell, I., A Complete Guide to Digital Photography, Quercus, 2011
(ISBN 978-0-85738-548-2)
A comprehensive and accessible guide to digital photography, which covers basic
techniques as well as portrait photography, landscape photography, street
photography and nature and wildlife.
Websites
www.bbc.co.uk\\connect\\makeplay\\digital_photo
An accessible beginners’ guide to digital photography.
www.cambridgeincolour.com/tutorials.htm
Provides a good range of online tutorials, to help improve skills. Covers terminology,
using equipment, techniques and editing.
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http://digital-photography-school.com/
A comprehensive resource for finding technical guidance, for all levels of skill.
www.dphotographer.co.uk
Website for Digital Photographer magazine. Includes tips and tutorials, as well as
image galleries.
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Unit 11: Animation for Digital Media
Delivery guidance
Approaching the unit
This unit gives learners an exciting opportunity to investigate and explore the context
and creation of animated production currently widely used in digital media. Learners
are likely to already be lifelong ‘consumers’ of animated content and successful
delivery of this unit should deepen their knowledge and understanding of the context
in which animation production has developed, as well as current uses and techniques.
The unit could be delivered symbiotically with other relevant units, in particular the
two core units, Unit 1: Digital Media Sectors and Audiences and Unit 2: Planning and
Pitching a Digital Media Product, as well as Unit 3: Digital Moving Image Production,
Unit 6: Website Production and Unit 7: Digital Games Production. This could allow
learners to produce animation as a feature of other digital media assets they are
creating for these units.

Delivering the learning aims
Through learning aim A, learners will develop their understanding of the historical
context of animation through the development of moving image, from the work of
early pioneers to current capabilities made possible by developments in digital
technology. Give your learners an overview of the developments in animation and the
illusion of movement. Learners could be actively engaged in deeper understanding of
this by producing their own flip-books (perhaps of drawn running characters or a
series of photographs) and zoetrope strips (with simple animations of something like
bouncing balls, flying birds, crawling caterpillars or animations inspired by historical
examples). Further activities to excite and engage learners could include practical
experimentation with a variety of techniques alongside screenings and examination
of professionally produced animation. For example, learners could take a series of
photographs where the subjects (people or found objects) are repositioned slightly
for each shot then play them back in quick succession. Inspiration could be drawn
from the DVD extras often included which show ‘the making of’ an animated film. A
good, short example might be Aardman’s Dot, ‘the making of’ the smallest stop
motion animation or Gulp, the largest, both filmed using a mobile phone.
Learners could examine specific productions by breaking down the construction frame
by frame and focusing on the animation method used. Introduce learners to
productions by key animation studios and encourage them to examine them in terms
of defining their distinctive style, their historical context and the technology used in
the productions (e.g. stop motion – Aardman, hand-drawn style – Studio Ghibli, CGI
– Pixar). From this you should ensure that your learners investigate in detail the
work of a range of animators (both pre- and post-digital) who have been key figures
in the development of animation. Learners could, for example, create illustrated
profile posters in groups with different subjects shared out across the class.
Learning aim B covers the understanding of the uses and techniques of animation.
You can encourage your learners’ enthusiasm by engaging them in an activity (such
as creating an illustrated mind map featuring key characters from TV, video games,
phone apps, etc.) to identify their own experience of animation across the media
sectors. You should then build further understanding of the use of animation across
sectors by encouraging detailed investigation of at least three media sectors. Your
learners could be empowered in their investigation by being encouraged to draw case
studies from their own experience (e.g. their favourite video game, animated TV
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programme and website). To develop their understanding of animation techniques,
learners would benefit from practical experimentation of their own, for example
creating a practice stop motion animation with found objects and creating a simple
animated gif. Further investigation could then include animations of the same
techniques that have been professionally produced, including analysis of their
aesthetic quality and comparison of the quality of each, with reference to the
techniques and technologies used in their production.
Learning aim C covers learners’ application of the skills and knowledge gained in
the previous learning aims. While occasionally some learners may attempt a ‘top
down’ approach, they should be made aware of the importance of planning and
preparation for successful animation production. At this point you should provide a
clear assignment brief. Your learners could be given a competition brief to create an
animation for a TV channel. These animations could be created using stop motion
(clay-mation or brick-mation for example) or using software like Adobe Flash. You
should ensure that your learners are encouraged to spend time and attention on the
generation of ideas from which they can choose the most appropriate to develop into
a complete animated production. In order to enthuse your learners in evidencing
their ideas and their development you should provide examples of aspects of the preproduction process such as annotated diagrams, mind maps, storyboards, scripts
and, if possible, sketchbooks. Once modelled, your learners should use these
exemplars to inform their own animation planning.
You should also ensure that your learners form a clear understanding of the intended
purpose and audience of their animation as well as the platform or type of digital
media product it is for. You could lead a class discussion around the range of
style/genre of animation used in the different digital media platforms and the
appropriate choice of techniques for these productions. An awareness of the legal and
ethical considerations, such as intellectual property rights and the Equality Act, could
also form the content for a class discussion or formal instruction. You should allow
time for your learners to familiarise themselves with the necessary software (and
equipment) needed for their production. They may also need your structured
guidance in the organisation of their production, which will undoubtedly also require
a certain amount of patience. The post-production editing and exporting of
appropriate files for the final production should be relatively less time-consuming and
have the added satisfaction for the learners of being able to see and share their
completed animation for digital media.
In learning aim D, learners should understand the methods, techniques and criteria
for obtaining feedback in order for them to review their completed animation
production. Give them an overview of the methods and techniques of gaining
feedback to their work. You should support them in their development of
questionnaires that will appropriately address the main suitable criteria for feedback
in order for the data gained to be of value in their review. As well as gaining audience
feedback it is important that your learners are also encouraged to reflect on their
choices and decisions made during production to identify their areas of most
successful achievement, challenges and opportunities for improvement.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 11: Animation for Digital Media
Introduction
Open with a general discussion about your learners’ own exposure to and
consumption/experience of animation in digital media (e.g. children’s animated TV
programmes, video games, smartphone apps and animated website content).
To introduce your learners to the historical context in which animation techniques
developed you could screen historical examples such as Winsor McCay’s vaudeville act
with Gertie the Dinosaur and other videos demonstrating early animation methods
(e.g. ‘What the Butler Saw’ machines).
Learning aim A: Explore developments in animation
●

Invite a guest speaker from your centre whose job involves the publication of
informative educational materials such as magazines, journals or newsletters. The
speaker could provide motivational insight into the importance and need for such
informative publications.

●

Introduce an overview of the development of moving image and initiate a class
discussion about the key areas they will need to research. You could start the
discussion by defining animation and invite your learners to contribute to a shared
definition in which they describe how the illusion of movement is created by
displaying a series of images in quick succession. They could then examine how each
image would be similar to the next but with slight changes, and perhaps look at the
photography of Eadweard Muybridge.

Assignment 1: Animation Then and Now*
Learning aim B: Understand the uses and techniques of animation
●

A guest speaker from a digital media production company that creates animated
content could be invited to set the vocational scenario. Ask them to provide an
insight into the production of animation within the creative media industries.
Learners could prepare for the session by deciding on a set of relevant questions
about working on animation in the creative media industries.

●

Hold a discussion about where animated content is used in learners’ everyday lives
and how it is designed for a wide range of different audiences and purposes.

●

Learners could then be engaged in a mind-mapping activity whereby they identify
different digital media sectors, then how and why animation is used in each.

●

A similar activity could also be initiated after a taught introduction to the variety of
techniques used in different animation productions.

●

Your learners could then use their mind-mapping activities as the basis for a class
discussion. This provides an ideal opportunity for team working and delegating of
research tasks.

Assignment 2: Animation Uses and Techniques Pamphlet*
Learning aim C: Produce animated content for digital media
●

Lead a discussion about the purpose, platform and intended audience for your
learners’ own animations.

●

Lead an introductory activity beginning with mind mapping in which an idea for
an animation is chosen, then a script and storyboard created. You could show
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your learners a very short video that describes the process of creating an
animation from script and storyboard from www.toonboom.com. The DVD of
Mary and Max has among its extras ‘Animatics’, which has a storyboard
slideshow to a soundtrack that includes music, sound effects and narration.
●

Instruct your learners to use similar methods to initiate and develop ideas from
which to choose for their production. Encourage them to develop their
storyboards and scripts with a soundtrack in mind, where appropriate, including
the possibility of sound effects, music or dialogue (this stage should be taught in
conjunction with Unit 2: Planning and Pitching a Digital Media Product). Your
learners could be introduced to music and sound effects already installed in the
software you will be using. Alternatively there are some royalty-free clips here:
www.audiomicro.com\\free-cartoons-and-animation-sound-clips, and the free
open source software Audacity can be used for recording and editing sound
(http://audacity.sourceforge.net/). However, it should be noted that the
animation is the focus of assessment and too much time should not be spent
on the supporting elements.

●

Your learners should then evidence the considerations of their animated production by
writing or recording a treatment or proposal. Instruct them to organise their
preparations for their animation as identified in their treatment/proposal, paying close
attention to the project management as well as the building or collecting of assets for
the production itself. Again, this could link to and be delivered with Unit 2: Planning
and Pitching a Digital Media Product.

●

Teach your learners to use the available software and equipment to be able to
produce their animation to a specified duration, (seconds not minutes!). Once
familiar with these they should refer to their planning when creating their animation.

●

Your learners may well need to allocate time outside of the classroom to the
production and the importance of allowing access for your learners to familiarise
themselves with the software should not be underestimated.

●

Peer support and group work will be beneficial at production stage and learners
should be encouraged to work collaboratively on each other’s animations.

●

Your learners could evidence the organisation of their production and editing with
annotated screenshots of the software workspace and file management.

●

Instruct your learners in the publishing of their final production, including the
exporting, saving and storing of the animation files.

Assignment 3: VLE Animation*
Learning aim D: Review your own animated production
●

On completion of your learners’ animation you should deliver a taught session with
the focus on the review of their work. At this point refer back to the purpose,
platform and target audience identified in the planning stage. This will then inform
the collecting of user feedback for review of the finished animation.

●

Lead your learners in a discussion about the benefits of audience feedback. Examine
possible methods of collecting feedback and how to ensure that the feedback is
relevant and useful for the review.

●

Initiate an activity where your learners use their previous learning to formulate
questionnaires for their preferred methods of gaining feedback.

●

On gaining this feedback from a sample of their target audience you should
encourage your learners to embark upon self-reflection. The focus group or sample
of their target audience could be selected from peers in your centre, family members
and teachers, depending on who is likely to use the VLE. Alongside their selfreflection they could identify where they agree or disagree with the feedback.
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●

Lead your learners in their examination of the data gathered. They should collate
their feedback and identify key points and references to specific aspects of their
animation to identify what was successful and areas for development.

●

Instruct your learners to present their self-reflection and audience feedback in a
review of their finished work in so far as it is suitable for upload to the VLE. This
could be in the form of a presentation using annotated screenshots of their work or a
written review that examines the choices made during production and their audience
feedback.

Assignment 4: Animation Review*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 3: Digital Moving Image Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 9: Digital Editing for Moving Image
● Unit 12: Digital Audio Editing.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Furniss, M., The Animation Bible: A Guide to Everything – from Flipbooks to Flash,
Laurence King, 2008 (ISBN 978-1-85669-550-3)
Includes case studies of animators as well as a number of practical application
exercises where learners can put into practice a range of different techniques.
Georgenes, C., How to Cheat in Adobe Flash CS5: The Art of Design and Animation,
Focal Press, 2010 (ISBN 978-0-240-52207-4)
The book presents a number of problems animators may have and works through the
solutions.
Shaw, S., Stop Motion: Craft Skills for Model Animation (2nd edition), Focal Press,
2008 (ISBN 978-0-240-52055-1)
Shows step-by-step how to create model animation. Includes basic exercises as well
as developing a story, making models, creating set and props, the mechanics of
movement, filming, and post-production.
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Smith, J. and AGI Creative Team, Adobe After Effects CS6 Digital Classroom, John
Wiley & Sons, 2012 (ISBN 978-1-118-14279-0)
Includes ten lessons that learners could use to develop their skills and to explore the
features of Adobe After Effects.
Williams, R.E., The Animator's Survival Kit, Faber and Faber, 2009
(ISBN 978-0-571-23834-7)
A classic text for those learning about animation, providing excellent guidance on the
underlying principles of animation.
Journals
www.3dworldmag.com/
Online 3D animation magazine, includes visuals for TV, film, games, the web, product
visualisation and design.
www.computerarts.co.uk/
Digital creative arts magazine.
www.creativereview.co.uk/
Advertising, design and visual arts magazine.
www.digitalartsonline.co.uk/
Digital creative arts magazine.
www.imagineanimation.net/
Online animation magazine.
www.skwigly.co.uk/
Online animation magazine.
Videos
http://beta.toonboom.com/professionals/animating/resources/video-tutorials
Animation tutorials for Toon Boom software.
http://www.angryanimator.com/word/2010/11/26/tutorial-4-flash-walk-cycle/
How to animate a walk cycle in Flash.
Websites
www.aardman.com/
Aardman Animations Ltd.
www.adobe.com
Software developers’ site providing support, knowledge base and forums.
www.angryanimator.com/word/tutorials/
Animation tutorials.
www.anim8ed.org.uk/resources_tech_3d.asp
The Anim8ed website
www.awn.com/
Wide range of animation-related information and news.
www.bestflashanimationsite.com
Tutorials, samples of good practice, resources.
www.creativeskillset.org/animation/
Animation training and education, careers advice and industry information.
www.filmeducation.org/primary/animation/technique.html
The animation pages of Film Education.
www.flashkit.com
Excellent Flash tutorials and forum.
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www.flzone.net
Tutorials from ActionScript to web design.
www.liaf.org.uk/
London International Animation Festival.
www.maryandmax.com/
Website of Mary and Max, a claymated feature film.
www.toonhound.com/
Information on British cartoon, animation, comic strip and puppet creations of the
past, present and future.
http://toonmonkey.com/
Free extensions for animating in Flash.
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Unit 12: Digital Audio Editing
Delivery guidance
Approaching the unit
The content of this unit is applicable to any digital media product that employs sound
or audio. This includes films, television programmes, videos, podcasts or radio
(audio) productions and websites. In a moving image product, attention is usually
drawn more to visual imagery than sound, but the accompanying audio is every bit
as important in conveying meaning and mood, so the editing of sound in a media
product, that uses visual imagery either moving or still, should be given the same
attention to quality as the visual image.
The unit requires learners to understand the principles that underline digital audio
editing and to build on this learning in order to edit audio, to a specified running
time. You will need to provide suitable audio for editing as there is no opportunity in
this unit to produce audio recordings. Audio that has been produced in Unit 4: Digital
Audio Production, or as part of Unit 3: Digital Moving Image Production, would be
ideal, as would existing pre-recorded audio in the form of CD tracks, or other audio in
wav or aiff form.
The unit can be delivered and assessed in conjunction with other units, particularly
Unit 4: Digital Audio Production, and is appropriate as a vehicle for producing
soundtracks for Unit 7: Digital Games Production and Unit 11: Animation for Digital
Media. The core units can also be linked to the content of the audio units.

Delivering the learning aims
Learning aim A focuses on the reasons why audio editing is required in a range of
media products, an introduction to appropriate digital audio editing terminology,
editing techniques and familiarisation with appropriate audio editing software. Apart
from the obvious need for editing, e.g. to remove unwanted erroneous material,
learners should be made aware of the fact that virtually all media products are
produced to fit very specific time slots in a broadcast schedule, or to respond to other
marketing requirements in a specific media market.
Get learners to record some TV and/or radio commercials and then to watch them,
timing each with a stopwatch. The same can be done with different news bulletins
throughout the day, soaps and virtually any TV or radio programme. Learners can be
given the task of identifying similarities according to time of day, weekdays,
weekends and the nature of the audience. For example, advertisers purchase radio
and TV commercials in 10-second clips, the average commercial lasting for exactly 30
seconds (not 29 or 31).
The need to communicate using relevant and appropriate terminology in audio
editing, as with any other job role, is fundamental to understanding the industry in
which the role exists. When you introduce a particular term or piece of jargon,
demonstrate the task or provide a visual prompt of the piece of kit, explain what it is
or what it does and get your learners to mimic your demonstration. Describe the
relevant task, object or action and follow by stating its industry terminology.
Learners must become familiar with the techniques and operations associated with
audio content to be edited. Let them work through operating the type of software
and hardware that is available, in a teacher-led demonstration that reflects practices
in professional audio editing techniques. It will be useful to engage a visiting speaker
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who is a sound editor and can show examples of how editing is carried out and relate
the appropriate term to the practice.
Learning aim B gives learners the opportunity to engage in a series of digital audio
editing tasks having first considered general audio editing practice. Play some
extracts of recorded audio, both with accompanying video and without. Examples
should be given of recordings made in reverberant locations and should contain
erroneous material like pauses and ‘fluffed’ lines. Then demonstrate how to edit out
reverb and errors that affect material while maintaining the meaning of the piece.
Following your demonstration, get your learners to mimic your actions on a similar
piece of soundtrack.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 12: Digital Audio Editing
Introduction
Start by providing audio clips of examples of material that has been edited for a
particular reason. A good example is a trailer for a mainstream movie (audio or audiovisual). These can usually be sourced either from TV or more conveniently from internet
browsers (Yahoo, for example).
Learning aim A: Understand the principles of digital audio editing
●

Introduce a range of edited audio with moving image clips from films or television
programmes by playing them to the class. Clips should contain music, sound effects,
dialogue, silence and noise, for example an action shot containing a shooting and a
car chase that lasts for a couple of minutes. Play a longer clip of the same movies or
programmes to show how and why the key material was taken from the film or
programme in the way it was. Initiate a discussion to investigate the reasons why
editing of audio content is required. Expand on the exercise by playing an audio-only
piece, e.g. a trail from a radio drama programme. Both of these will include actors’
voices and background sounds. This can be developed by playing the soundtrack for
an online movie advert. Your learners can start to build portfolios of trailers and
other edited clips by gathering their own examples of recordings which they can then
describe, explain and analyse as the first part of the task for this learning aim. Get
your learners used to the idea of categorising the different types of sounds that they
gather (as ‘tracks’), i.e. when listening to an advert they should put all the sounds
into their respective categories of ‘dialogue’, ‘music’ and ‘effects’, then do the same
with a film sequence and a radio bulletin.

●

Ask your learners to compile a log of the different types of edited audio that are
used in media products in each sector of the media industry. They can create a blog,
or gather the examples as audio files with verbal comments recorded as a
commentary. Encourage them to investigate the subtle differences in the way audio
is edited in media products accompanied by moving image and those that are
standalone. Provide sufficient resources in the form of radio and TV clips and
encourage your learners to put together a portfolio of material that they have
sourced themselves. Encourage your learners to identify the differences and how
they are used to advantage in, for example, radio news bulletins at different times of
day, trails for programmes, link announcements or extended interviews.

●

Introduce your learners to the range of terminology associated with editing audio,
both for moving image and standalone audio products by using ‘match the term with
the definition’ games. Introduce the specific audio editing software that your
learners will be using by holding a workshop where the sound-editing functions are
annotated on screen shots of the audio software.

