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KS4 Curriculum content summary Coursework and 

assessment details 
incl. deadlines 

 

Year 9 
Autumn 

Unit 2: Creating Graphics - GLH 30 

 

Learning Outcome 1:  

Understand the purpose and properties of digital graphics 

 

Why digital graphics are used (e.g. to entertain, to inform, to 

advertise, to promote, to educate)  

 

How digital graphics are used (e.g. magazine covers, CD/DVD covers, 

adverts, web images and graphics, multimedia products, games)  

 

Types of digital graphics, i.e.:  

○ bitmap/raster  

○ vector  

 

File formats, i.e.:  

○ .tiff  

○ .jpg  

○ .png  

○ .bmp  

○ .gif  

○ .pdf  

 

The properties of digital graphics and their suitability for use in 

creating images, i.e.:  

○ pixel dimensions  

○ dpi resolution  

○ quality  

○ compression settings  

 

How different purposes and audiences influence the design and layout 

of digital graphics (e.g. the use of colour, composition, white space 

and styles). 

 

Using a made up project to learn about LO2 to LO4 

 

ASSESSMENT 
Unit R082 - 
electronic work for 
each section in the 
specification 
LO1 will be 
submitted in an 
Edmodo exam 
classroom and 
general feedback 
will be given 
throughout the 
term. 
 
LO2 to LO4 will be 
digital products 
produced and 
uploaded to the 
practice classroom.  
The same policy 
applies regarding 
feedback in order 
for the children to 
get use to the the 
exam. 
 
Theory key terms 
test 
 
Theory assessment 
LO1 
 
MAD lesson based 
on theory 
assessment results 
 
 
END OF TERM 
THEORY EXAM 
LO1 
 



Learning Outcome 2:  

Be able to plan the creation of a digital graphic 

 

Interpret client requirements for a digital graphic based on a specific 

brief (e.g. by client discussion, reviewing a written brief, or 

specification)  

 

Understand target audience requirements for a digital graphic  

 

Produce a work plan for an original graphics creation; to include:  

○ tasks  

○ activities  

○ workflow  

○ timescales  

○ resources  

○ milestones  

○ contingencies 

 

Produce a visualisation diagram for a digital graphic  

 

Identify the assets needed to create a digital graphic (e.g. 

photographs, scanned images, library images, graphics, logos)  

 

Identify the resources needed to create a digital graphic (e.g. digital 

camera, internet, scanner, computer system and software).  

 

How legislation (e.g. copyright, trademarks, logos, intellectual 

property use, permissions and implications of use) applies to images 

used in digital graphics, whether sourced or created. 

 

Learning Outcome 3: Be able to create a digital graphic 

 

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

○ images  

○ graphics 

 

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

○ images  

○ graphics  

 

Ensure the technical compatibility of assets with the final graphic (e.g. 

pixel dimensions, dpi resolution)  

 

MAD lesson based 
on end of term 
theory exam (LO1). 
 
 
 
 
 
   
 
 
  
  
 



Create a digital graphic using a range of tools and techniques within 

the image editing software application (e.g. cropping, rotating, 

brightness, contrast, colour adjustment)  

 

Save a digital graphic in a format appropriate to the software being 

used  

 

Export the digital graphic using appropriate formats and properties for  

○ print use  

○ web use  

○ multimedia use.  

 

How to use version control when creating a digital graphic 

 

Learning Outcome 4: Be able to review a digital graphic 

 

review a digital graphic against a specific brief 

 

identify areas in a digital graphic for improvement and further 

development (e.g. cropping, rotating, brightness, contrast, levels, 

colour adjustment). 

 

Year 9  
Spring 

Unit R085: Creating a multipage website - GLH 30 
 

Learning Outcome 1:  

Understand the properties and features of multipage websites  

 

the purpose and component features of multipage websites in the 

public domain  

 

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

○ laptops and personal computers  

○ mobile devices and smartphones  

○ tablets ○ games consoles  

○ digital television  

 

the methods of internet connection i.e.:  

○ wired broadband  

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

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

 

 

Using a made up project to learn about LO2 to LO4 

ASSESSMENT 
Unit R085 - 
electronic work for 
each section in the 
specification 
LO1 will be 
submitted in an 
Edmodo exam 
classroom and 
general feedback 
will be given 
throughout the 
term. 
 