●

Select a suitable audio editor according to your financial resources. Demonstrate the
manner in which audio clips are imported to the timeline or edit screen. Play an
audio clip and decide with the class on a section to remove. Complete the edit,
describing to your learners as you go exactly what you are doing. Then get them to
do the same. Ensure that the edit selected leaves sufficient gap for the continuity to
appear natural. Then set a short specific editing exercise for your learners to
complete individually. Get them to keep notes on the procedures they undertake to
achieve the edits. They can use the notes as the basis for the report that they will
complete to achieve learning aim A.
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Assignment 1: Reasons for Editing Digital Audio*
Learning aim B: Produce edited audio material to a specified running time
Editing dialogue
●

Start by recording an interview of, say, five minutes to the workstation (Front Row,
the BBC Radio 4 arts magazine programme in which interviews take place would
work well here). Import it to the sound editor timeline and listen to it. Edit out a
sufficient amount of the content to reduce the running time of the interview but still
retaining the essence of the conversation.

●

Hold a practical workshop, to include demonstrating transfer of audio files from
portable recorders, using either a USB connector to the workstation or by direct
transfer from the SD card. Audio material may also be stored on the workstation or
transferred from another workstation via a USB connector, flash drive or other
portable memory device.

●

Encourage your learners to listen to the audio dialogue and mark places where the
speech can be edited. Give them guidance about ethical editing and ensure that the
intended meaning of the interview is retained. Attention should be drawn to
situations where journalists have used editing to misrepresent the words of an
interviewee for reasons of creating a sensation in a news item.

●

Ensure that your learners save work at regular intervals and that they save the
original dialogue for comparison with the edited version.

Editing sound effects
●

Start by finding a video clip of a TV programme or originally shot footage that has
action, running, doors opening and shutting, moving vehicles, shouts, screams, etc.,
but no lip sync dialogue. Delete the existing sound so it is a silent moving image clip.
Select examples of relevant sound effects from a sound effects CD.

●

Using a sound editor, rip or import the sound that you are going to use and save as
wav or aiff files on the workstation. Ensure that the audio effects are of sufficient
duration to be added to the soundtrack without cutting decay times. Then time the
effects and edit each effect to fit the relevant space on the timeline. Save each
sound effect ready to be imported to the timeline of the moving image clip.

●

Hold a practical workshop, to include demonstrating transfer and conversion (often
referred to as ripping) of audio files to the workstation. This may require a CD/DVD
drive from which to import effects or music, which may be integral to the
workstation or can be connected using a suitable USB lead. Sound effects may also
be downloaded from an online sound effects library, either free or by subscription.

●

Encourage your learners to listen to the type of audio sound effects available, check
their suitability for purpose and after having downloaded them, mark places where
the effect can be edited. Give them guidance about accurate editing and ensure that
the intended aural interpretation of the sound is retained. Attention should be drawn
to the effect of cutting off decay times of certain sounds, particularly if they are
intended to be heard in reverberant spaces. This is particularly noticeable with
horror and creepy sound effects, dungeons, striking clocks, creaks and groans and
skid sounds that might be incorporated into the above example.

●

As previously suggested, ensure that your learners save work at regular intervals
and that they save the original sound effects for comparison with the edited version
of the chosen clip.

●

You could give your learners a suitable clip or encourage them to find their own clip.
They should then gather and edit suitable sound effects for their selected clip
including atmosphere or ambient sound.
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Editing music
●

Find a suitable moving image clip from a television or radio programme that doesn’t
use mood music, for example a soap. A two or three-minute scene should be
sufficient. The chosen music clip should reflect the dialogue exchange and the
occasion as well as the circumstances of the exchange. Take a music clip from a music
library such as APPM music library (‘CHAP383 Simply Strings’ is a useful example).

●

Select the parts of the visual action to be accompanied by music. Import the music
clip to the workstation ensuring that there is sufficient to meet your needs. Edit the
clip(s) accurately, ready to import to the timeline.

●

If the music is to accompany a standalone audio piece, you could perhaps select either
a clip from a radio play or a reading and select appropriate music for it. Proceed in
the same way as with the moving image clip, importing the music clip to the
workstation as a WAV or AIFF and timing each to fit the audio timeline.

●

Hold a practical workshop, to include demonstrating transfer, download and conversion
(often referred to as ripping) of audio files to the software on the workstation. This may
require a CD/DVD drive, which may be integral to the workstation or can be connected
using a suitable USB lead. Music tracks may also be downloaded direct from an online
production music library, either free or by subscription.

●

Encourage your learners to listen to a range of music tracks available, check the
suitability for their purpose and, after having downloaded them, mark places where
the music can be edited. Give them guidance about accurate editing and ensure that
the intended purpose of the music is retained. Attention should be drawn to the effect
of cutting to the beat of a music clip and ensuring that when editing clips from two
different tracks, both are in the same key. Music that is familiar is often not suitable
for a background as it can evoke the image of the original recording rather than
supporting or enhancing the action on-screen or the dialogue being enacted.

●

As previously suggested, ensure that your learners save work at regular intervals and
that they save the original full music tracks in case they need further material.

●

Learners should time the clip and state the start time and finish time to identify the
part of the clip to be used.

●

Please note the start and end of the music track must be retained: learners are not
allowed to simply fade out the track when the scene finishes but must edit out a
section between the start and end point.

Assignment 2a: Editing Dialogue for Radio*
Assignment 2b: Editing Sound Effects for Moving Image*
Assignment 2c: Editing Music for Radio or Television*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
● Unit 1: Digital Media Sectors and Audiences
● Unit 2: Planning and Pitching a Digital Media Product
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
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● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 9: Digital Editing for Moving Image
● Unit 11: Animation for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Hardware and software
This unit requires the use of editing software application on either PC or Mac platform
and the facility to download and import from DVD/CD drives either integral to or
connected by USB link to the computer. Examples of suitable applications include:
Audacity (freeware for PC or Mac), Bias Peak (Mac only), Adobe Audition (PC and
Mac), NCH Wavepad (PC and Mac), Soundforge, Goldwave, Garageband (Mac).
There should also be access to a range of production music library recordings and
sound effects, either online or on CDs.
Textbooks
Purcell, J., Dialogue Editing for Motion Pictures: A Guide to the Invisible Art,
Focal Press, 2007 (ISBN 978-0-240-80918-2)
This is an advanced book written for undergraduates. However, it does contain
relevant material for the editing of audio material for TV and film as required by this
unit. Suitable for teachers but not learners.
Huber, D. M. and Runstein, R. E., Modern Recording Techniques (7th edition),
Focal Press, 2009 (ISBN 978-0-240-81069-0)
Rumsey, F. and McCormick, T., Sound and Recording (6th edition), Focal Press, 2009
(ISBN 978-0-240-52163-3)
Both the above publications are practical books covering all of the art of recording,
editing and mixing, aimed mainly at engineers but with background history and
development of recording.
Websites
http://freeplaymusic.com/
Royalty-free production music and effects for free download.
www.jiscdigitalmedia.ac.uk/audio/advice/basic-audio-editing
A practical guide to topping and tailing audio clips. Part of the JISG Digital media website.
This site also contains a series of audio related topics that may be useful in other units in
this qualification.
www.unippm.co.uk/
Universal Production Music Library represents probably the largest group of production
music recordings in the UK. It contains the Chappel, Bruton and many more key names in
production music. It will also be covered by the institution licensing arrangement for
authorised use during class times, in the same way as music CDs and DVDs.
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Unit 13: Graphic Design for Digital Media
Delivery guidance
Approaching the unit
Understanding and applying graphic design is one of the key components in
communicating a message to an audience. Digital technology has revolutionised
graphic design, with graphics being seen in an increasingly broad range of products
across different media sectors. This unit offers a great opportunity for learners to
understand what graphic design is and can be, as well as enabling practical
opportunities to apply this learning within a digital media context.
Unit 13 shares links with Unit 5: Digital Publishing Production, as both units use
similar approaches to digital technology and techniques. Unit 13 can also be
combined with Unit 6: Website Production, which links related technical and
preparatory concerns for building web pages, and with Unit 3: Digital Moving Image
Production, to produce graphics or titles for moving image, developing skills in genre,
pace and timing.

Delivering the learning aims
An initial mind map of the uses of graphic design in existing digital media products is
a good way to approach learning aim A (Topic A.1). Ask your learners to think of
ways in which they interact with graphics on a daily basis. Encourage them to look
around the teaching room at computers, their mobiles, magazines, posters, etc., or
even recapping what they did last weekend and whether that involved graphics, to
demonstrate the broad uses of graphics. Introduce your learners to a range of
graphic styles (Topic A.2) early to give them an understanding of what they can
achieve in their own designs. This will also enable them to effectively identify,
describe, compare or analyse design work of others using correct terminology.
Exposing your learners to contemporary web design, graphics/typography and
motion graphic sequences through books, journals and the internet will help them to
achieve this. Encourage learners to look at designs within genres and styles that
interest them. Give your learners examples from the genre or style which interests
each of them, in order to raise the quality of the research further. Give examples that
could be considered classic or cutting edge in design, such as magazine designs for
The Face or ID, The Guardian website design or Saul Bass title sequences for film, to
increase their knowledge and enthusiasm even further.
To learn the technical elements of graphic design (Topic A.3) you can begin with a
general introduction to the basic rules of composition that are generic across all
digital media products, such as the constructive use of space as a design element.
These basic rules can be demonstrated through small exercises such as getting
learners to annotate how other designers have used these conventions – the
Serpentine Gallery website is a good example of this. A sound understanding of the
general and then product-specific technical concerns will enable learners to develop
the building blocks of good design. You could also use this opportunity to discuss
which software or which digital tool or technique is used, and how. You could give a
demonstration to learners and ask them to make notes, practise and use annotated
screenshots that can be referred back to when learners create their media product.
These demonstrations can be teacher-led, technician-led or you could use internet
tutorial websites (see resources below). This is also very useful preparation for
learning aim B and will help maintain a balance of practical and academic study
within the early sessions.
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Understanding the message and meanings behind the piece of design (Topic A.4) is a
very important element. This can be a difficult part of this learning aim as it requires
identifying the links between a product’s ideas and ambitions and then how these
ideas are conveyed visually. Encouraging learners to annotate a printout of a selected
piece of design is a useful way to highlight messages and meanings. This can also be
done by initially providing selected exemplars. Alongside these exemplars can be a
series of questions that learners answer and present. Questions could include: Who is
the target audience? What are they selling? How would you describe the mood of the
piece? Why is this mood appropriate for this target audience? Although difficult, the
analytical skills acquired by understanding message and meaning are essential in
providing visual direction to a brief.
In learning aim B, learners will create a digital media product. The focus is on the
technical skills and understanding of meaning that accompanies their final digital
media product.
The assignment brief that you write should allow learners a broad choice of media
products from digital publishing, digital gaming, web design and motion graphics.
This is important as it allows for individual choice related to each learner’s career
ambitions and interests. From this, interpretation of your set brief is a key early
component. A thorough analysis or breakdown of the requirements of the brief,
either as a class discussion or an individual activity, is therefore very useful in
ensuring clear understanding of the aims. This will provide the learner with the initial
starting point to ensure also that the digital tools and techniques are appropriate for
the aims of the brief.
The next stage after discussing the brief and research is the scamping or sketching of
ideas stage. This is an important stage in generating, developing and refining ideas.
Many compositional and typographic ideas and issues can be resolved here before
creating the final product. Alongside this learners should be encouraged to undertake
small digital experiments and mock-ups as a building block approach before creating
their final output. This helps learners combine ambitious ideas with realistic
application. Using screenshots and annotating these will help learners reflect upon
what they have learned and provide a reference point that can be used later in other
linked units.
During the planning, but especially the production stage, encourage regular periods
of ‘stepping back’ from the computer screen. Learners can often be fascinated by the
technical aspects of the software (Topic B.1) and can sometimes therefore be
distracted away from the message they have to communicate. Allow them to peer- or
self-assess the strengths and areas for development in the work that they have
produced so far. When initially sketching or planning the final product constantly
encourage reference to the relevant work of other real world designs that have
tackled similar or the same issues. Learners should be aware of how they are
communicating a message through manipulation of the creative elements of each
specific design product such as composition, typographic, semiotics, pace of motion,
interactivity or use of imagery, etc. (Topic B.2). This is where links to practical
exercises in learning aim A can be very effective.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 13: Graphic Design for Digital Media
Introduction
Introduce this unit with a short activity in which each learner presents their own
favourite example of graphic design to the class. They could choose from digital
publishing, or web-based or motion graphics. Give them criteria to guide their
presentation with questions such as:
Describe what you see on your piece of graphic design. Who do you think is the target
audience? What media sector does it belong to? Is the typography/lettering creative or
traditional? Why have you chosen this piece? What do you like about it?
Use their presentations to introduce new terms and ideas. Learners can also return
to these presentations and update them again at the end of the project to demonstrate
the progress and learning they have made through the unit. Their chosen pieces of
design and presentation notes can then be displayed on the classroom walls for all
learners to refer to.
Learning aim A: Understand how graphic design is used in digital media
●

Begin with a class mind-mapping exercise, questioning what graphic design is and
where we find graphic design. Emphasise to your learners that graphic design is
everywhere: on shoes, clothes, doors as signage, buildings, cars, MP3 covers, etc. You
can then discuss where graphic design is used in digital media products. Mind map as
a class all the different media sectors in which graphics plays a key role.

●

Following this present a short overview of a selected range of graphic styles and
movements, i.e. modernism, pop art, futuristic, to accompany your presentation with
clips from TV programmes from the internet. Ask your learners to take notes and
undertake their own research related to each selected movement. This could take the
form of small group activity in which each group researches a given style, makes a
mood board and then presents this to the class.

●

This research could then expand into investigating genre. Lead discussion on what
genre is. From this definition a mind map can again be formed in small groups and
then as a whole class in which a range of genres are identified.

●

Begin each new lesson with a quiz that recaps terminology, terms, movements or
techniques learned. The quiz could be oral, although a quiz sheet offers opportunities
to informally assess learners’ understanding and provides a resource for them to refer
to (this could also be continued through learning aim B).

●

Give your learners examples of digital media products related to three differing
television channels that specialise in three different genres. Ask them to identify
(1A.1), describe (2A.P1), compare (2A.MA) or analyse (2A.D1) the graphic styles from
the different media genres of each television channel. 2A.D1 must include analysis
across digital desktop, motion-based and web-based graphics, while the others do not
need to include this.

●

Give your learners a series of criteria to assess digital media products against.
To achieve 2A.P3 they can use two examples from the same sector. At this stage
some learners may use new examples from one media sector. However, to achieve
2A.M3 they must consider two media sectors. Questions ask to include: Who is the
target audience? What media sector does it belong to? Is the typography creative
or traditional? What genre and style is the design? Describe the composition.
Extend the questioning further into meanings and messages such as: What is the
mood or atmosphere? What is the ideology? What does the brand identity
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communicate? Learners should be encouraged to annotate and draw arrows to the
key visual areas of each part of the image so links can be made between the written
idea and visual area.
●

Ask your learners to present their findings to the class. This gives you an
opportunity to check learning and highlight any key areas essential to the brief.

●

To explore basic concepts of composition give your learners a sheet of paper broken
into a grid of squares with a series of titles in each grid. These titles can include line,
shape, serif type, sans serif type, space, scale, hierarchy, colour, etc. A final square
should be allocated that says mood. In each of these squares, using computers,
pens, pencils or other materials, learners can make an annotated visual response to
the title of each square. Some titles, like serif and sans serif will need explanation
and demonstration. Others will be at varying levels of difficulty to enable some
independence. The final square, ‘mood’, will allow learners the opportunity to create
a mood by using any or all of the skills learned in the previous squares. This exercise
in practical learning will be advantageous when they begin the scamping and
sketching stage of learning aim B.

●

Before moving on to learning aim B learners should be introduced to the technical
elements of graphic design in different media products. This can be achieved
through demonstrations of relevant software. Encourage your learners to continue
taking notes and creating screenshots of these demonstrations.

Assignment: 4Urban Campaign (Part 1)*
Learning aim B: Create graphics for a digital media product
●

Start learning aim B by discussing a brief for a digital media product and highlighting
key words and key deliverables.

●

Use this opportunity to discuss the significance of the target audience. In groups, get
learners to make a visual and written mind map about this group.

●

While referring to their research, ask your learners to begin the initial process of
creating thumbnails or scamping ideas. To start this process they should begin to
sketch logotype ideas.

●

At this point it may be beneficial for an external visitor, such as an industry
professional designer, to talk about the importance and the advantages of the design
process. Ask them to discuss how all designers follow the design process as it is an
established and essential part of all designers’ working methods.

●

After this activity learners can begin to work on the scamping or sketching for the
digital media products that incorporate their logotype.

●

In between these periods of scamping learners can continue to benefit from
demonstrations of relevant software. Encourage them to continue taking notes and
creating screenshots for these demonstrations for longevity.

●

This can then be followed by a learner self-assessment. Ask your learners at this point
to decide whether to attempt two digital media products or one digital media product.

●

Give your learners a checklist of requirements to ensure their digital media products
reflect real life. For example, for digital posters: Where should the logo be placed?
Have you used text that introduces the channel? Is there text to explain where the
channel can be found? Have you used appropriate images to engage the target
audience? Does the mood communicate with the target audience? Learners can then
tick off this checklist as they achieve each target.

●

As they begin the process of producing and realising their final media product(s)
encourage your learners to continue to self-assess whether their designs are
communicating the message of the brief. Regular stepping back and thinking about
their work in relation to the brief will ensure that they stay consistent with the aims.
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Ask them to record results in their research folder/sketchbook and annotate them
throughout.
●

A useful activity towards the end of the project is to test the digital outcome in its
appropriate format. For example, testing websites on different browsers or a print file
to ensure that all links are embedded so that images are not printed bitmapped.

●

Ask your learners to present their product(s) to the class (individually or in pairs). To
help structure their presentation, give them a series of short questions. The answers
to these questions will then form the basis of their verbal presentation.

●

Ask learners to self-assess or peer-assess their presentation performance in relation to
their verbal skills and body language. Summarise, with constructive criticism, the
strengths and areas for development for each learner so that they can improve their
presentation skills across other units.