LO2 to LO4 will be 
digital products 
produced and 
uploaded to the 
practice classroom.  
The same policy 
applies regarding 
feedback in order 
for the children to 
get use to the the 
exam. 



 
Learning Outcome 2: Be able to plan a multipage website  

 

interpret client requirements for a multipage website (e.g. to inform, 

entertain, promote or sell products and/or services), based on a 

specific brief (e.g. by client discussion, reviewing a written brief, or 

specification) 

 

understand target audience requirements for a multipage website  

 

produce a work plan for the creation of a multipage website, to 

include:  

○ tasks  

○ activities  

○ workflow  

○ timescales  

○ resources  

○ milestones  

○ contingencies  

 

create a site map with navigation links  

 

produce a visualisation diagram for a web page identifying the house 

style  

 

identify the assets needed to create a multipage website (e.g. 

backgrounds, banners, buttons, shapes, text, fonts)  

 

identify the resources needed to create and publish a multipage 

website (e.g. internet access, web server, domain name, computer 

system and software)  

 

prepare assets for use in web pages  

 

create and maintain a test plan to test a multipage website during 

production.  

 

how legislation (e.g. copyright, trademarks, intellectual property use, 

permissions and implications of use) applies to assets used in 

multipage websites (e.g. images, graphics, corporate logos, music and 

video clips), whether sourced or created. 

 

Learning Outcome 3:  

Be able to create multipage websites using multimedia components 

 
Theory key terms 
test 
 
Theory assessment 
LO2 
 
MAD lesson based 
on theory 
assessment results 
 
 
END OF TERM 
THEORY EXAM 
LO1 & LO2 
 
MAD lesson based 
on end of term 
theory exam (LO1 
& LO2). 
 
 



 

create suitable folder structures to organise and save web pages and 

asset files using appropriate naming conventions  

 

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

animation, text)  

 

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

 

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

create a multipage website  

 

insert assets into web pages to create planned layouts (e.g. text, lists, 

tables, graphics, moving images, embedded content)  

 

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

hyperlinks)  

 

save a multipage website in a format appropriate to the software 

being used  

 

publish a multipage website to a location appropriate to client 

requirements.  

 

how to use version control when creating multipage websites. 

 

Learning Outcome 4: Be able to review a multipage website 

 

review a multipage website against a specific brief 

 

identify areas for improvement and further development of a 

multipage website (e.g. text, graphics, moving images, embedded 

content). 

Year 9 
Summer 

Unit R091: Designing a game concept - GLH 30 

 
Learning Outcome 1: Understand digital game types and platforms 

 

the evolution of digital game platforms from generations 1 to 8 (e.g. 

handheld, PC, consoles)  

 

the evolution of the characteristics of a range of digital games (e.g. 2D 

arcade, 3D RPG, MMO, simulation, game-based learning, augmented 

reality)  

ASSESSMENT 
Unit R091 - 
electronic work for 
each section in the 
specification 
LO1 will be 
submitted in an 
Edmodo exam 
classroom and 
general feedback 
will be given 
throughout the 
term. 



 

game objectives of a range of digital games  

 

digital game genres (e.g. action, sports, role playing game, quest, 

strategy). 

 

compare the capabilities and limitations of platforms for 2D/3D digital 

games, i.e.:  

○ hardware  

○ display devices  

○ game delivery method  

○ networking, storage  

○ player interface  

○ peripherals. 

 

Using a made up project to learn about LO2 to LO4 

 

Learning Outcome 2: Be able to plan a digital game concept 

 

interpret client/focus group requirements for digital game concepts 

(e.g. game genre, intended platform, purpose) based on a specific 

brief (e.g. by client discussion, reviewing a written brief or 

specification)  

 

understand target audience requirements  

 

generate a range of original ideas for a new game in line with client 

requirements, including key game play outlines, i.e.:  

○ genre  

○ concept  

○ narrative  

○ characters  

○ locations.  

 

Learning Outcome 3: Be able to design a digital game proposal  

 

identify design constraints and opportunities (e.g. availability of 

assets, target platform for the game, development timescales, costs, 

distribution channels)  

 

produce a range of visualisations for a game proposal (e.g. characters, 

character customisation, start screen, quizzes, battle system, upgrade 

methodology)  

 

 
LO2 to LO4 will be 
digital products 
produced and 
uploaded to the 
practice classroom.  
The same policy 
applies regarding 
feedback in order 
for the children to 
get use to the the 
exam. 
 