Assignment: 4Urban Campaign (Part 2)*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 10: Digital Photography for a Media Product
● Unit 14: Writing for Digital Media.
It can also be linked with units in the BTEC Level 1/Level 2 Firsts in Art and Design.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Ambrose, G. and Harris, P., The Visual Dictionary of Graphic Design, AVA Publishing,
2006 (ISBN 9782940373437)
This is an alphabetic guide to a range of graphic design terms and movements.
Useful for the parts that relate to basic terms such as modernism, type anatomy,
white space, etc. With direction, this is accessible to learners due to its visual lead
material and brief text explanations.
Bhaskaran, L., Designs of the Times: Using Movements and Styles for Contemporary
Design, Rotovision, 2005 (ISBN 9782880468163)
Provides a brief overview of a range of important art and design styles with some
links to graphic design. This is a very useful resource to support teachers to recap
and edit content into presentations on graphic styles.
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Lupton, E. and Cole Phillips, J., Graphic Design: The New Basics, Princeton
Architectural Press, 2008 (ISBN 9781568987026)
This book is written primarily for educators, although it may be accessible for some
level 2 learners, with a series of overviews on compositional concerns such as colour,
texture, line, hierarchy and grid.
Journals
Creative Review, Centaur Media
Useful for contemporary examples of graphic design, web design and motion graphics.
Websites
http://ae.tutsplus.com
Useful selection of tutorials related to motion graphics including some creative type
approaches.
http://designingfortheweb.co.uk/
This is a useful, primarily text-driven, digitally accessible book on designing for the web.
Useful chapters for all media sectors include ‘Typography’ and ‘The design process’.
www.computerarts.co.uk
Contains a range of articles and tutorials on different aspects computer arts. Tutorials
include motion graphics alongside Photoshop and Illustrator tutorials. Contains an
interesting section on interviews with designers from all fields of graphic design, which is
particularly useful for Distinction level learners.
www.lynda.com
Pay-for subscription site that provides a very broad range of software tutorials across a
range of programs including Photoshop, Illustrator, Maya, 3ds Max. Tutorials cover a
range of ability levels, including beginner and intermediate as well as more advanced
levels, and can be searched by subject as well as software.
www.youtube.com
This is essential for sourcing tutorials on all digital software required in this unit. It is also
especially useful for more advanced digital techniques.
www.youtube.com/user/TutorialsPs is particularly useful for basic Photoshop inductions.
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Unit 14: Writing for Digital Media
Delivery guidance
Approaching the unit
It is essential for learners to be introduced to a wide range of written material
produced for digital media in this unit. This might be text for an advertisement, blog
or newspaper; it could be a script for a short film, or articles for a website, emagazine or computer game narrative or backstory. Learners can then deconstruct
the written material and begin to understand the conventions of writing in a style
suitable for a particular digital media product.
Encourage your learners to concentrate throughout the unit on the accepted
conventions and styles of writing as well as the correct use of spelling, punctuation
and grammar. These ensure that the audience can engage with the written material.
Writing for digital media should inspire learners to produce dynamic and engaging
written materials. This could be linked to their work in other units. For example, if
they are producing a digital publication in Unit 5: Digital Publishing Production, they
could develop their writing skills in this unit as they prepare appropriate materials
and layout for their publication. They could also produce graphics for the publication
in Unit 13: Graphic Design for Digital Media.

Delivering the learning aims
Through learning aim A, learners should be introduced to a range of e-publications.
This may well be an introductory class discussion with examples and then learners
working in pairs to explore a particular type of e-publication. Learners can then
prepare a presentation to the rest of the class. A range of e-publications can be
accessed via the internet including community, local and national e-newspapers.
Learners should be able to explore an e-publication and analyse the ways in which
the written word is used in relation to the images and other possible interactive
elements on the page. All e-publications (e-books, e-newspapers, instruction
manuals, adverts, etc.) use the written word in some way. Learners should explore
these and understand the conventions of the written material. They could for
example look at the use of headlines and titles, the introductions and conclusions and
the mode of address used by the writer.
Learners will explore the purpose of writing in terms of how it used to educate,
inform, market a product, entertain and persuade. It is important that learners
investigate a range of e-publications that use different writing styles. You could
consider providing your learners with a template in which they can identify epublications and the ways in which writing is used to convey a message. It would be
useful at this point for learners to start developing their own blog. The blog will
provide them with an opportunity to store their investigations together with examples
of e-publications they have found and used. They should be encouraged to develop
an appropriate writing style for their own blog as an introductory exercise to
developing their own writing styles.
It would be good to provide the learners with an opportunity to compare and contrast
the different types and styles of writing used in digital media products. Learners
could use their blogs to promote a discussion and invite their peers to discuss this. If
resources are available learners should be encouraged to develop a presence on
social networking sites such as Facebook and use this as an opportunity to discuss
writing styles with their peers. The use of a blog or social networking will encourage
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learners to write in an appropriate manner for digital media. All of this will inform
their own writing for digital media.
In learning aim B, learners should use the knowledge they gained in learning aim A
to produce their own piece of written material for a digital product. They must
understand that generating content for written material is a key part of the
production process. Ask your learners to begin by undertaking research, just as a
journalist would if they were writing a story for an e-newspaper article. A writer
producing a short story for distribution on a Kindle® or another e-reader will need to
research into potential audiences, markets and ideas for their work.
Learners could be allocated to small groups or pairs and asked to investigate a
particular media product and consider how the writer has used their skills to ensure
that the written word is appropriate for the product. Learners should present the
results of their investigations to the rest of the class and in this way they will all
develop understanding of the range of writing used in digital media products. They
will then develop written materials considering audience, digital format, genre
conventions, narrative conventions and narrative structure. Provide a forum for
discussion with the whole class on how to develop their written materials. This could
be followed up with one-to-one tutorials to ensure that each learner is on track with
the ideas. You should provide a wide range of exemplar materials to ensure that
learners have a full understanding of considerations they require when developing
their written material. They will need to identify where their sources of information
are to be found and also consider the nature of the materials in terms of originality,
adaptation, personal interest, commission and the potential publication’s market.
Guide your learners to the appropriate sources of information and include, in their
assignment design, a guide to resources that they have found. Learners will produce
written material for digital media and should be able to store their work in an
appropriate manner. They should be encouraged to ensure that a copy of all their
work is kept securely. They could use a hard drive to store the material or a CD or
memory stick. It is essential that they can easily access this material. Learners must
understand issues surrounding copyright and plagiarism. They should be able to
access websites that provide information on the ways in which copyright permissions
can be obtained, e.g. www.copyrightservice.co.uk/copyright/intellectual_property.
This may well be an opportunity for whole group teaching and a follow-up discussion
on the implications of using someone's work without their permission. Learners must
also be able to reference their sources to demonstrate where their research has been
found. At this level it may be simplistic referencing in terms of where the information
was found and when. Whatever style of referencing is used this must be consistent
across this unit and, where possible, across the whole qualification.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 14: Writing for Digital Media
Introduction
Gather together a selection of digital writing examples and present these to your
learners, possibly using PowerPoint® or a similar presentation technique. These could be
discussed as a whole group and learners asked individually their thoughts on the quality
of the writing, where it might be used and how it could be improved. Undertake a short
quiz activity where further materials are shown and your learners have to identify where
these could have been used in media products. This is an introductory activity, and
therefore the materials used should be easy to identify and be easily deconstructed by
the learner.
Learning aim A: Explore types and styles of writing used in digital media
●

Give your learners a range of examples of digital media and ask them to investigate
the different types and styles of writing used in them. You could use e-newspapers.
Websites such as www.onlinenewspapers.com/ link to e-newspapers across the world.

●

Give your learners a writing frame where they can fill in their findings for a range of
digital media products. The headings on the writing frame could be: the type of digital
media product, where found, the type of writing used, the style of writing used. They
could then use this information to inform the creation of a report or presentation. If
they choose to use a presentation, you should ensure that a recording is made. It is
good practice to have a Q&A session at the end of the presentation to confirm the
learners’ understanding.

●

Once your learners have identified styles and types of writing, they will need to
identify the purpose of writing in digital products. They should be given an opportunity
to download examples of the main topics: to educate, to inform, to market a product,
to entertain and to persuade, and then annotate these to identify the digital product
they are reviewing and the purpose of the written material in each of the products.
This would be good opportunity for learners to find a wide range of digital media
products and fully understand the purpose of writing linked to them.

●

Learners will produce evidence of their work in the form of a report in an appropriate
format. They could produce an illustrated report with examples of images connected
to appropriate writing. They could produce a video report using examples of writing
linked to video clips or a slide show of images with an accompanying voiceover
commentary. They may decide to produce an audio report containing clips from sound
recordings and a voiceover to explain the use of writing in an audio context. A
presentation with embedded images, video and audio may well provide a valuable
assessment opportunity. They could produce handouts and notes on their
presentations. It would be good practice to provide a Q&A session at the end of the
presentation to confirm the learners’ understanding. Presentations and other evidence
should be recorded for assessment purposes.

Assignment 1: Homeless Charity Promotional Campaign – Research and Development*
Learning aim B: Produce written material for digital media
●

Learners should begin by undertaking research to inform three sets of written
materials. Outline for them the different research methods and techniques they can
use, and ask them to take notes. Give them the opportunity to try out these
research methods and techniques. They could devise a short questionnaire and
prepare questions for an interview or focus group. This might be on a topic that is
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current and relevant to them. Learners could work with a partner in this exercise but
they must be able to demonstrate their individual elements of research.
●

Your learners will develop their written materials. This would be an opportunity for
them to pitch their ideas to a ‘client’ (you or an industry professional) and this will
provide for a review of ideas at this initial stage. They will need to review their
research and make a final decision on format and audience. As the client you could
ask your learners to further develop their ideas or to move on to the production
stage.

●

Evidence will be in the form of three different sets of written material for different
audiences. Your learners will have considered the different audiences that they will
be writing for and will have decided on the format of their product.

●

Give your learners the opportunity to work though each format and audience.
Encourage learners to keep all drafts of their work at its various stages. This is a
good opportunity to set milestones for achievement and will ensure that your
learners do not move on to the next piece of work before their achievement has
been reviewed and recorded.

●

Give your learners tools for storing their written materials. This may be hard copies
of notes and shorthand, or digital materials, etc. There must be a safe system for
storage of this material. This could be on a weblog or blog where learners have
access to the blog for storage of work and you also have access to ensure that they
are storing their work effectively. Alternatively, they could use a CD or memory stick
to store their work. They must make a backup copy to ensure that work is not lost
or destroyed.

Assignment 2: Homeless Charity Promotional Campaign – Production*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 10: Digital Photography for a Media Product
● Unit 13: Graphic Design for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Carroll, B., Writing for Digital Media, Routledge, 2010 (ISBN 978-0-415-99201-5)
This book outlines how to write effectively for online audiences and contains a range
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of tools and strategies for writing. Although this is written for higher level learners,
the content can be adapted for use in the classroom.
Websites
www.bbc.co.uk/writersroom/
A useful resource for teachers and learners, this site contains advice and guidance as
well as radio and television scripts from current productions. Included in the site is a
multiformat script macro ScriptSmart that works with Word and automatically creates
appropriate script layouts.
www.journalism.co.uk/
This professional website contains some interesting how-to guides on putting
together content for digital products.
http://cw.routledge.com/textbooks/9780415992015/
This is a companion site for Writing for Digital Media. This includes access to the
writers blog which is interesting but may be at too high a level for some Level 2
learners.
http://knightcenter.utexas.edu/blog/00-9249-how-write-digital-media-techniquesweb-writing
A Journalism in the Americas website. Article on writing for the web set at a high
level but could be used for class discussion.
http://ijnet.org/stories/how-improve-your-writing-internet
This is the website of the international journalist network. A useful site with five basic
writing tips for digital media.
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Unit 15: Digital Games Testing
Delivery guidance
Approaching the unit
This unit is a chance for learners to understand an important entry level job in the
games industry while simultaneously gaining skills and knowledge that will enable
them to actively test games for bugs, diagnosing specific problems and suggesting
solutions for these. As such it should be approached with a mix of theoretical and
practical tasks and activities, which will give your learners not only a deep
understanding of the subject matter but also the chance to experiment with what
they have learned.
As this unit requires learners to diagnose specific bugs within a game it could easily
be integrated with the work that they have produced for their work on Unit 7: Digital
Game Production. There could be the opportunity to conduct alpha testing of their
own game (or even another learner’s game), or this unit could be taught completely
separately from Unit 7, with a ready-made game for testing (complete with bugs).
Whichever way it is delivered, it is vital that learners have access to games with
bugs – these could be simple Flash or iOS games that have been made in-house, or
more complex 3D games or levels. Some centres may find it useful to have their
media technician involved in the delivery of the more technical aspects, or to have a
guest speaker/QA tester launch the brief.

Delivering the learning aims
For learning aim A, it would be especially beneficial for learners to have access to
gaming professionals, to ask them questions about the professional practices of
testers and to gain the contextual insight they need to truly understand the role and
importance of video game testing. For this reason it makes sense to have some of
the subject introduced by QA testers. Some local developers may be willing to give
up some of their time to introduce briefs or explain how testing works over the game
development process, especially if they are in need of young test subjects.
Learning about how testing is conducted over the phases of a game’s production
(1A.1) could be related to the learners’ experiences of Unit 7: Digital Game
Production (where this unit is being run), with the learners thinking about what
problems they could/are encountering with the production of their assets, the
building of their game level in the editor, etc. Understanding how the need for testers
increases towards the end of a game’s production could be taught through class
discussions, or through reflections on learners’ own productions. (They could
compare the amount of assets they had to test in the early concept stages to their
alpha and beta phases of post-production.)
Helping learners to understand the theory of testing techniques could be introduced
through a structured load or localisation test, where learners analyse a game
sequence for a specific reason (for example, to see if the game plays in the right
language). This will give learners and you a starting point to begin a dialogue on the
different reasons why we test and the testing techniques we use for each of these.
Active learning techniques such as structured use of testing techniques will allow the
learners to experience the testing techniques first-hand (where appropriate) and
reflect on their purpose and usefulness, although you may need to teach some
testing techniques through discussions and research tasks, if your centre is unable to
provide specific tests.
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Learning about different types of bugs and how to diagnose them can be a complex
task. In order to understand the different symptoms of bugs, learners could play
sections of games with specific bugs in them, and then reflect on what their effects
were in pairs, groups or the class as a whole. If you are unable to provide sections of
games with bugs in you could find videos of game sequences that display bugs
(YouTube is a good source) and these can be used as good starting point for a
discussion on diagnosing bugs. This could then lead to a series of mini-lectures or
workshops where learners gain a deeper understanding of the cause of these
glitches, and possible solutions.
The theory behind testing phases, techniques and bugs can be quite technical, and it
is worth thinking about the pace at which this is delivered. It is easy for learners to
get left behind if their learning is not checked. Having them keep a public record of
their notes (for example as a blog or through the use of continued formative
assessment) will help you to ensure that your learners’ understanding is developing
over the course of the unit. For these technical lessons it may be useful to have the
media department’s technician on hand to answer technical questions, and to provide
support to the learners (and you where necessary).
For learning aim B, it is vital that you have access to sequences of games with bugs
in them. If you have game design skills this will probably not create a problem, but for
teachers without have these skills it may be worth asking someone to produce these
game sequences ahead of time (this could be done through an adept student, former
student, technician or paid freelancer). These game sequences do not have to be
sophisticated 3D game levels; they could just as easily be faulty 2D Flash or iOS
games. The bugs present in the sequences could take a variety of forms, from missing
textures to blocking bugs that prevent players from moving around the game world.
During this stage of the project learners will need to diagnose and analyse different
bugs within the game, as well as offering solutions for these. Learners should engage
in structured play-testing of the game, recording their progress in a bug report that
could take the form of either an online database (where available) or an electronic
spreadsheet, which could be saved to the learner’s drive. When creating a template
for the bug report you should use the sections of the bug report outlined in the unit
specification. It would make sense for learners to take part in a series of workshops
where they are shown how to fix simple bugs. For these parts if you do not feel
confident in delivering these workshops it might be beneficial for you to have the
support of the media technician in the classroom.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 15: Digital Games Testing
Introduction
Being a games tester is a great entry level position for those wanting to work in the
gaming industry. To help learners understand the importance of the role of the games
tester and to launch the unit, ask them to engage in structured gameplay of a Flash
platform game with a bug that prevents them from completing the level. They could then
explain why the game needed to be tested before being sold.
Learning aim A: Understand digital games testing
●

Lead a class dialogue on the production process of games, with learners discussing
what could be tested throughout the production phase. Learners could work in small
groups to conduct directed research into one of the three production phases (preproduction, production, post-production). Ask them to feedback their findings to the
group in a presentation.

●

At this stage it would be helpful to have a professional QA tester talk to the class,
and introduce the two major phases of post-production testing: alpha and beta
tests. Learners could research the different responsibilities of alpha and beta testers
through the use of a dominoes-style task, where they have to match the duties and
responsibilities printed on a card to the role of either an alpha or beta tester.
Learners’ knowledge of alpha and beta testing could be formatively assessed
through mini-tests in class or through the use of blogs where they record the results
of their research.

●

Learners could be introduced to testing techniques through a scenario-based task
where they are given an outline of a game that has been produced in a foreign
territory from a guest speaker, such as a development executive (or you could
deliver this). The guest speaker could ask your learners to identify and explain what
different tests might need to be conducted during the production process before the
game can be released in the UK, through a guided class discussion.

●

Learners could then be introduced to each of the test techniques through a short
series of mini-lectures which focus on each one of the techniques, with learners
conducting research into the techniques (including through the investigation of
bug/test reports where possible) before being asked to create an in-depth timeline
that explains the different tests throughout the game’s production lifecycle in
chronological order (e.g. from demo testing to soak testing).

●

Learners could use different test techniques to identify specific problems within
sequences of games (for example, they could conduct functionality testing of a game
level) before reflecting on their findings in a blog or audio podcast. This will allow
them to gain a deeper understanding of the different testing techniques while
allowing you to formatively assess their knowledge, and identify misconceptions
early on.

●

Understanding how to differentiate between the types of bugs that affect games can
be confusing to learners, so to help them develop their knowledge you could
introduce them to the different bugs in a staggered series of mini-lectures, possibly
launched by the media department’s technician or a QA tester (where appropriate).
Learners could then engage in group research activities to investigate specific bugs,
identifying their symptoms and the processes by which they are fixed. They could
then feedback their findings on these to the group as a whole.
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●

In order to gain a deeper understanding your learners could actively engage in
structured gameplay of a simple Flash game that has been programmed with
specified bugs in (supplied by you), which they would then have to diagnose (for
example, the Flash game could contain visual glitches such as texturing or animation
bugs, or incomplete code). This would allow learners to identify and explain different
bugs through a more active setting. They could then write up their findings in a bug
report, which would allow them to explain and evidence their understanding of bugs
in relation to practical examples.

●

Learners could collate all of their research notes from the unit, and either write these
up as a research report or record their findings as an audio podcast. They could ask
a peer to read their report/listen to their podcast to check whether they have
analysed testing techniques and bugs or merely described them. This would also
allow learners to gain a better understanding of the subject from a more
knowledgeable peer.

Assignment 1: Play Test Interview*
Learning aim B: Produce a bug report using test techniques
●

Invite in a QA tester to directly relate their experiences of bug reporting to your
learners. After a short introductory dialogue learners could be introduced to the bug
report (either a hard copy printed report, or bug reporting software if your centre
has access to this). Ask your learners to work in small groups to identify what
information is required from the different sections of the report (using exemplars),
recording their findings in a blog post or as an audio podcast.

●

Give your learners the opportunity to develop their skills in bug reporting through a
series of workshops, with the learners engaging in structured play-testing of a
collection of faulty game sequences (provided by you), analysing the sequences and
recording their findings in a bug report. These sequences could be replaced at a later
date with a mix of fixed and unaltered sequences, giving your learners the
opportunity to verify that the bug has been fixed. Encourage them to observe
industry practice and reflect on their experiences of bug reporting through peer
assessment or the use of a reflective blog.

●

Once your learners have had sufficient practice of bug reporting they can begin to
test either their own game (where they have completed a game section in Unit 7:
Digital Game Production) or a game section provided by you. They will need to
identify and diagnose specific graphical bugs and comprehensively explain their
findings in a detailed bug report. They should then explain how to fix the specific
bugs they have identified in the appropriate section of the bug report.

Assignment 2: Alpha Tester*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications and
links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production
● Unit 7: Digital Game Production.
In Unit 7 learners have to produce a demo of a game and then superficially test it, so
it is recommended that centres deliver that unit with this one so that learners can get
a more in-depth experience of games testing.
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Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Levy, L. and Novak, J., Game Development Essentials: Game QA & Testing, Delmar
Cengage Learning, 2009 (ISBN 978-1-4354-3947-4)
This is a good textbook on testing in video game production.
Software
Adobe CS6 (www.adobe.com/uk/products/creativesuite.html)
Adobe’s Creative Suite 6, including Photoshop, Flash, Illustrator, etc.
Autodesk (http://students.autodesk.com/)
Links to educational (non-commercial) downloads of 3D modelling and animation
software (including Mudbox, 3DS Max, Maya and Motionbuilder) for use by students
and faculty members on their personal computers.
CryEngine (http://mycryengine.com/)
A free (non-commercial) edition of CryENGINE, an industry standard 3D game engine.
Fraps (www.fraps.com/download.php)
Video capture software.
UDK (www.unrealengine.com/udk/)
A free (non-commercial) edition of Unreal Engine Development Kit, an industrystandard 3D game engine.
Journals
Edge magazine – (www.edge-online.com/)
Games industry magazine.
MCV – weekly games industry journal.
Websites
www.creativeskillset.org/games/careers/article_4729_1.asp
Creative Skillset’s definition of a QA tester.
www.gamesindustry.biz/
Games industry website, detailing the latest news, developments and recruitment
opportunities in the games industry.
www.guardian.co.uk/technology/gamesblog
Games industry news, reviews and articles on The Guardian’s website.
http://insideea.com/tag/game-testers/
Electronic Arts online blog.
www.mcvuk.com/
Games industry website/journal.
https://nationalcareersservice.direct.gov.uk/advice/planning/jobprofiles/Pages/comp
utergamestester.aspx
National Careers Service information on the job role of a games tester.

Delivery Guide –BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

131

132

Delivery Guide – BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

UNIT 16: DIGITAL ART FOR A MEDIA PRODUCT

Unit 16: Digital Art for a Media Product
Delivery guidance
Approaching the unit
Digital technology has revolutionized the way that artwork is presented. Digital art is
now seen on an increasingly broad range of media products. Digital art can also be
used in moving image, e-publishing, web art and digital games. It can take many
forms, e.g. logos, characters, avatars, symbols or e-covers. However, alongside
these radical changes, the methods used to generate ideas for digital artwork has
remained remarkably similar. This unit offers a great opportunity for learners to
understand what digital art is, how digital art is produced, as well as enabling
practical opportunities to create digital art for a media product.
Unit 16 can be combined with Unit 5: Digital Publishing Production. Digital publishing
includes products such as e-newspapers, e-magazines and CD covers; and digital art
can be contained within these products through logos, cartoons and cover artwork.
Equally this unit shares links with Unit 6: Website Production as the opportunity to
embed logos, icons and symbols into a website can be utilised. This unit can also be
combined with Unit 7: Digital Games Production as an opportunity to build
characters, avatars, scenes and props which can be embedded into the production of
digital games. Finally, this unit can combine with Unit 13: Graphic Design for Digital
Media as artwork can be embedded within the layout and design of a media product.

Delivering the learning aims
Learning aim A requires learners to understand the different types of digital art,
the methods used and the genre and styles available for a media product. This
knowledge and understanding is required before embarking upon the creation of
digital art for a media product.
A good task to start this learning aim is an initial brainstorm of digital art that
learners see around them (Topic A.1). Ask learners to bring in examples of digital art
or provide them with a range of digital art examples. Encouraging learners to look at
their shoes, hats, clothes, phones and computers could be a revealing starting point.
Learners can then work in groups to analyse how these examples of digital art have
been produced. This will enable learners to identify, describe and compare how
digital art has been produced. Learners should identify the use of formal elements in
examples of digital art, i.e. line, shape, form, colour and texture, etc. It may be
useful to project examples of digital art and discuss how the formal elements are
manipulated to communicate a message. A recap on the uses of image manipulation
programs such as Photoshop, drawing programs such as Illustrator and 3D modelling
software such as 3DS Max, should be provided at this point to demonstrate how
techniques are achieved.
Introducing the learners to a range of digital art styles (Topic A.2) will provide them
with an understanding of the potential of digital art. This could be an extension of
the brainstorm task from Topic A.1. Learners can investigate the styles of their
examples of digital art. Lectures, books, journals and magazines can help provide
visual examples and basic definitions of art styles. Encourage learners to explore
digital art styles within genres that interest them. Direct the learners by providing
classic, targeted examples of logos, e.g. the E4 logo, or character designs such as
Niko Bellic from Grand Theft Auto.
In learning aim B, learners will build on their understanding from learning aim A to
create digital art for media products.
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Learners should be provided with a written brief relating to a relevant media product,
such as moving image, e-publishing, websites or digital games. Discussing the set
brief is a key early component. This could be a class discussion, peer discussion or
an individual activity and is useful in ensuring that learners understand the aims of
the brief and the unit. Learners should then explore research from primary and
secondary sources (the products analysed in learning aim A can feed into research
here). These sources could be from magazines, books and the internet but also
through drawing and photographing real life sources (Topic B.1). It is important to
stress that research sources should actively inform ideas.
Learners must use drawing techniques for sketching initial artwork ideas (Topic B.2).
This is an important stage that can be overlooked by learners in their haste to go to
the computer. The initial artwork is key to resolving details and initial compositional
concerns. As such, there should be regular work-in-progress critiques. Learners
should be encouraged to combine expressive drawing techniques with accurate
realisations of ideas and details, and should investigate how the formal elements can
be used to communicate meaning. Learners should consider the formal elements as
applicable to both digital and traditional techniques. Screen grabs and annotations
should be used to reflect on their work.
Finally learners should realise their drawings to produce digital art for a media
product. Learners should be regularly encouraged to ‘step back’ from their computer
screen. Learners can often become fixated on technical aspects of the software and
therefore become distracted from the communication of their digital art. Allowing
significant opportunities for peer- and self-assessment can ensure that learners
continue to work constructively towards their project aims. The final production of
digital art should be for a specific media product, with a clear purpose and intention.
Learners should end with a critique that allows them to reflect on the link between
their artwork and the product itself.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 16: Digital Art for a Media Product
Introduction
Introduce this unit with a short activity in which each learner presents an example of a
logo. These logos can be from any style or genre. The most important aspect is that
the logos are used for a discussion about using digital art for a media product. Learners
could be guided by a series of questions, e.g. Describe what you see. What media
sector does it belong to? Who is the target audience? What is its purpose?
This activity can be used to introduce new terms and ideas to learners. The logos can
be displayed for the duration of the project.
Learning aim A: Understand the production of digital art for media products
●

Begin with a class mind mapping exercise in which learners discuss what digital art
is. It is important to broaden learners’ definition of digital art. It is everywhere: on
their phones, thumbnail images when buying apps or when downloading music,
logos on websites and as avatars in a digital game.

●

From the presentation the class can discuss the sectors in which digital art is used,
such as moving image, e-publishing, web art and digital games.

●

Presenting an overview of the range of digital art styles will help to broaden
learner knowledge. This overview should include the major digital art styles.
Learners should take notes from this and should undertake their own research.
The results of this research can be presented in a series of mood boards. These
mood boards can then be displayed by the logos from the introduction activity.

●

This research activity can also expand into investigating genres. A good place to
start is to present the artwork and for the learner to suggest the genre. This can
begin a discussion that either introduces or recaps genres within media sectors.
From this discussion learners can then add these genres to their mind maps.

●

Learners should be shown how digital art can be produced. This could include
demonstrations of the software from which learners make notes. This could be
done without learners using the software or you may wish to use this time as
‘workshop’ time where learners attempt to mimic the techniques used in
examples. Showing examples of logos made though drawing programs or 3D
software may be enough to identify sufficiently each style and technique.

●

Learners should also explore the formal elements in Topic A.1. Learners could
be given a sheet of paper folded into a series of grids. From this, learners can
be asked to respond to a series of formal element key words such as line,
shape, texture and pattern. This will allow learners a hands-on experience of
key words that they can then apply in learning aim B (Topic B.2).

●

Learners can identify (1A.1), describe (2A.P1) and compare how two different
types of digital art (2A.M1) have been produced. For 2A.M1, learners will need
to expand their research beyond one media sector. They should also illustrate
how digital technologies and tools are used to produce texture, form and
mark-making, etc.

●

Learners should be encouraged to present their findings to their class as this
will allow an opportunity for them to receive user feedback to see where
improvements could be necessary.

●

Learners should next focus upon the genre and style of digital art used in two
different media products. These may be the same products already used to
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compare techniques. For 2A.M2, learners should compare the differences and
similarities in style and genre across two different media products. For 2A.D1,
learners should analyse the connections between genre and style and how the
visual style links explicitly to the genre across media sectors, e.g. the use of
reds and blacks, jagged lines and sharp angles to create gothic styles linked to
horror genres. As such, cross-referencing and comparisons between the two
products should be made with links between product, sector, genre and style.
Assignment: Brit Films Production Company (Part 1)*
Learning aim B: Create digital art for a media product
●

Start learning aim B by discussing the creation of digital art and checking learners
understand all the deliverables required. Then proceed by discussing who the
target audience is and the importance of linking this to the research from learning
aim A.

●

The next phase is to start compiling primary and secondary research. Primary
research could begin with photos and drawings. This research should be used to
inform ideas for the digital art to be produced. It is important the artwork idea is
not developed in isolation but with a specific media product in mind.

●

It may be beneficial for an external visiting designer/digital artist to attend this
session. The designer can then discuss the importance of each stage of digital art,
that of research, initial ideas and realisation.

●

From this learners should utilise drawing techniques for their initial artwork.
Regular work-in-progress critiques in one of the formal elements (e.g. line this
critique; texture the next critique) could provide a structure and cycle for learners
to improve.

●

Before any final production learners should be encouraged to regularly step away
from the screen to self-assess their work in terms of fulfilling the brief, its context
within a product communicating its message, etc. This will ensure that, firstly,
their artwork stays consistent to the aims of the brief and, secondly, they are
interpreting their drawn ideas in as coherent and thoughtful a way as possible.

●

Finally learners should peer-assess each other’s work as well as self-assessing
before presenting their final work to the class. This self- and peer-assessment can
be achieved through a hand-out containing a series of structured set questions.
Where possible, and where working in conjunction with other units, e.g. Unit 5:
Digital Publishing Production, the piece of digital art should be placed within the
context of the media product so a thorough appreciation of its success can be
evaluated.

Assignment: Brit Films Production Company (Part 2)*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.
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Details on links to other BTEC units, BTEC qualifications
and links to other relevant units/qualifications
BTEC Level 1 / Level 2 Firsts in Creative Digital Media Production
Any of the optional specialist units below would link to this unit:
●

Unit 5: Digital Publishing Production

●

Unit 6: Website Production

●

Unit 7: Digital Games Production

●

Unit 13: Graphic Design for Digital Media.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
BTEC Level 2 First Art and Design Teaching and Assessment Resource Packs,
Pearson, 2013 (Various ISBNS)
Contain useful resources that can be used to help generate additional ideas. These
provide an element of crossover with digital art for a media product as well as
providing insight from an art and design perspective.
Bhaskaran, L., Designs of the Times: Using Movements and Styles for Contemporary
Design, Rotovision, 2005 (ISBN 978-2-88046-816-3)
Provides a brief overview of a range of important art and design styles. A useful
resource to support presentations on art styles.
Adobe Creative Team, Adobe Illustrator CS6 Classroom in a Book, Adobe, 2012
(ISBN 978-0-32182-248-2)
Provides a very effective quick tour of Adobe Illustrator and a section on drawing
with pen and pencil tools.
Journals
Computer Arts Magazine, Future PLC
A useful resource on aspects of contemporary digital culture including design
tutorials.
Digital Arts Magazine, IDG UK
Focuses upon digital techniques and best practices as well as useful resources such
as tutorials and industry tips.
Websites
www.youtube.com
This is essential for sourcing tutorials on the digital software required in this unit.
www.youtube.com/user/TutorialsPs is particularly useful for Adobe Photoshop
inductions.
http://www.computerarts.co.uk
Includes digital tutorials including Photoshop, Illustrator, 3DS Max and other
software. Also includes wide range of searches including articles on avatars, logos
and cartoons.
http://vector.tutsplus.com
Useful selection of tutorials related to vector graphics and Illustrator, including some
useful character design tutorials.
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Unit 17: Digital Audio Mixing
Delivery guidance
Approaching the unit
This unit requires learners to understand the principles that underpin the practice of
digital audio mixing and to build on this learning in order to mix a soundtrack for a
media product. You will need to provide suitable pre-recorded audio for mixing as
there is no assessment in this unit for producing audio recordings. Audio that has
been produced in Unit 4: Digital Audio Production, or as part of Unit 3: Digital Moving
Image Production and edited as part of Unit 9: Digital Audio Editing, would be ideal,
as would existing pre-recorded audio in the form of CD tracks, or other audio in WAV
or AIFF form. MP3 recordings, if used, will need to be converted (uncompressed)
into an appropriate form (WAV or AIFF) before editing.
The unit can be delivered and assessed in conjunction with other units particularly
Unit 4: Digital Audio Production and Unit 12: Digital Audio Editing. These three units
are appropriate as a vehicle for producing soundtracks for the moving image and
digital games units. The core units can also be linked to the content of the audio
units.

Delivering the learning aims
Learning aim A focuses on the reasons why audio mixing is required in a range of
media products. It is also an introduction to appropriate digital audio mixing
terminology and techniques, allowing learners to familiarise themselves with
appropriate audio mixing software.
Begin by getting learners to listen to some stereo recording of audio plays (BBC
Radio 4 is a reliable source with material that would interest this level of learner).
Films with well-produced sound tracks are also suitable as well as some television
programmes. The best type of recording is one with dialogue exchanges between
two, or preferably more, actors and should include spot sound effects and incidental
music.
Learners should make notes on how different sound sources increase and decrease
to allow other sound to be heard in the foreground. Good examples of this can be
found with the use of incidental music that increases as the action moves towards a
climax and then abruptly stops at the point of conflict or resolution. Learners should
look out for instances of colouration to a soundtrack, e.g. if action takes place in a
cave or warehouse, creating the need for reverberation to be added to the
soundtrack.
If learners have recorded audio of dialogue either with or without a moving image,
they should be encouraged to listen for background noise that they would like to
eliminate, as this can be done during the mixing process.
The need to communicate using relevant and appropriate terminology in audio
mixing as with any other job roles is fundamental to understanding the industry in
which the role exists. When you need to introduce a particular term or piece of
jargon, demonstrate the task or provide a visual prompt of the piece of kit. Explain
what it is or what it does and get the learners to mimic your demonstration. Describe
the relevant task, object or action and follow-up by stating the industry terminology.
Learners new to a subject are unlikely to respond to having terms introduced at
random and without reinforcement of the manner in which they are used
professionally.
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Learning aim B provides the opportunity for learners to engage in a series of digital
audio mixing tasks, having first considered general audio mixing software and
practice.
Learners should be made familiar with the tools of the sound engineer’s trade. A
starting point is for learners to understand multi-track mixing software or a physical
setup with a mixing desk and multi-track recorder. It is often useful to show in
diagrammatic form how the different sounds will be combined to form a final mixed
soundtrack. This need not contain much electronic content but does need to show
how an audio source is assigned to a channel on the audio desk, each channel being
recorded as a mono single–track (except where recording stereo pre-recorded CD
tracks where one track would be assigned to each channel). The recording of tracks
will, of course, form the basis of the evidence for the completion of another unit as
here we are concerned solely with mixing the pre-recorded tracks to produce a
balanced final track.
Learners should be made aware of the ‘placing’ of the various pre-recorded sound
sources on the sound stage by means of the ‘panpot’ for each audio channel and the
manner in which the ‘EQ’ (equalisation) of each track is processed. Learners should
be able to demonstrate the ability to fulfil each stage of the mixing process, working
through exercises, prior to the assessment, so that they are familiar with operations
and can concentrate their efforts on the aesthetic quality of the mix.
Learners should become familiar with the techniques and operations associated with
audio content mixing. Prior to engaging in the assessment tasks, let learners work
through a series of exercises, operating the range of software and hardware that is
available, using teacher-led demonstrations that reflect practices in professional
audio mixing techniques. Inevitably this will mean ensuring that appropriate
equipment is available in sufficient quantity to enable a class to function.
It will be useful to engage a visiting speaker who is an audio mixing engineer and
can show examples of how mixing is carried out and relate appropriate terminology
to practice.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 17: Digital Audio Mixing
Introduction
Start by providing audio clips of examples of material that has been mixed to produce
a final soundtrack for a standalone audio and moving image product. A good example
is a clip from a BBC Radio 4 play or drama and a trailer for a mainstream movie. It is
easy to record both audio and video from a computer and its use for classroom
purposes should be covered by the school/college educational audio/video playback
license. Examples of mixed audio soundtracks also include audio books and plays.
Learning aim A: Understand the principles of digital audio mixing
●

Introduce a range of audio soundtracks with moving image clips from films or
television programmes by playing them to the class. Clips should contain mood
music backing a dialogue exchange between two or more actors, sound effects,
silence and noise.

●

Initiate a discussion that investigates the reasons why mixing of audio content is
required. Expand on this exercise by playing an audio only piece, e.g. a clip from a
radio drama programme or a BBC Radio 4 Afternoon Play. Both of these should
include actors’ voices and background sounds and be in stereo. Learners can start
to build portfolios of audio-only and film/TV clips, by gathering their own examples
of recordings which they can then describe, explain and analyse as the first part of
the task for this learning aim.

●

Ask learners to build a log of all the different types of mixed audio that are used in
media products in each sector of the media industry. They can create a blog, or
gather the examples as audio files, with verbal comments recorded as a
commentary. Encourage them to investigate the subtle differences in the way
audio is mixed in media products accompanied by moving image and those that
are standalone audio Give the learner sufficient resources in the form of radio and
TV clips and encourage learners to build a portfolio of material they have sourced
themselves. Use class contact time as an opportunity for learners to share their
portfolios. Encourage learners to identify the differences in mixing for particular
programme sequences to evoke specific effects.

●

Introduce learners to the range of terminology associated with mixing audio both
for moving image and standalone audio products.

●

Collect a similar range of mixed audio with moving image clips from films or
television programmes and play them to the class. Clips should contain music,
sound effects, dialogue, silence and noise. Initiate a discussion that investigates
the reasons why editing of audio content is required. Expand on the exercise by
playing an audio-only piece, e.g. a trailer for a radio drama programme. These
should include both actors’ voices and background sounds. This can be developed
by playing the soundtrack for an online movie advert. Learners can start to build
portfolios of trailers and other edited clips, by gathering their own examples of
recordings. They can then describe, explain and analyse these as the first part of
the task for this learning aim.

●

Using a pre-recorded, multi-track, audio-only soundtrack, containing at least two
voices, mood music, ambience and spot sound effects, demonstrate to the class
how the different components of the soundtrack are controlled using level and pan
controls.
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●

Demonstrate the use of equalisation controls and the manner in which the master
level is affected by increases and decreases in relative levels of individual audio
channels.

●

Play the pre-recorded piece and adjust levels of respective channels to show how
one sound can be emphasised over another.

●

Starting with all panpots at centre, assign audio channels individually to their
respective places on the sound stage and build the soundstage of the whole piece
until the soundtrack is complete.

●

The above demonstration can be done using voice material that has been recorded
by the teacher or learners in previous exercises for other units.

●

Introduce a range of edited audio with moving image clips from films or television
programmes by playing them to the class. Clips should contain music, sound
effects, dialogue, silence and noise. Play a longer clip from the same films or
programmes to show how and why the key material was taken from the film or
programme in the way it was (you may need to create these or use sound ‘rushes’
from video and audio created by learners). Initiate a discussion that investigates
the reasons why editing of audio content is required. You can expand on this
exercise by playing an audio-only piece, e.g. a trailer from a radio drama
programme. Both of these will include actors’ voices and background sounds. This
can be developed by playing the soundtrack for an online movie advert. Learners
can start to build portfolios of trailers and other edited clips, by gathering their
own examples of recordings which they can then describe, explain and analyse as
the first part of the task for this learning aim.

●

Ask learners to build a log of all the different types of mixed audio soundtracks
that are used in media products in each sector of the media industry. They can
gather the examples as audio files with verbal comments recorded as a
commentary. Encourage learners to investigate the subtle differences in the way
audio is mixed in media products accompanied by moving image and those that
are standalone audio. Give learners sufficient resources in the form of radio and
TV clips and encourage them to build a portfolio of material that they have
sourced themselves. Use class contact time as an opportunity for learners to share
their portfolios.

●

Introduce learners to the range of terminology associated with mixing audio both
for moving image and standalone audio products.

Assignment 1: Principles of Digital Audio Mixing: Reasons*
Assignment 2: Principles of Digital Audio Mixing: Techniques*
Assignment 3: Principles of Digital Audio Mixing: Soundtracks*
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Learning aim B: Mix audio material to produce balanced stereo soundtracks
●

Start with a comparison of the relative advantages and disadvantages of a variety
of audio mixing software. Particular attention should be given to explaining how
soundtrack mixers for moving image products are integrated into moving image
editors.

●

Work your way through each stage of the mixing process and get learners to make
notes of the order of events and the various adjustments that take place as you
proceed.

●

Draw learners’ attention to the need to monitor levels of pre-recorded tracks and
get them to draw a diagram or plan of the soundstage to show the relative placing
of each sound source so the assignment can be done effectively.

●

Another practical workshop should include demonstrating transfer of audio files
from portable recorders, using either a USB connector to the workstation or by
direct transfer from the SD Card. Audio material may also be stored on the
workstation or transferred from another workstation via a USB connector, flash
drive or other portable memory device.

●

Demonstrate to the class how to mix a series of pre-recorded audio components to
achieve a finished standalone audio soundtrack.

●

Get learners to gather all the components of the final soundtrack, e.g. dialogue
tracks, music CDs, sound effects CDs or recordings, ambient backgrounds, etc.

●

They should then be observed checking that all audio is of a compatible format
(WAV or AIFF). They should rip any CD tracks (using programs such as iTunes or
WMA), uncompress any MP3 tracks using programs such as Audacity. It would be
useful to use tracks which have been previously edited and assessed during Unit
12: Digital Audio Editing.

●

Having selected an appropriate audio mixing application, learners should import
each track to a single channel, unless it is a stereo audio track, e.g. a prerecorded stereo music track, which will use two mono tracks.

●

Learners should then place the dialogue, music, ambience and spot effects tracks
on the timeline approximately where they appear in the recording.

●

Once all tracks are imported and placed, learners should commence playback,
ensuring voice tracks are set to 0db and fade in the music and ambient tracks
accordingly. Learners should bring up the spot effects as needed.

●

Learners can then adjust final levels using manual positioning of the faders, or by
setting automation and adjusting levels using the graphical option in the software.

●

When learners have completed this procedure they can experiment with their own
soundtracks.

●

The procedure for creating audio for moving images is similar to that for a
standalone audio product except that it is usual to commence with a lip synch
dialogue track. This is an opportunity for learners to fulfil the role of ‘sound mixer’
for films or adverts produced by learners on Unit 3: Digital Moving Image
Production.

●

A music video would not be appropriate to fulfil the requirements of this
unit because in a music video the soundtrack is already mixed and moving images
are shot to match the lyric, whereas this unit requires adding a layered soundtrack
to an existing moving image piece.

●

Get learners to start with the edited lip synch footage loaded onto the digital
editing application.

●

Get them to gather all the components of the final soundtrack, music CDs, sound
effects, ambient backgrounds tracks.
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●

Learners should check that all audio is of a compatible format (WAV or AIFF).
They should rip any CD tracks using e.g. iTunes or WMA and uncompressing any
MP3 tracks using e.g. Audacity. It would be useful to use tracks which have been
previously edited and assessed during Unit 12: Digital Audio Editing.

●

Learners should select an appropriate audio mixing application that is compatible
with the video editor and import each track to a single channel unless a stereo
audio track is being used, e.g. a pre-recorded stereo music track, which will use
two interleaved mono tracks.

●

Learners should then place the dialogue, music, ambience and spot effects tracks
on the timeline approximately where they appear in the recording.

●

With all tracks imported and placed learners can then commence playback, setting
the voice tracks to 0db and fading in the music and ambient tracks accordingly.

●

Learners should then bring up the spot effects as needed. Learners should be
encouraged, when working with moving images, to be creative and add sound to
the aural landscape which may not necessarily appear on screen, e.g. a scene set
in a street can have added effects mixed in, such as ambulance sirens, street
seller noises (even if they do not actually appear on screen), etc.

●

The final levels can then be set by the learner using manual positioning of the
faders, or by setting automation and adjusting levels using the graphical option in
the software.

●

When this procedure has been demonstrated learners can experiment with their
own soundtracks.

Assignment 2a: Digital Audio Mixing: Procedures*
Assignment 2b: Practical Digital Audio Mixing: Standalone Audio*
Assignment 2c: Practical Digital Audio Mixing: Audio for Moving Image*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details on links to other BTEC units, BTEC qualifications
and links to other relevant units/qualifications
BTEC Level 1/Level 2 Firsts in Creative Digital Media Production:
●

Unit 1: Digital Media Sectors and Audiences

●

Unit 3: Digital Moving Image Production

●

Unit 4: Digital Audio Production

●

Unit 6: Website Production

●

Unit 7: Digital Games Production

●

Unit 12: Digital Audio Editing.
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Resources
This unit requires the use of mixing software applications on either a PC or MAC
platform and the facility to download and import from DVD/CD drives either integral
to, or connected by USB link to, the computer. Examples of suitable applications
include: the sound mixing facility on a digital editing system like Final Cut Pro or
designated sound mixing software, e.g. ProTools, Audacity (freeware for PC or MAC),
Adobe Audition, Cubase (PC or MAC), Soundforge, Goldwave, Garageband (MAC).
There should also be access to a range of production music library recordings and
sound effects, either on-line or as CDs and pre-recorded dialogue tracks. Some of
these can be found, royalty free and free to download at http://freeplaymusic.com/.
In addition to the resources listed below, publishers are likely to produce endorsed
resources that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Pohlman, K. C., Principles of Digital Audio Sixth Edition (Digital Video/Audio), Tab
Electronics, 2010 (ISBN 978-0-071663-46-5)
Good explanations of the many tools and techniques used in digital audio editing.
Huber. D. M. and Runstein R. E., Modern Recording Techniques Seventh Edition,
Focal Press, 2010 (ISBN 978-0-240810-69-0)
Rumsey, F. and McCormick T., Sound and Recording Sixth Edition, Focal Press, 2009
(ISBN 978-0-240521-63-3)
The above two publications are practical books covering all of the art of recording,
editing and mixing, aimed mainly at engineers but with background history and
development of recording.
Websites
www.unippm.co.uk/
Universal Production Music Library represents probably the largest group of
production music recordings in the UK. It contains the Chappel, Bruton and many
more key names in production music. It will also be covered by the institution
licensing arrangement for authorised use during class times in the same way as
music CDs and DVDs.
http://www.jiscdigitalmedia.ac.uk/guide/basic-audio-mixing
A practical guide to mixing audio clips, it is part of the JISG digital media website.
This website also contains a series of audio related topics that may be useful for
other units in this qualification.
http://freeplaymusic.com/
A good resource for music library recordings and sound effects, available for free
download without royalty payments.
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Delivery guidance
Approaching the unit
The use of lighting within moving images is very important to professional video and
film production. Lighting can be used to create a dramatic impact on the meaning of
a moving image sequence, specific moods or represent different locations and
atmospheres within both fictional as well as factual production. Lighting directors are
sometimes required to create natural lighting (appearing as daylight) within artificial
environments such as studio sets and in some cases the aim of effective lighting
design is to make the audience feel as if a scene has been shot in a natural
environment.
Many learners will be tentative at first in the use of portable lighting equipment as it
can be rather daunting and there are many health and safety requirements to
consider. It is recommended, therefore, that early on in the unit, and with teacher
supervision, you give your learners the opportunity to become ‘hands on’ with
lighting. You could perhaps let them earn a ’safe lighting practice license‘ through
creating a simple lighting setup safely, under scrutiny from an assessor, before being
allowed to use the equipment more freely later on. It is also useful to practise with
available light sources when specialist equipment is not available, e.g. torches can
help learners to understand the effect of placement such as sidelit, underlit, etc.
Most modern video cameras are set to attempt to automatically normalise the
lighting conditions in any situation (automatically exposing the image and adjusting
white balance). However, in order to get the most from this unit you should
encourage your learners to use the manual camera functions.
This unit can be linked to Unit 3: Digital Moving Image Production, Unit 19:
Advertising Production, Unit 20: Factual Media Production and Unit 22: Final
Production Project. For example learners could provide lighting for their own, or
another learner’s moving image piece. The core units can also be linked to the
content of this unit (particularly learning aim A) as learners will need to understand
how audiences react to and consume media products to be able to suggest ways in
which the lighting of a moving image product would have an effect on them.

Delivering the learning aims
Learning aim A introduces learners to different lighting techniques and their
purposes within a moving image context. When discussing lighting design, learners
should continually return to the same question: ’how does this lighting technique
affect the audience’s reading of the moving image product?’ Lighting can be a very
technical process and this question can sometimes be forgotten. Examples of lighting
design in a variety of contexts could be presented (as stills and moving images) and
discussed in class to discuss the different approaches and purposes of lighting within
different types of products. Examples from different contexts include different
genres, e.g. horror, film noir, romantic comedy; different formats, e.g. movies such
as Schindler’s List (dir. S. Spielberg), Blade Runner (dir. R. Scott); TV adverts such
as the 1997 Heinz Tomato Ketchup advertisement; music videos such as Florence
and the Machine, Spectrum (dir. D. LaChapelle and J. Byrne) or Madonna, Vogue
(dir. D. Fincher).
Learners will need to become confident in developing their use of specialist
terminology. You could ask your learners to describe and define terms to each other
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or ask them to research given approaches and techniques and present these back to
the group. As the lighting design world can appear a little daunting at first when
describing how effects are first achieved, learners should be introduced to simple
setups first (such as three-point lighting) to build their confidence. Teacher led
workshops could be used to introduce setups with learners, with the effects of the
different light sources being discussed as they are introduced in the lighting studio.
Learners could be asked to describe how each light adds to the overall effect of the
shot and record this in notebooks.
Learning aim B requires learners to engage with lighting design on a practical level
using their understanding gained in learning aim A. It will be helpful to get learners
used to the equipment to carry out some basic procedures such as setting up
individual lights, using reflectors, adding filters and scrim (diffuser), etc. early on in
the delivery. This will help prevent learners from attempting an extremely
complicated setup based on their reading of an existing, professionally produced
product, as their first practical experience.
Learners should be encouraged to plan their lighting design on paper before
attempting to recreate it with lighting equipment. The time available to use studio
resources can be limited and expensive within the industry so learners should
prepare themselves for these working conditions by starting with a plan of action
which can save time and money. Learners will also need to record what setups are
successful in their experimentations during lighting sessions (some may voice over
the distances between the lights and the subjects as well as the filters used on each
light as they record the footage onto the camera). It will be important to allow the
learners to spend time experimenting with the lighting equipment so that they can
achieve the desired effect for their lighting set-up. Having more time to experiment
with the equipment will also help learners develop their confidence throughout the
unit.
It is more than likely that you will want to give your learners a health and safety test
(observation of them setting up some lights, paying attention to the use of lighting
stands correctly, use of power leads and circuit breakers, trailing leads, working at
height and use of hot lamps, etc.) so that you can approve the learners for further
work with this equipment. It will also be useful to let them prepare a step-by-step
guide for working with lights and managing the process that they can use when
working on location or in the studio on their final projects.
You may wish to prescribe some lighting setup scenarios (e.g. design the lighting for
an interview as part of a documentary film, or design lighting that suggests
‘mystery’) to give to learners so that they have the opportunity to create a range of
lighting designs in addition to their final production (in conjunction with Unit 3:
Digital Moving Image Production, Unit 20: Factual Media Production or Unit 22: Final
Production Project).
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 18: Lighting for Moving Image
Introduction
Begin by showing learners some examples of how music video producers have used
lighting techniques successfully to engage an audience. You could run a lighting
workshop where examples of lighting set-ups are created to emulate the effects seen
in the music videos that have been discussed. Learners could then set-up lights to recreate effects under your supervision and, if able to do so correctly, could earn the
right to experiment further with the equipment (for example, gaining a centre awarded
safe lighting license that enables them to book the lighting studio/equipment
subsequently).
Learning aim A: Understand how lighting is used in moving image productions
●

Introduce the effects of a wide range of lighting techniques within music videos by
playing clips to the class and asking them to first describe the lighting in terms of
colour and shadows, focus, etc. and then describe what effect the lighting has on
the viewer. Madonna’s video for Vogue (dir. D. Fincher) is a useful example as it
emulates the movies of Marlene Dietrich as well as others using the Film Noir
’chiaroscuro‘ effect.

●

Give learners the opportunity to research, discuss and present how lighting has
been used in given examples (it may be useful to prescribe a range of examples for
this activity rather than allow learners to choose their own music videos to
deconstruct as this may lead to choices being made for reasons other than the
lighting design). Provide them with a worksheet containing a framework for their
investigations (requiring them to discuss the possible direction of light, positions of
lights, source of light, colouring used as well as the overall impact on the
audience).

●

Allow learners to use the lighting equipment early on with teacher-led workshops in
which different lighting set-ups are demonstrated with reference to technical
terminology (e.g. key light, fill light, etc.) and the effect on the audience discussed
by the learners. Set-up a camera shot on a subject connected to a large monitor so
that the learners can see the different effects of lighting positions and filters
through the camera.

●

In groups, ask learners to recreate a given shot from a professional music video
(e.g. the ’Dietrich shot‘ in Madonna’s Vogue video) and then note down how they
achieved it.

●

Learners should create a logbook in which they can begin to note down a glossary
of terms associated with lighting design as well as how different lighting design setups can affect audiences in different ways. Learners should be encouraged to
create suggested lighting plans from their investigations so that they can begin to
link the professional practice discussed in class with the real application of lighting
equipment within a practical scenario.

●

Learners should create an essay, weblog, Prezi® or Powerpoint® presentation in
which they analyse the lighting techniques within a selection of music videos.
Learners’ work should include proposed layouts and plans that may have been
used to create lighting effects as well as stills from the music videos that they are
describing that demonstrate how the lighting appears on screen. This analysis
should then be compared and contrasted with the lighting used in a moving image
product within a different context – from a movie, documentary or news
programme.
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●

Learners’ essays, weblogs or presentations should then be extended to analyse the
purposes of the lighting design within their chosen examples and the effects this
has upon the audience for the products. Learners will need to include an example
of the lighting design of a moving image product other than a music video (for
comparison and contrast).

●

Learners should present their analyses to the class for further discussions and
debate about the purposes, uses and effects of lighting design within music videos.

Assignment: School Daze: Lighting Sequences in Music Video (Part 1)*
Learning aim B: Use lighting to create meaning in moving image sequences
●

Observe individual learners safely and securely setting up a lamp and then sign
them off as competent to do so (perhaps issuing them with a lighting licence that
can be used to book out these facilities in the future).

●

Learners should begin by planning a simple three-point lighting setup.

●

Use a teacher-led workshop to demonstrate how to use available light in exterior
situations, i.e. use of reflectors, portable light sources, use of exposure and white
balance functions, neutral density filters and colour temperature filters on
camcorders.

●

Learners to create plans for the lighting design of a video. They should discuss an
overall lighting requirement (colour palette or mood) for the video and attempt to
incorporate this style into their design for an interior and exterior lighting setup. It
is important here that the learners’ intentions are specified in terms of what effect
they are hoping to produce with their lighting set-up so that this can be reviewed
once production is complete.

●

Learners must include risk assessments for both of their lighting proposals, paying
particular attention to the hazards involved in using portable electric lamps, e.g.
burning, trailing cables, electrical hazard, damage to electricity supply, proximity to
subject, etc.

●

Learners’ final plans should culminate in booking crew, equipment and studio time
(as well as securing locations) for the production of their interior and exterior
moving image sequences. This activity will need to be carefully managed as some
learners will need to support the lighting director by acting as the subject of the
music video, operating the camera and sound recording/playback, etc. Teamwork
is an essential part of this unit and the learners should demonstrate the ability to
lead shooting sessions as well as contribute to those of others.

●

It is important that the learners produce shooting schedules for this production as
otherwise the distraction of using the lighting equipment could lead to essential
shots not being captured on the recording day. The shooting schedule should be
completed while recording takes place, becoming a footage log detailing timings of
shots, number of takes, additional comments, etc.

Assignment: School Daze: Lighting Sequences in Music Video (Part 2)*
●

Learners need to set-up their lighting design and record test shots (reviewing them
on monitors before setting up to record their final pieces for the video). It is best if
the learners use a small crew to set-up the lights and equipment (without the
actors in place and using a crew member to stand in, as additional people will
cause undue distraction and further hazards to the crew while setting up).

●

Learners should be asked to create a simple three-point lighting set-up to build
their confidence with the equipment before embarking on the video production
itself.

●

When test shots are reviewed and the team are happy with the images, the
learners can call in the performers and record their footage.

●

Details of the shooting session should be recorded on a footage log (indicating the
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time-code/filename/scene/shot and take with comments on how the lights were
set-up, e.g. SHOT ID - Shot 3/Take 5 – START TC - 00;01;54;12 END TC–
00;02;15;09 – COMMENTS – Good take, strong performance from Andrea (fill light
moved back slightly giving more contrast and better shadows) – USE THIS ONE!].

●

Learners will need to compile all of the shots as edited or unedited shots and
present their final work back to the group – depending on the cohort size it may be
beneficial to have a range of videos being made with a number of learners, e.g.
five learners working as a lighting director for an interior and exterior setup each –
ten lighting setups across each video.

●

It may be necessary to use an existing track that fits in with the agreed
theme/mood of the sequence. An edited video is not essential – unedited
sequences are sufficient to show the intentions and outcomes of the lighting
design.

Assignment: School Daze: Lighting Sequences in Music Video (Part 3)*

●

Once learners are confident with the lighting processes and equipment they could
produce a user’s guide detailing the safe set up of the lamps and a step-by-step
procedural guide to demonstrate the process of setting up, testing, shooting
procedure and striking the set. This document could be laminated and included
with the lighting equipment or displayed in the lighting studio.

Assignment: School Daze: Lighting Sequences in Music Video (Part 4)*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● Unit 3: Digital Moving Image Production
● Unit 19: Advertising Production
● Unit 20: Factual Media Production
● Unit 22: Final Production Project.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Brown, B., Motion Picture and Video Lighting Second edition, Focal Press, 2007 (ISBN
978-0-240807-63-8)
Malkiewicz, K., Film Lighting: Talks with Hollywood Cinematographers and Gaffers,
Prentice Hall & IBD, 1993 (ISBN 978-0-671766-34-4)
These books will be a useful resource for the teacher but are perhaps a little
advanced for learners at this level. Each text describes a range of examples of
lighting applied to moving image products that can be discussed and demonstrated
in class.
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Websites
http://www.youtube.com
An excellent resource to view a range of music videos/film clips and discuss the
lighting techniques used within each.
http://www.vevo.com/videos
Website that specialises in music videos online.
http://filmmakeriq.com/2011/04/20-lighting-tutorials-for-film-and-video/
Website offering a range of tutorials, including how to create a Film Noir look using
modern equipment.
http://www.bbc.co.uk/academy/collegeofproduction/videos/tv/three_point_lighting_
keylight_tv
BBC resource introducing three point lighting.
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Unit 19: Advertising Production
Delivery guidance
Approaching the unit
This unit builds on many of the fundamental concepts learners will have explored in
the core and mandatory units, such as how institutions target specific audiences, and
how to plan and create a production from a brief. It is also appropriate to link the
work undertaken in this unit with work in other production units. For example, a pop
up advert could be included in work produced in Unit 6: Website Production, a radio
advert in Unit 4: Audio Production or a magazine advert could be integrated into
work produced for Unit 5: Digital Publishing Production.

Delivering the learning aims
Engage your learners by introducing the unit with a ‘showcase’ selection of adverts
from all media sectors for them to look at, listen to and explore ‘hands on’. At this
initial stage, let the learners simply explore and discuss the adverts in their own
terms: which ones they love or hate or find really annoying! You could set-up ‘Guess
The Product?’ games by allowing the class to see a freeze frame from a TV advert, a
print based advertisement with the product logo hidden or an audio clip from a radio
advert and ask the question ’What’s being advertised?’.
As with all the production units, the approach here is for the learner to first explore
and understand the types of products and techniques used in their construction,
before moving on to producing their own product. Through the delivery of Unit 1:
Digital Media Sectors and Audiences, learners will already have been introduced to
many of the key terms linked to Topics A.1 and A.2 in learning aim A. Use this as
an opportunity for synoptic delivery. Recap the definitions of the key terms ‘media
sectors’, ‘distribution platform’ and ‘consumption’ and ensure your learners
understand that the same terms can be applied in the context of advertising (and
indeed across all the production units). The use of an interactive presentation (Prezi®
or Powerpoint®) would be appropriate to deliver the content of learning aim A and
would allow you to include interactive examples of all the adverts by sector. This
presentation could be structured to illustrate to your learners how adverts within
each media sector are distributed and consumed. Apply the relevant key terms
within the presentation, thereby modelling to your learners how they relate
specifically to advertising. Make the delivery interactive by allowing learners in small
groups or as individuals to add their own annotations or illustrative examples. You
may, for example, ask learners to add slides to illustrate the advertising products
they have consumed during a 24 hour period and on which distribution platforms.
The content for Topic A.3 allows learners to recognise the different types and styles
of existing adverts. A linear approach to delivery would allow learners to first
understand the broad range of advertisement types (an abbreviated form of Gunn’s
Advert’s Types would be very useful to deliver this content). The adcracker website
would also be very useful here, before then moving onto Topic A.4 to illustrate that
although there are many different types of adverts, most adhere to a common set of
technical conventions. Providing learners with grouped examples of similar advert
types to explore is a simple but effective method of helping them to recognise types
and conventions. For example, after watching (or listening) to a number of washing
powder TV adverts, or looking at a series of print adverts for perfume, the key
features and common conventions should become very apparent to your learners.
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In learning aim B, learners should identify the persuasive techniques used by
advertisers to target specific audiences. Help the learners to recognise how their own
demographic are very clearly targeted by examining the use of celebrity
endorsements of products they think are ‘cool’ and the kudos of certain brands that
they aspire to buy. The definitions of audience types will have been covered in Unit
1, but should be re-capped here and explained in the specific context of advertising.
You may wish to look again at some of the adverts used to deliver learning aim A
and identify the type and characteristic of the target audience for those products or
services. There is a wide range of resources available to help you show how
persuasive techniques are used (see suggested resources below). You could set your
learners group research tasks (each group being allocated a persuasive advertising
technique to research) using websites such as adcracker.com. Learners could then
share the findings with the whole class to ensure that all the persuasive techniques
have been fully understood.
In learning aim C, learners will apply their knowledge by working from a brief to
produce their own advertising production. Pre-production planning should be done in
conjunction with Unit 2: Planning and Pitching a Digital Media Product (documents
will depend on the brief the centre sets – check the specification for more detail).
Production and post-production techniques which have been demonstrated to your
learners through other production units (according to the media sector chosen) can
be used here. Inviting media professionals to demonstrate how they created their
own work (or inviting higher level learners from your own establishment) can inspire
learners. Adherence to the requirements of the brief and appropriate regulatory
codes are assessed throughout learning aim C in conjunction with the technical skills,
so ensure these are clear to your learners before they start on the advert. The
Advertising Standards Authority website is the obvious place to go for delivering the
content for Topic C.1. The website has free access to adjudications on adverts which
have been rejected on regulatory grounds. Showing video examples (e.g. from
YouTube) of adverts which have been rejected and asking learners to explain why
they think they were rejected is also a good starting point for this topic.
For Topic D.1 in learning aim D, you could encourage reviews of completed work
through class screenings/exhibitions, by uploading their adverts to social network
sites or through filmed vox pops. The most appropriate feedback methods will be
dependent to some degree on the chosen sector, so guide your learners accordingly.
You could invite an industry expert in to select the most ‘appropriate’ and
‘imaginative’ advertising production, as an effective way of enthusing learners. You
may wish to set a structure for the self-evaluation (Topic D.2) by setting questions
around the bullet points (see the specification). You will need to prepare your
learners for presenting and analysing feedback. Providing an exemplar, or a writing
framework, may be an effective method for showing learners how to interpret and
present feedback (ensure any exemplars are put into a different context to avoid
learners simply copying them!).
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 19: Advertising Production
Introduction
Create an interactive advertising showcase in the classroom. Have examples of TV
adverts playing on a big screen, display print based adverts on the walls, play radio
advertisements via the internet, display pop up adverts on a website, lay out
newspapers and magazines on the desks with the adverts displayed, screen an
advergame. Play ’Guess The Product‘ by hiding the logo on a print advertisement, just
listening to the jingle in a radio advertisement or looking at a freeze frame from a TV
advert.
Learning aim A: Understand different types of advertising
●

Return to the ‘showcase’ of advertising products used in the introduction. Re-cap
the definitions of media ‘sectors’. In a whole class activity give labels of the
different sectors (broadcast, print, etc.) to learners and ask the class to place the
adverts into the correct media sector. Use this information to create a visual
display titled: Advertising by Sector.

●

Use Flickr to share a collection of examples of relevant advertising products. This
should be added to by both the teacher and learners throughout the delivery of this
unit with annotations/information added as each new topic is delivered.

●

Create a digital media presentation (e.g. Prezi®, Sliderocket®) and insert an
example of an advert for each sector heading. Learners could then be asked to
research further examples for each sector and add their own examples to the
presentation.

●

Add slides to the presentation titled ‘Distribution’ and ‘Consumption’. Re-cap the
definitions and understanding of these terms (refer to previous learning from core
and mandatory units). Discuss how the adverts in the introduction ‘showcase’ were
distributed and consumed. Invite learners to add annotations and key terms as the
discussion develops.

●

Learners to make a record over a 24-hour period of all the advertising products
they consumed and how they were distributed. They must distinguish between old
and new media platforms used for distribution and between non-digital
consumption and access through digital devices. The teacher will also record their
own consumption of adverts and compare their consumption to that of the
learners. During the feedback, pose questions like ’Why did I see different TV
adverts to you?’, ‘Are there any differences in the types of adverts in my magazine
and yours? Why might this be?’

●

Create additional slides to the digital presentation to provide definitions and explain
advert types (use Gunn’s types). Provide one illustrative example for each type of
advert. With the learners working in small groups, allocate an advert type (e.g.
testimonial, comparison, etc.) to each group and set a research task to find further
examples. Each group must also provide a short written explanation of why this
advert fits into this ‘type’. Mark this explanation and research for accuracy and
then add to the digital presentation and share findings with the whole class.

●

Re-cap and run a Q&A for learners on their understanding of key term
‘conventions’. Ask questions to help them relate this specifically to advertising, e.g.
What are adverts for cleaning products usually like? What information do you
usually hear on a radio ad?, etc. Screen four television perfume adverts and, as a
whole class, ask learners to identify the technical conventions (content, branding,
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image, copy, slogan, time, etc.). Give the learners a written analysis of the
perfume advert technical conventions as a ‘model’ for them to think about other
areas.
●

Give a technical conventions grid to the learners. Set them a research task to
investigate the advertising of a specific product across different media sectors.

●

Set a written task to allow learners to practise analysing the types, conventions
and consumption of adverts. Allow them to refer to all the material gathered from
the preceding class activities.

Assignment 1: Advertising In Focus*
Learning aim B: Understand the persuasive techniques used in advertising
●

Re-cap and assess understanding of audience types (from core units) and explain
to learners that, as with all media products, advertising products are created for a
specific audience. Link this to the brief for this unit, stressing that the advertising
product they produce must appeal to the target audience. Show examples of
advertising products clearly targeted at mass and niche audiences. Explain that
adverts work by persuading the target audience to purchase a product or service.

●

Introduce the concept of persuasive techniques by asking learners to identify a
brand of a specific product that they personally choose to buy. Each learner creates
a short digital presentation of their chosen brand, including a selection of adverts
that have been created to sell the product (e.g. a screen shot of a billboard
advertising the product). Learners to present these to the class. Question learners
about how they think the persuasive techniques are being used in this
advertisement.

●

Add slides to the digital presentation (created for learning aim A) titled ‘Persuasive
techniques’. Explain within this all of the persuasive techniques (use bullet list from
the specification) and give illustrative examples of existing adverts that use them.
Give an exemplar written analysis for an advert identifying the persuasive
technique used. Share this and the presentation with learners so that they can
refer to the content.

●

Learners now return to their own ‘brand presentation’ and include a short written
analysis of the use of persuasive techniques (use exemplar from above for
guidance if necessary) of the adverts for their chosen brand.

●

Give a contrasting illustrative example that shows a different type of advert using
different persuasive techniques for a different target audience. For example, a
newspaper advert advertising cruise holidays and targeting retired couples. Pick an
example that clearly contrasts with the type of adverts and audiences the learners
have explored in their own research. As a class, annotate the contrasting advert
identifying differences and any similarities (e.g. technical conventions). Set the
learners the task of writing up the findings.

●

Revisit the ’24 hour advertising record’ the learners completed for learning aim A.
Ask learners to pick out some of the adverts and identify the different persuasive
techniques used to target the audience(s).

Learning aim C: Produce an advertisement for a digital media sector
●

Much of the pre-production planning for advertising production should already be in
place if delivered synoptically in conjunction with Unit 2: Planning and Pitching a
Digital Media Product.

●

You may want to model the documents needed for a ‘planning portfolio’ to the
class, and create templates for them to fill in as required.

●

Reread the brief and assess learners’ understanding (WHO, WHAT, WHERE, WHY?).
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●

Allocate or allow learners to decide on working groups and get learners to discuss
clear roles in terms of the production.

●

Research the regulator appropriate for the chosen sector and the relevant codes of
practice. It is important that learners are clear on the sector, platform, audience
and any specific scheduling requirements for their advert so they can check these
against regulations, e.g. an advert aimed at children would need to adhere to
specific regulations. Set questions that have to be answered by learners visiting
the appropriate regulatory body’s website. As a class, look at and discuss
controversial and banned adverts and identify why they fell foul of the regulations.

●

Learners to submit a written summary to show evidence of how their proposed
advert will meet the regulatory requirements. This must be approved and signed
off by you before they can start production on the advert. This should be revisited
at the end of the production process to ensure the regulations are still being met in
the final product.

●

Reaction to the brief and initial ideas should be submitted and signed off by you or,
if possible, the ‘client’ (an industry expert) could do this. You may wish to set a
short series of questions to be answered by the learners prior to creating the
advert, e.g. What method of persuasion will the advert use?

●

Set clear deadlines to the class for each part of the production and display these
prominently.

●

Equipment/software demonstrations which have been provided in other production
units, e.g. Unit 3: Digital Moving Image Production, to show learners how to use
the cameras/recording devices/video recording/software, can be used here, though
a recap may be necessary, e.g. how to use Photoshop (or other relevant image
manipulation) or audio equipment if doing a radio advert. Another useful exercise
is to ask a media professional or higher level learner to come in and show an
example of their own advertising concept work. The class can discuss the
techniques/skills required to create the product and learn valuable tips from the
speaker.

●

Display good and bad examples of existing advertising productions in the
classroom with clear annotations to identify the techniques used. If possible, use
past learners’ work as this provides a better realistic example of what can be
achieved (and what should be avoided!).

●

Direct learners’ organisation by providing them with a checklist that they can sign
off when individual tasks are completed.

Assignment 2: Media Focus Production*
Learning aim D: Evaluate own advertising production
●

As a class, read and discuss the criteria for learning aim D and compile a list of the
feedback that needs to be gathered. Identify the possible methods available for
gathering this feedback and ask learners to select their preferred methods to use.

●

Create a checklist to ensure learners have correctly identified the range of sources
of feedback they need to gather (self, peer, client, target audience) and have
identified how they will collate the feedback. Model and give examples of good
feedback questions to ask.

●

Show examples of useful and relevant uses of social media as a tool for gathering
feedback from a target audience, e.g. discussions via Twitter, ‘liking’ a product
shown on Facebook, contributions to a blog, etc.

●

You may wish to encourage learners to make use of social media as a tool for
gathering feedback (e.g. post their advert on Facebook and ask for feedback, share
their advert via Flickr and ask for comments) as many of them will already have
the mechanisms in place for using these tools.
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●

Once learners have identified what they have to do and how they are going to
gather the feedback, they should start drafting any feedback questions and setting
up the appropriate collection methods. You should monitor this closely and
stipulate that no feedback questionnaires/online or social media feedback can be
sent out before you have approved it.

●

Arrange for a screening/exhibition (as appropriate for chosen format) of the
completed adverts as an opportunity for gathering feedback. Invite the ‘client’ or
someone acting as the client to attend as well as the correct target audience for
the advert.

●

You may want to encourage your learners to film short vox pops at the
exhibition/screening. They could ask questions based on bullet points listed in
Topic D.1 to help structure their feedback report. If they choose to produce a
filmed feedback report these clips could then be included. If they choose a written
report they can use quotes from the vox pops.

●

Use the bullet points under Topic D.2 to help learners structure their selfevaluation, and encourage them to be creative in how they present this. Learners
should be encouraged to produce and present their feedback according to their
learning styles, e.g. if they are good talkers, encourage an audio commentary; if
they are visual learners, encourage them in the use of visual presentation
methods.

●

To help learners understand how to draw all their feedback together and make
conclusions/summaries, give them an exemplar evaluation. Give learners some
answers to feedback gathered from another production unit (ensure you use a
different context so learners don’t simply copy your exemplar) and model to them
how to draw conclusions/summaries based on the information gathered.

●

Model good examples of clear and concise feedback presentations.

Assignment 3: Media Focus Evaluation*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.

158

Delivery Guide – BTEC Firsts in Creative Digital Media Production –
Issue 2 – October 2014 © Pearson Education Limited 2014

UNIT 19: ADVERTISING PRODUCTION

Textbooks
Branston, G. and Stafford, R., The Media Student’s Book, Routledge, 2010 (ISBN
978-0-41555-842-6)
Has individual units on how and why media is created and a chapter based on the
power of advertising. This book is also downloadable in sections.
Tag, N., Ad Critique: How to Deconstruct Ads in Order to Build Better Advertising,
Sage Publications Inc, 2012 (ISBN 978-1412980531)
Provides useful templates for deconstructing existing advertisements, which then
links to how to create a successful advertisement.
Videos
www.youtube.com
A selection of adverts and promotional material that can be used for analysis
activities can be found here.
Websites
http://www.mediaknowall.com/gcse/advertising/advertising.php
Provides a good general section on advertising and is pitched appropriately for this
level. This site is also useful for other units and covers most of the key concepts.
http://media.edusites.co.uk/
A log-in is required for this website, but it gives teachers schemes of work and lesson
ideas on how to instruct the topic of advertising (also useful for other units).
http://www.adcracker.com
Provides explanations of the most common advertising techniques covered in this
unit and provides illustrative examples. A good general site for deconstructing
advertising.
http://adsoftheworld.com/blog/ivan/2007/jul/24/12_kinds_of_advertisements
Defines and illustrates Gunn’s twelve types of advertisements and provides an
interesting look at adverts from around the world. As well as providing lots of visual
examples, this blog provides a stimulating discourse on the subject of advertising
and would be a useful resource for extending class discussions and encouraging
more able learners to explore the topic further. Can also be used in the context of
media institutions and media sectors for other units.
http://www.asa.org.uk
Website for the advertising standards authority, the UK’s independent regulator of
advertising across all media. Essential for delivering the content related to codes and
practices, the website also provides good examples of advertisements that breach
the rules.
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Delivery guidance
Approaching the unit
This unit deals with understanding factual media productions. This unit can be
delivered in conjunction with any of the other specialist production units, as factual
media productions can be produced across all sectors. For example, your learners
could produce a factual podcast to be integrated into Unit 4: Digital Audio
Production, a factual newspaper report for an online publication as part of Unit 5:
Digital Publishing Production, or a news/documentary programme as part of Unit 3:
Digital Video Production.
As with all the production units, the fundamental knowledge and skills acquired
through the core and mandatory units of this qualification are reinforced and applied
through this unit. In your delivery here, you should build on learners’ knowledge and
understanding from the core, mandatory or production units they have undertaken,
and apply this in the context of factual media production.

Delivering the learning aims
Ensure your learners clearly grasp what is meant by ‘factual’ media productions
through your introductory activity to the unit. The distinctions between factual and
non-factual media productions can be illustrated through discussions and looking at
examples of both. Start with the most clearly definable factual productions that your
learners will probably be most familiar with, such as newspapers and television news
programmes, and contrast these with fictional books and television dramas. Use a
‘sorting’ activity to allow learners to categorise for themselves factual and nonfactual productions, and use this to assess their understanding.
In learning aim A, Topic A.1 should be delivered in a way that provides examples
of, and allows learners to explore for themselves, the formats and features for
factual digital media. An engaging way to deliver the content of Topic A.1 would be
to replicate a real factual media production. For example, you could give definitions
and illustrative examples from each sector as a mock up of a newspaper article, or
pre-record your lesson and deliver it to the learners as an educational DVD. From
here, it’s essential that you give your learners opportunities to research and select
their own examples. Provide your learners with a framework for researching factual
productions to avoid them wasting time. All of the major broadcaster’s ‘catch-up
online’ websites include ‘Factual’ categories to enable a focused search of radio and
television content within this genre. You should guide your learners here to start
their independent research.
The purpose, style, form and content of factual productions need to be explored for
Topic A.2. Engage your learners by selecting examples that are specifically produced
for their demographic. BBC3 screens plenty of great factual documentaries for a
younger target audience, and factual radio content that may well interest your
learners can be found on BBC1Xtra. Inspire them by giving examples of factual
content that isn’t just wildlife documentaries or formal news bulletins! Similarities in
terms of style, form and content can then be illustrated. For example, show them
that the ‘boring’ wildlife documentary on BBC2 shares much of the same type of
content as the documentary on rave culture of the 90’s on BBC3 (e.g. relevant facts
and figures, actuality footage, etc.).
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For learning aim B, your delivery needs to be more tightly focused on the media
sector and format of factual production selected in the given brief. Here you need to
deconstruct the technical codes specifically employed in your chosen sector and
format (moving image, audio, publishing, websites, digital games). Give your
learners lots of examples of the format of factual production from the sector you
have specified in your learners’ brief. Learners should be familiar with the concept of
deconstructing the use of technical codes from other production units, and the
delivery here should build on this core skill. Giving learners grids in which they can
note the use of technical codes is helpful.
In learning aim C, the purpose and format of the product should be identified in the
assignment (and should be appropriate for your centre and resources). The BBC
Schools Report project would provide an ideal context in which to deliver the learning
aim, providing an opportunity for your learners to plan, produce and deliver a factual
media report to a real media organisation. If it is not possible/suitable to do this then
you may still want to make use of the resources and guides on the website. Make
use of the appropriate regulatory body website for delivering Topic C.4. The BBC
Schools Report website provides an excellent age appropriate summary of the
essential codes and regulations that need to be followed when producing broadcast
or print factual content for the BBC. The regulators’ own websites may prove to be
less ‘age friendly’ for your learners, and at this level you may wish to summarise the
appropriate content from these sources for your learners.
Pre-production planning can be done in conjunction with Unit 2: Planning and
Pitching a Digital Media Product (documents will depend on the brief the centre sets).
Setting up a mock version of the real factual production would provide an
opportunity for your learners to practise using the equipment and allow you to
demonstrate good production practices. If possible, invite a local news reporter or
other appropriate media practitioner into your centre to share their expertise and
join in with the learners’ project. This will help to enthuse and motivate your
learners. Most local media organisations have community links so try to make use of
these for this part of your delivery.
For learning aim D, you will need to guide your learners to produce a review of
their completed production. It would be fun to deliver the evaluation in the same
vein as the rest of the unit, as a factual production in itself. For example, you could
guide your learners to present their reviews in the format of a factual panel debate
or as an audio podcast (see Getting Started section below). You could ensure
learners answer the necessary questions in the review by providing them with a
questionnaire to complete, using the bullet points from Topic D.1 as a reference for
the questions.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 20: Factual Media Production
Introduction
It’s important that your introduction to this unit makes clear the distinctions between
factual and non-factual media productions such as fiction or drama. To get learners
thinking about the differences between these play a game of ‘What Am I?’. Display on
the whiteboard images of a wide selection of factual and non-factual media
productions, e.g. a screen shot of the BBC News website, a logo for a wildlife
documentary, a screenshot from the soap EastEnders, an image of the DVD of Star
Wars. Make this available on your VLE so each learner can access it from a computer.
Individually, learners will have to place the productions into categories labelled
‘Factual’ and ‘Non-factual’. Once complete, share and discuss the contents of each
category and move any incorrectly allocated productions into the correct category.
Learning aim A: Understand factual digital media formats
●

Create a mock-up of a digital newspaper and use this format to deliver the content
of Topic A.1. Present the definitions as short ‘articles’ within the newspaper and
adopt the style of factual reporting. Provide links within the mock-up newspaper to
illustrate examples, e.g. within the ‘article’ on factual audio provide a link to BBC
Radio 4’s World at One.

●

In small groups, allocate learners a factual format from the digital newspaper
(above) to research further (e.g. audio, moving image). They can use the links you
gave to start their research but should then continue independently to find further
examples. The groups then report back to the class their findings.

●

Question learners’ understanding of the features of the factual formats they have
researched. Use an interactive presentation (Prezi ® or Slideshare) to record the
observations about formats and features and save to your VLE.

●

Link the above to the purpose of factual productions and draw out, via direct
questioning of your learners, their understanding of the purpose of factual
productions. Link this to the assignment brief and discuss and clarify the purpose
of the factual BBC school report.

●

You could use two case studies to deliver the content relating to Topic A.2, one on
television news reporting and the other on factual podcasts. Use an interactive
format for the case study so you can include links to illustrate your points. It may
be useful to use case study one as an exemplar for your learners, with detailed
explanations of the content, style, and format of a television news report and how
this helps achieve the purpose of informing. Model how to apply the correct
terminology through this case study, e.g. impartiality, objective reporting, etc. The
second case study should be set for learners to complete, but at this level you may
still want to provide a structure for the learners to follow. This way learners have
been given the opportunity to practise (with guidance) writing up their findings in a
structured way before they have to produce the assessed report for learning aim A.

Assignment: Social Networking in School/College: A Three-minute Factual Television
Report* (Part 1)
Learning aim B: Understand the technical codes of factual digital media
Production
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●

Provide learners with an illustrated glossary of key terms for the relevant technical
codes. The use of an interactive presentation for this glossary would enable you to
insert links to footage from existing television news reports to illustrate the use of
technical codes.

●

As a class, watch and deconstruct three different news reports from BBC’s
Newsround. Use one report to ‘model’ to the learners how to deconstruct the
technical codes used in the report. Identify for the learners when a piece to camera
is used, or the use of ‘noddies’, etc.

●

For the second report, give your learners a technical codes grid and ask them to
identify and record where in the report they are used. You should allow several
screenings of the same report here to allow them time to take note of all the
technical codes.

●

The third example should be used to consolidate their knowledge and
understanding. Check that they are recognising the repeated use of the same
technical codes. Ask them direct questions to link the use of technical codes to the
style and purpose of the report, e.g. Why do the reporters speak directly to
camera? Why do they cut away from the studio to reports elsewhere?

●

Split the learners into three groups. Allocate each group an evening television news
report to watch from BBC, Channel 4 or SkyNews. Each group must write a short
report to compare and contrast the use of technical codes in Newsround and their
BBC/Channel4/SkyNews report.

●

You could combine the delivery of content from learning aims A and B with practice
of production skills for learning aim C. Set up a television news desk in your
classroom or studio and ask learners to film short re-creations of parts of the
television news reports they have researched. Allocate groups specific technical
codes to employ, e.g. a piece to camera, an interview with ‘noddies’. You can even
get learners to dress up to look like real television news reporters. Practise how to
script the links between studio reports and reporters ‘in the field’. If possible invite
a representative from a local television news production team to come in and take
part in this mock-up.

Assignment: Social Networking in School/College: A Three-minute Factual Television
Report (Part 2)*
Learning aim C: Produce a factual digital media production
●

Allocate or allow learners to decide on working groups and get learners to discuss
clear roles in terms of production.

●

You may want to model the documents needed for a ‘planning portfolio’ to the
class, and create templates for them to fill in as required. Re-read the brief and
assess learners’ understanding (WHO, WHAT, WHERE, WHY?)

●

Model for the learners how to deconstruct the codes and conventions within a
television news report. Use Prezi® or PowerPoint® and include footage and
annotated freeze frames identifying the technical codes and analysing their
conventional application across similar formats.

●

Set a research task for learners to watch a broad range of existing factual reports
targeted at a young audience (amend according to your centre’s chosen brief).
Give them a codes and conventions gird on which they can identify and record the
commonly occurring codes and conventions. The BBC Schools Report website has
lots of uploaded videos of students’ factual reports. BBC3 also screens good
examples of factual programmes for a young target audience.
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●

Having identified existing codes and conventions for similar formats, ask learners
to plan and document how they will demonstrate the use of appropriate codes and
conventions in their own report.

●

There are excellent lesson plans and activities on the BBC Schools Report website
under the ‘Teacher essentials’ section that would be really helpful in your delivery
of the content related to the factual media production processes (Topic C.3).

●

Learners to make notes of all the factual content they need to include in their
report, e.g. how many people in their class use social networking, how many
people in their class have had a bad experience with social networking? Identify
how they will establish these facts and how they will check their accuracy.

●

Equipment/software demonstrations should be provided to show learners how to
use the appropriate recording devices/software necessary for production and postproduction. It can be useful here to undertake a practice production exercise
closely related to the brief (see suggestion linked to learning aim B in section
above). Learners will practise all the necessary production and post-production
skills during these exercises in preparation for their own assessed production.

●

Topic C.4 could be delivered by asking learners to research the BBC Schools Report
website. This has an excellent section of guides specifically devoted to the legal
and ethical issues for producing factual reports and is written specifically for young
people. Get learners to submit a written summary to you to show evidence of how
their proposed report will meet these BBC guidelines. This must be approved and
signed off by you before they can start production on the report.

●

Reaction to the brief and initial ideas should be submitted and signed off by you, or
if possible the ‘client’ (an industry expert) could do this. At this level, you may wish
to set a short series of questions to be answered by the learners prior to creating
the report, e.g. State who your target audience for the report is. How will your
report follow the conventions of television news reports?, etc.

●

Set clear deadlines to the class for each part of the production and display these
prominently. Direct learners’ organisation by providing them with a checklist that
they can sign off when individual tasks are completed.

Assignment: Social Networking in School/College: A Three-minute Factual Television
Report (Part 3)*
Learning aim D: Review own factual digital media production
●

Provide learners with a questionnaire based on the bullet points under selfevaluation (Topic D.1). They should answer these questions as part of the selfevaluation and keep a record of the written responses to use during the
presentation of the review (see below).

●

A fun way to present the review could be via a pastiche of a news report. Use this
to enable learners to practise evaluating their completed work. Set up the mock
television news desk again with the learner’s completed television report playing
via the interactive whiteboard. They act as an ‘expert’ giving a piece to camera in
which they talk through their report and point out how they have adhered to codes
and conventions, technical codes, etc. Learners could create prompt cards based
on the bullet points listed under Topic D.1 and use these to structure their report.

●

Set up and film a mock section from BBC’s Question Time. Other class members
act as panel members and are questioned on the choices they made during the
production of their own factual media product, including how they have enabled
fulfilment of the brief and purpose. You can act the role of David Dimbleby and
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ensure the questions relate closely to the bullet points from Topic D.1
●

Direct learners to produce a ‘final’ review of their factual production for
assessment. This could be a more polished filmed version of the practice news
report (see above), but remember that the content of the review is what is being
assessed rather than the presentation, so direct learners to ensure they are
articulate and detailed in their review.

●

Alternatively, you may wish to direct learners towards a voiced commentary over
their final filmed report, or an essay or illustrated report.

Assignment: Social Networking in School/College: A Three-minute Factual Television
Report (Part 4)*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
Branston, G. and Stafford, R., The Media Student’s Book, Routledge, 2010 (ISBN
978-0-41555-842-6)
Has individual units on how and why media is created. This book is also
downloadable in sections.
Thirkell, R., Conflict - The Insiders’ Guide To Storytelling in Factual/Reality TV and
Film, Professional Media Practice, 2010, Methuen Drama (ISBN 978-1408129098)
Provides useful ‘how to make’ tips and advice from an industry insider working in
factual media production.
Wall, T. and Long, P., Media Studies: Text, Production and Context, Longman, 2009
(ISBN 978-1-40585-847-2)
Contains useful activities and ways to communicate media practices to learners.
Videos
http://www.bbc.co.uk/schoolreport/student_reports/
Provides an excellent selection of up-loaded student factual reports from the BBC
Schools Report project. Video and audio examples can be found here.
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Websites
http://media.edusites.co.uk/
A log-in is required for this website, but it provides a wealth of excellent resources,
links and other materials related both to this unit and the wider qualification content
(therefore also useful for other units).
http://www.bbc.co.uk/schoolreport/teacher_resources/
The teacher section of the BBC Schools Report website provides excellent guides and
lesson plans for teaching factual media production. Highly relevant for delivering this
unit even if you do not join up to the Schools Report Project. Also provides links to
other relevant websites linked to factual media production.
http://www.bbc.co.uk/iplayer/
A good resource to use to search for factual television and radio content (listed in
their own ‘Factual’ category on the website).
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Delivery guidance
Approaching the unit
This unit focuses on the deconstruction of different media products. During delivery it
is important that you provide learners will a range of existing media texts to help
them understand the different purposes of products, their features and the messages
they convey to audiences. You should encourage your learners to reflect on the
knowledge and understanding of media products they have developed throughout
other units, and in particular Unit 1: Digital Media Sectors and Audiences. You could
therefore consider opportunities to co-deliver the two units, or deliver the unit after
completion of Unit 1.

Delivering the learning aims
Learning aim A should be used as an introduction to the various media products
available for deconstruction and their content. You could start with a carousel
activity, whereby you introduce learners to a range of media products within each
sector and ask them to investigate the content through deconstruction. The products
used on this carousel rotation should be wide ranging and varied to engage all
learners who have different interests and abilities. The media texts used need to be
examples that are relevant to 16-19 year olds and examples that will aid
understanding of the content concepts, for example viral adverts obtained via
YouTube, TV programmes like Skins or Hollyoaks. Ensure that learners use a range
of methods to record and report their findings including verbal feedback, worksheets
or group presentations which can be undertaken through podcasts, filmed
presentations to camera, individual blogs or learner-made websites. This is a good
way of checking learners’ understanding of concepts before undertaking their own
individual case studies.
Through learning aim B, learners will learn how features of a product communicate
a message. Allow learners to continue to use the same media products they
deconstructed in learning aim A for the duration of the unit; this will enable learners
to create a detailed portfolio and help them to understand the importance of
continuity when creating portfolios for media companies.
In order for learners to fully understand the ‘stylistic features’ used in media
products (Topic B.2) you could get them to undertake practical activities, e.g.
creating a website, podcast or video where they have identified the stylistic features
used in a film poster, that will enable them to recognise and understand all the
stylistic features for each media text. Suggested activities could include finding
media products for each sector and annotating their use of stylistic features. For
example, learners could find a clip from a video game they have an interest in and
use a series of print screens of the clip, which they could annotate in a Word®
document or PowerPoint®.
Throughout learning aim C, learners will explore and investigate the communication
of messages through products. Topic C.1 will require short activities to help learners
understand the difference between denotation and connotation, e.g. showing
learners different images and asking them to identify the denotations (describe) and
connotations (explain, e.g. the connotations of colour). More activities might be
needed for learners to fully understand that subjects carry associated meaning. This
may require looking at a variety of media texts such as moving image, digital e-
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media, internet, digital gaming, etc. and encouraging learners to identify the product
and the associated meaning encoded in it.
To help learners develop their understanding of concepts such as ‘stereotyping’ and
‘representation’ it is suggested that you cover the concepts through activities that
will help learners to see them in action, e.g. showing Little Britain’s Vicky Pollard to
explain the concept of stereotyping and linking this to how certain groups of people
are represented (representation), e.g. teenagers as rebellious. Get learners to look
at images from adverts, or other media, and explain from the image alone, what
kind of person they think they are, what job they do, how rich or poor, etc. This will
also help them develop skills in ‘reading’ images and interpreting the meaning.
You should provide learners with sufficient time to explore ‘cultural contexts’, ‘social
contexts’ and ‘historical contexts’ in relation to media products. Use existing media
texts to explore these contexts and ways in which messages are communicated.
Advertising is a good means of doing this and learners often enjoy looking at
historical adverts or TV shows, e.g. What does an advert from the 1970’s tell you
about the 1970’s? (no internet, more sexism, acceptable to show things you could
not show now, e.g. smoking, etc.)
Various activities, but especially viewing and comparing media texts from different
eras and conducting group discussions, will benefit learners’ understanding of this
topic. Extend this into group or individual research on production ownership, i.e. who
made/paid for the product? What type of company are they (independent/public/
private)? How might this ownership affect the meaning or bias in the message of the
product? You may find it useful to illustrate these concepts with specific examples,
e.g. that The Sun and The Times are owned by the same company or that The X
Factor is part of Sony Music.
For Topics C.3 and C.4 learners will need to understand ‘production context and
meaning’ and ‘media production, ownership and messages’. In other words, the era
in which the product was made, how the values of that era come through the
product, who made it, (not the director but the companies paying for it), and why
(beyond making a profit). It is advisable that learners use independent research
tasks to explore at least two products chosen for their portfolio, with some teacherled examples. Examples may include an excerpt from the BBC Olympic Games 2012
coverage, a clip of footage from the Call of Duty video game, or TV adverts obtained
from YouTube such as the McCoy’s TV advert or Diet Coke (2013).
Learning aim D will need to consist of teacher-led sessions to explore the impact
that media texts have on audiences, both positive and negative. Possible activities
could include asking learners to gather together examples of media which have had
an impact on them and which demonstrate ‘active consumption’, ‘positive emotional
triggers’ or ‘negative copycat behaviour’. For example, these might be an advert
which compelled them to buy something, a party political broadcast which changed
their opinion, the 2012 Olympics opening ceremony which may have had a patriotic
effect, charity appeal programmes which left them in tears or made them donate, or
a TV scene which led to negative copycat behaviour. The scenarios could be shown
to other learners and be used as a discussion point, e.g. What is the impact on the
audience and spectator? This activity could be used to build a foundation for learners’
understanding of concepts before applying them to the two products from their
portfolio.
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Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignment in the Specification.
Unit 21: Deconstructing Media Products
Introduction
In groups ask learners to create a simple media product, e.g. a print advert, magazine
or newspaper front page, etc. Each group deconstructs another group’s product. Give
learners a list of areas to look at:
●

Who is the product aimed at?

●

What type of product is being presented?

●

How it has been put together (conventions, stylistic features)?

●

What is the purpose of the text?

●

What messages are put forward to audiences in the text and what effect might
the text have on audiences?

Learning aim A: Understand how content is used in media products
●

Begin by showing learners examples of media products, either via PowerPoint® or
an actual example, e.g. a newspaper front page. Learners will need to guess what
media sector the example is from and what media product it is. This activity
enables learners to select media products they find engaging by showing different
types of products, e.g. educational video games and simulation video games.

●

Prepare a quiz on the purpose of content. Show learners a variety of media
products. They must write down what they think the purpose of the content is and
hold up their answer on the boards as soon as it is written down. Questioning
which is passed over from one learner to the next can then take place to explain
why they have written the answer they have. It will be useful to give learners the
list of key concepts from the brief for Topic A.2 to assist them in their explanations
and to help them grow accustomed to using the correct terminology.

●

Create a rotating carousel where learners move to different stations and watch/
view/listen to various media products. In groups learners will need to write down
(on a prepared chart or A3 paper or on a blog) the type of product, the sector it is
from, the purpose of the content and the types and features of content used in it.
This activity will amalgamate all the key terms and concepts for this learning aim,
so it is advisable that this is undertaken towards the end of learning for this part of
the unit, after Topic A.1 and A.2 have been covered in previous sessions.

Learning aim B: Know how stylistic features are used to communicate media
messages
●

Give learners one media text to view/listen to as a class. Give them strips of paper
(A3) to write down what style the text is and how they think the use of style in the
media text communicates with audiences. Learners will need to use the key terms
in Topics B.1 and B.2 to help analyse the text. Learners will then stick their strips
of paper on the board (on top of the text) and other learners in the class will need
to ask them questions to explain their decisions. This system can be repeated for a
variety of media products from different sectors; each group can have a different
text.

●

Class Activity: What is what? Give learners a media product. The learners will need
to label the media product using the ‘stylistic features’ terms. For moving image a
clip can be shown and learners can be given a print of screen shots to label, for
audio learners can be given a transcript, for e-media prints of screen grabs can be
given after showing learners the active e-media text.
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●

Learners are shown or listen to different media products from different media
sectors. Learners in small groups will write down on A3 paper the different styles
used to communicate. Their paper will then be passed on to a different group who
will need to write down why they think those styles were written down. The paper
is then passed on for a third time where the final group adds to the comments of
the second group. This activity could also be undertaken using recorded interviews
with learners in the class, i.e. one learner discusses the style used in the product
and explains why, and then another learner will do the same. Learners then
feedback on stylistic features verbally or, if using voice recording, the results would
be played back and discussed with the class. Another alternative method for
learners with access to a webcam could be to use a Google+ hangout where they
can all watch the same YouTube video or view the same media text online and
discuss the styles used. Each learner can have the opportunity to find a media text
and analyse the style with their peers (Topic B.2).

Learning aim C: Investigate the communication of messages through media
products
●

Quiz: Denotation, Connotation or Meaning? Learners are shown examples of
images and a sentence next to them that explains either the denotation,
connotation or the associated meaning. Learners will need to guess which is being
described. To make the quiz more competitive, learners can be placed into groups
and given one dry wipe board to write their answers on. They will only have five
seconds to decide their answer after the sentence is read out.

●

Ask learners to draw groups, people, places, etc. as they see them, adding words
associated with them around the image. For learners who are less confident at
drawing, images from printed images or the internet can be used to create a
collage of how they see a particular group, person or place. A discussion follows to
discuss images, representation, stereotyping and opinions. Examples of people or
groups of people could include: teenagers (e.g. individuals, emos, chavs, Goths,
etc.), the elderly, professionals (e.g. nurses, teachers, police). Places could include
inner city locations such as London (e.g. tourist image, London in television like
Luther) (Topic C.2).

●

Show learners media products that enable them to discuss stereotypes,
representation and opinions. Some examples of products that can be shown include
The Catherine Tate Show, Kevin and Perry Go Large, Kidulthood, BBC 2012
Olympics coverage, Cool Runnings, eNewspapers (The Sun), Call of Duty, BBC
Radio 1’s Nick Grimshaw. Learners will need to view/listen to the text and then,
using mind maps or spider charts, write down what they think of the
representation, stereotyping and opinion used in the product. A class discussion of
results will ensure learners understand the concepts and can apply them to media
products (Topic C.2).

●

Organise a teacher-led session on the social, cultural and historical contexts that
will be required before learners embark on their own independent research for their
two chosen media products. Working in small groups set learners one of the three
areas of context (social, historical, cultural) and ask them to research the areas,
using the teacher-supplied questions as guidance. Once the research has been
collected learners will feedback the information gathered. This can be placed on a
PowerPoint® slide for visual and cumulative reference. Alternatively learners can
be recorded giving the information from their questions and the information can be
viewed as a class. Learners can identify what context the groups were investigating
after viewing each clip (Topic C.3).

Learning aim D: Explore the effects of media messages
●
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Show learners a series of images that represent the various positive and negative
effects of media messages, e.g. a person sat on a couch watching television
(passive), people protesting on a news report (active), a propaganda poster
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(negative), a screengrab of a comments blog from an e-newspaper/magazine
website (active). Learners will need to identify if the effect is positive or negative.
Bonus points can be given if learners can identify the exact effect (Topic D.1).
●

In groups of 4-5, give learners a positive or negative effect to investigate based on
key terms listed on the brief under learning aim D. Learners will need to gather
relevant examples from the media that show the effect that have been given, e.g.
an anti-smoking advert that would trigger the emotions of a viewer. These are
shown to the other groups who have to identify the example being shown and then
discuss the possible effect on the audience.

Assignment: Total Media Portfolio*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● Unit 1: Digital Media Sectors and Audiences
● Unit 3: Digital Moving Image Production
● Unit 4: Digital Audio Production
● Unit 5: Digital Publishing Production
● Unit 6: Website Production
● Unit 7: Digital Games Production
● Unit 8: Media Industry in Context.

Resources
In addition to the resources listed below, publishers are likely to produce endorsed
textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Pearson website (www.edexcel.com/resources) for more
information as titles achieve endorsement.
Textbooks
The textbooks listed below are aimed at A-Level learners, but it may be worth
selecting some information from them for learners, particularly to help explain
concepts of meanings and effects.
Branston, G. and Stafford, R., The Media Student’s Book, Routledge, 2010 (ISBN
978-0-41555-842-6)
Contains a unit on how and why media is created, particularly helpful for Topic C.4.
This book is also downloadable in sections.
Wall, T. and Long, P., Media Studies: Text, Production and Context, Longman, 2009
(ISBN 978-1-40585-847-2)
Contains useful activities and information on the contexts of media products.
Arvidsson, A., Brands: Meaning and Value in Media Culture, Routledge, 2005 (ISBN
978-0-41534-716-7)
Outlines, in theoretical terms, the importance of brands and brand culture covered in
Topic C.2 as well as information on meanings and their construction. A useful tool
should this need to be communicated to learners further.
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Videos
www.youtube.com
A selection of adverts, TV sketches and promotional material that can be used for
analysis activities.
The Catherine Tate Show (2004-2005) Series 1 and 2, BBC
Good resource to show for stereotyping and representations of people and groups,
sketches with the character Lauren are helpful.
Kevin and Perry Go Large (2000) dir. Ed Bye
Another good example of stereotyping and representing people and groups.
The Olympics (2012) BBC
A good source for discussions on most concepts for representation and opinion
through commentary on events, a good area to discuss BBC and PSB impartiality.
Cool Runnings (1993) dir. Jon Turteltaub
An example of representation of national identity, possible discussions of
stereotyping.
Kidulthood (2006) dir. Menhaj Huda
An example text to show for representation and stereotyping of people, places and
groups.
Luther (2010-) Series 1, 2 and 3, BBC
An example text to show for representation of stereotyping of people, groups (police)
and places (London).
Websites
http://www.mediaknowall.com
Can help the teacher and learner in knowing what is required from a media
production in terms of audience, stylistic features, context, etc.
www.unippm.co.uk/
Universal Production Music Library represents probably the largest group of
production music recordings in the UK.
www.bbc/radio1.co.uk
A good source of varying radio productions from differing DJs.
http://audacity.sourceforge.net/
Free downloadable software to use for podcasts.
http://www.google.com/+/learnmore/hangouts/
A free website where 10 learners at a time can surf the internet, find images or
videos and hold discussions via webcams.
Access to e-media publishing is available online.
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Unit 22: Final Digital Production Project
Delivery guidance
Approaching the unit
The digital production project is envisaged to be a distillation of all the skills,
knowledge and understanding which your learners have gained over the period of
the qualification. As such, it should be undertaken towards the end of their course,
hence the unit title. It is an opportunity for learners to develop their own digital
production and so your assignment briefs should be sufficiently open to enable
learners to pursue their own project ideas; this is the only unit where learners should
not work to a client brief but should be encouraged to be original, inventive and
independent in producing a new product. The unit offers learners the chance to work,
either individually or as part of a small production team, in the digital media sector
of their choice, towards the production of their own media product.
To be successful, a spirit of experimentation and innovation should be encouraged;
an environment within which a learner is allowed to build on their experience and
enjoyment of previous units or develop their own personal project proposal is more
likely to generate a successful outcome.
It should also be emphasised that your learners are not permitted to submit all, or
even part, of a previous project, nor should they be adapting or reworking any
previous work. The evidence submitted for this unit should be unique, arising from a
new project proposal generated by the learners themselves.

Delivering the learning aims
Learning aim A revolves around the learner’s ability to generate and develop his or
her own ideas for production. If, as intended, the assignment brief is open enough
for them to pursue their own ideas then the obvious starting point is to consider
suitable ideas for new products. Although the opportunity to pursue their own ideas
is very attractive to learners, they may find the open-ended nature of this unit rather
challenging and generally benefit from exposure to some stimulus material at the
beginning of the process. For example, learners could be shown the outline of a
process that starts with a digital sector – such as digital publishing – and asked to
identify the type and range of products currently available within that sector and
then search for a gap in the market, an idea for something new or a new
interpretation or adaptation of an existing idea or product. Alternatively, you could
show learners how to start with the nucleus of an idea for a product, e.g. the
promotion of a local band, and generate possible project ideas from that, such as an
animated video, a one page horizontal-scrolling website with interactive features, a
digital fanzine, a digital game featuring the band in a battle of the bands role-playing
simulation or an audio podcast presented by the band. However they approach
Topics A.1 and A.2, learners should be generating evidence for assessment that
documents the development of their idea. Mind mapping, initial outlines of different
ideas, SWOT analyses, rough sketches, mock-ups, mood boards or annotated
examples of existing media products would all be appropriate forms of evidence.
In order to develop and refine their ideas further, learners must conduct
comprehensive product and audience research. Your learners should have a specific
aim and purpose for each research method undertaken, e.g. to analyse magazine
circulation figures in order to identify the year-on-year circulation trends of specific
titles or to conduct a focus group in order to ascertain attitudes towards different
examples of e-magazines. This will enable them to gather appropriate evidence,
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summarise and interpret their findings and, crucially, make it explicit how their own
idea has been refined as a result of their research findings.
For learning aim B, learners must produce a proposal for a digital media product.
Many promising ideas never see the light of day because of a poorly executed
proposal document and learners should be shown a range of suitable proposals,
ideally drawn from different sectors, in order to see the appropriate conventions in
practice. They will need to be taught the purpose of a proposal and, once again,
utilising relevant examples will support the delivery of Topic B.1. Templates can be
used to provide learners with a consistent structure for their proposal, although
learners should be encouraged to be creative with appropriate conventions in order
to present their idea in the best possible light. This could be through experimentation
with different fonts, headings, structure, presentation of visual information or the
overall style.
Development work is often neglected within proposals; however, it is a crucial
element if the idea is to be perceived as imaginative. Encourage your learners to
include evidence of the creative aspects of the proposal; care should be taken over
the presentation of this evidence within the flow of the document. For example,
creative work will establish the content and/or style of the product and should be
prominent within the proposal but also concise to avoid confusion and unnecessary
length. Developmental work should also be sector specific and learners will be able
to draw on their experience of previous specialist units with regard to the scope and
format of such initial development work. Sufficient emphasis should be given to the
implementation of the proposed project idea and learners should be prompted to
make decisions regarding all of the different aspects of implementing their proposal,
although these may change during production, e.g. the schedule, number of pages
or costs. With regard to costs, learners should estimate not only the cost of
production but also the potential income from the project, which could be
summarised as a simple balance sheet.
Learning aim C covers the production of the proposed digital media product,
including its distribution and exhibition. Although by the end of the course learners
will be more confident and independent in their engagement with the process of
practical media production, they will undoubtedly still require guidance regarding the
production, refinement and testing of appropriate content. As the essence of the unit
is to design an innovative and personal project, you should encourage your learners
to experiment with form, structure and style and not to simply mimic established
conventions. However, to be successful, learners should produce a final product that
fulfils the requirements of their proposal. They must also consider the distribution of
their product, which they may not have experienced previously if they have been
working in a different sector.
Effective project management is also part of this learning aim and learners often
neglect to collect evidence of appropriate production management activities. Regular
attention should be paid to aspects of production management throughout the
project and schedules, plans, costs and communications should be regularly updated
as evidence of on-going, confident and comprehensive production management.
Learning aim D is a review of the project. Learners should be used to gathering
feedback on their production work by this stage of the qualification. As there may not
be a client for the project, feedback from a suitable media professional would be very
beneficial as they seek to analyse the quality, relevance and fitness for purpose of
their final product. The views of the target audience are also an essential source of
external feedback and their opinions, responses, comments and criticisms should be
referenced when evaluating what worked well and what improvements could have
been made. Finally, learners often need reminding that they are reviewing not only
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the final product but also the impact of decisions made throughout the whole
production process, from the generation of possible ideas to the final exhibition.

Getting started
This provides you with a starting point for one way of delivering the unit,
based around the suggested assignments in the specification.
Unit 22: Final Digital Production Project
Introduction
To introduce the unit, show learners a range of media products that can be considered
innovative, original, ground-breaking or unusual; the selection, of course, depends on
the context of delivery, e.g. for moving image, concept music videos such as Aphex
Twin’s Window Licker, challenging television such as Channel 4’s Utopia, outlandish
YouTube animations and non-linear film narratives like Memento or Donnie Darko,
would all be appropriate choices. Originality and innovation, however, are evident
across all of the digital sectors and the more challenging and thought-provoking the
selection of examples, the greater the impact on the learner.
Learning aim A: Develop an idea for a digital media product
●

Mind mapping possible project ideas provides a good starting point for learners.
Ask them to generate a host of possible project ideas, outlining them on their mind
map. At this stage the ideas will just be notions but they should still be listed to
enable the learner to select or reject these initial ideas through gut reaction, a
SWOT analysis and the reactions of others, e.g. peer and teacher feedback.

●

Learners are now ready to develop their fledging ideas through appropriate
research activities. Ask them to conduct both product and audience research.
Learners should be directed towards the areas that they need to research and you
can differentiate how much support is offered. Having arrived at a list of research
topics (e.g. past, present and new examples of appropriate products, available
formats, commercially successful and critically acclaimed products, technological
developments, audience preferences and audience responses to the initial ideas,
etc.) learners could begin by listing all of the possible primary and secondary
research techniques that they can think of and then matching a different technique
to each research topic, e.g. mood board of appropriate products, interactive
timeline of technological developments and focus groups for audience responses to
the initial ideas.

●

Learners should now create a research plan in a table, containing columns for the
research method, the aim or focus, the context or methodology (e.g. 20
questionnaires to be handed out using a random sampling technique) and the
deadline. Examples could be provided to support learners.

●

Ask learners to keep a blog detailing their research activity. After each research
activity has been completed, learners should summarise the findings, draw
appropriate conclusions based on those findings and explicitly state how their
idea(s) have been shaped or refined by the research evidence.

●

The last entry on the blog should explain the rationale behind the decision making
process – why were particular ideas dropped and others advanced? It is important
that they arrive at one single product idea at the end of this process and can trace
the development of the idea. You could conduct a viva interview to draw out the
rationale behind the learner’s choice of product.

Assignment 1: The Innovate Project: The Research Groundwork*
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Unit 22: Final Digital Production Project
Learning aim B: Produce a proposal for a digital media product
●

Learners could begin by conducting some developmental work on their idea. This
should be sector-specific, e.g. a storyboard and/or script for a moving image
product or a page mock-up and site map for a website.

●

Before drafting their own proposal, they should be shown appropriate examples of
different proposals in order to establish the purpose of a proposal and the
established conventions. Templates can be used for consistency but learners
should be encouraged to experiment with format, layout and style to convey their
idea creatively.

●

When learners have written a project outline, defined a target audience and
outlined the content and style for the project they could listen to a media
professional describing how projects are implemented, covering advice on legal and
ethical considerations, budgeting, scheduling, necessary resources and
responsibilities.

Assignment 2: The Innovate Product: The Proposal*
Learning aim C: Create the proposed digital media product
●

Learners should begin with scheduling activities. You should set the timescale
within which the project must be completed and then ask learners to list all of the
pre-production, production and post-production activities that they think they will
have to undertake. GANTT charts provide an opportunity to combine parallel and
sequential activities and can be easily updated; you could begin with a
demonstration of how to create a GANTT chart in Excel®.

●

The GANTT chart should detail other project management activities that learners
should schedule where and when they feel is appropriate, such as contingency
planning, risk assessments, clearances, resource lists and maintaining budgets.
Explain what each of these tasks entails.

●

During production, the teacher should act as facilitator to ensure that progress is
made, although being careful not to directly intervene to determine the creative
execution of the product itself. Practical workshops, demonstrations and modelling
can be introduced at any point during the production process to move learners
forward. Starters and plenary activities that feature good examples of creativity
and practical skill or common areas of misconception/areas for improvement can
provide helpful bridges between lessons.

●

Throughout the project, learners should record the production process. This can be
done in numerous ways, e.g. screen grabs, rough cuts, drafts, mock-ups and
prototypes, screen recordings, director’s commentaries, blogs, production logs,
sketchbooks, portfolios, etc. You should show learners effective examples of some
or all of these different approaches to enable the learner to understand the
requirements of each approach and also to assess its effectiveness. Whole group
and small group exercises where learners discuss how best to annotate their
evidence of the process of production help to establish high expectations.

●

Learners should test their products at appropriate stages in the production process.
You could call on relevant support to demonstrate this process in the different
media sectors, e.g. other learners, teachers, practitioners or technicians. Learners
can also be challenged to record this testing/problem solving process in different
ways, evaluating the most effective methods collaboratively.

●

Different levels of support may be required during the distribution and exhibition of
the final products. Differentiation can be used to provide the necessary guidance,
while allowing learners the independence to experiment with appropriate variables,
e.g. file types and formats.

Assignment 3: The Innovate Product: The Digital Production Project*
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Unit 22: Final Digital Production Project
Learning aim D: Review own production work
●

An exhibition of the products should provide valuable feedback to learners and
could be managed to elicit responses and reactions from different audiences. For
moving image and audio products, focus groups provide an effective way to gather
feedback, whereas for digital publishing, web production and digital games,
learners could try observing members of the intended audience using the product
in order to record how they use it, how long for and how they react to it. Follow up
questionnaires can also be used to generate critical responses.

●

Learners require comprehensive feedback from external sources. They could be
encouraged to highlight milestones on their production schedules/GANTT charts
when feedback should be gathered from different sources, e.g. target audience,
peers, client, teacher, media professional or expert.

●

Learners could use a table to construct information for their review with rows for
each aspect of the production process and the final product under review (e.g.
research, planning, time management, project management, technical quality,
aesthetic quality, fitness for purpose, comparison with original intentions) and
columns for a summary of actions/outcomes, strengths and areas for
improvement. The column headed ‘Summary of actions/outcomes’ could be
differentiated to include a simple ‘Description of what you did’ or a more
challenging ‘Justification of your decisions’ and ‘Evaluation of actions/outcomes’.
The information should be based on external feedback and a rigorous selfevaluation.

●

Learners could deliver their review as a presentation. Having gathered all of the
relevant information within a table they can order the content onto slides outlining
what worked well and areas for improvement with supporting evidence shown
within the presentation, e.g. extracts from interviews, recorded observations of
audience testing, feedback results, the final product itself, mock-ups, plans and
roughs. Presentations should be videoed as evidence of attainment against the
assessment criteria.

●

Learners could also be offered the choice of presenting their review as a written
report, blog, director’s commentary, audio or video recording or screen recording.

Assignment 4: The Innovate Product: The Review*
*Full details for the assignment and scenario can be found in the relevant
qualification specification.

Details of links to other BTEC units and qualifications, and
to other relevant units/qualifications
BTEC Level 1/ Level 2 Firsts in Creative Digital Media Production
● All optional specialist units.
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Resources
In addition to the resources listed below, publishers are likely to produce Edexcelendorsed textbooks that support this unit of the BTEC Firsts in Creative Digital Media
Production. Check the Edexcel website (www.edexcel.com/resources) for more
information as titles achieve Edexcel endorsement.
Textbooks
Kindem, G. and Musburger, R., Introduction to Media Production: The Path to Digital
Media Production 4th edition, Focal Press, 2009 (ISBN 978-0-24081-08-2)
An overview of digital workflow in different sectors including moving image, audio
and graphics.
Willett, A., Media Production: A Practical Guide to Radio and TV, Routledge, 2012
(ISBN 978-0-415535-32-8)
A practical guide to producing radio and television products.
Journals
www.computerarts.co.uk
A magazine containing practical tutorials and showcasing creative media production
work.
www.digitalartsonline.co.uk
A digital design magazine featuring work by professional designers.
Websites
www.youtube.com
An excellent source of original, innovative and imaginative moving image clips.
www.inspirationhut.net
A blog featuring examples of inspiring layout and design, articles and links to
resources.
www.mediaed.org.uk
Contains several useful resources on moving image projects.
www.bbc.co.uk/writersroom
The BBC’s Writers’ Room has sources of ideas, tips and inspiration for writing original
scripts.
www.mediastudentsbook.com
Website to accompany The Media Student’s Book with pages on production
organisation and techniques.
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