Theory key terms 
test 
 
Theory assessment 
LO3 
 
MAD lesson based 
on theory 
assessment results 
 
 
END OF TERM 
THEORY EXAM 
LO1, LO2 & LO3 
 
MAD lesson based 
on end of term 
theory exam. 
 
 



create a game proposal to include:  

○ game objectives  

○ target audience and PEGI rating  

○ game structure (e.g. three parts/acts/chapters, game play, main 

challenge)  

○ genre (e.g. action, sports, role playing game, quest, strategy)  

○ narrative structure (e.g. storyline, actions, events, script)  

○ characters i.e.: – player – non-player  

○ visual style (e.g. theme, first person or third person, selectable 

views, realism)  

○ sounds  

○ scoring systems  

○ downloadable content.  

 

how legislation (e.g. copyright, trademarks, intellectual property use, 

permissions and implications of use) applies to the use of assets (e.g. 

images, graphics, background scenes, game characters), ideas and 

concepts (e.g. storylines, narrative, PEGI certification) as part of a 

games design whether sourced or created. 

 

Learning Outcome 4: Be able to review a digital game proposal 

 

review a game proposal for a client or focus group  

 

identify areas for improvement and further development of a game 

design concept.  

 

how to use version control when creating a game proposal 

 
 
 
 
 
 
 

 

KS4 Curriculum content summary Coursework and 
assessment details 

incl. deadlines 

Year 10 
Autumn 

Unit 2: Creating Graphics - GLH 30 

 
Review Learning Outcome 1 - using feedback, the unit specification 

and the mark scheme to make improvements. (First two weeks)  

 

Third week onwards to begin planning their GCSE project see below: 

 

ASSESSMENT 
Unit R082 - 
electronic work for 
each section in the 
specification 
LO1 to LO4 will be 
submitted in an 
Edmodo exam 
classroom and 



Learning Outcome 2:  

Be able to plan the creation of a digital graphic 

 

Interpret client requirements for a digital graphic based on a specific 

brief (e.g. by client discussion, reviewing a written brief, or 

specification)  

 

Understand target audience requirements for a digital graphic  

 

Produce a work plan for an original graphics creation; to include:  

○ tasks  

○ activities  

○ workflow  

○ timescales  

○ resources  

○ milestones  

○ contingencies 

 

Produce a visualisation diagram for a digital graphic  

 

Identify the assets needed to create a digital graphic (e.g. 

photographs, scanned images, library images, graphics, logos)  

 

Identify the resources needed to create a digital graphic (e.g. digital 

camera, internet, scanner, computer system and software).  

 

How legislation (e.g. copyright, trademarks, logos, intellectual 

property use, permissions and implications of use) applies to images 

used in digital graphics, whether sourced or created. 

 

Learning Outcome 3: Be able to create a digital graphic 

 

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

○ images  

○ graphics 

 

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

○ images  

○ graphics  

 

Ensure the technical compatibility of assets with the final graphic (e.g. 

pixel dimensions, dpi resolution)  

 

general feedback 
will be given 
throughout the 
term. (Deadline 
Christmas) 
 
 
Theory key terms 
test 
 
Theory assessment 
LO4 
 
MAD lesson based 
on theory 
assessment results 
 
 
END OF TERM 
THEORY EXAM 
LO1 to LO4 
 
MAD lesson based 
on end of term 
theory exam. 
 
 



Create a digital graphic using a range of tools and techniques within 

the image editing software application (e.g. cropping, rotating, 

brightness, contrast, colour adjustment)  

 

Save a digital graphic in a format appropriate to the software being 

used  

 

Export the digital graphic using appropriate formats and properties 

for  

○ print use  

○ web use  

○ multimedia use.  

 

How to use version control when creating a digital graphic 

 

Learning Outcome 4: Be able to review a digital graphic 

 

review a digital graphic against a specific brief 

 

identify areas in a digital graphic for improvement and further 

development (e.g. cropping, rotating, brightness, contrast, levels, 

colour adjustment). 

Year 10 
Spring 

Unit R085: Creating a multipage website - GLH 30 

 

Review Learning Outcome 1 - using feedback, the unit specification 

and the mark scheme to make improvements. (First two weeks)  

 

Third week onwards to begin planning their GCSE project see below: 

 

Learning Outcome 2: Be able to plan a multipage website  

 

interpret client requirements for a multipage website (e.g. to inform, 

entertain, promote or sell products and/or services), based on a 

specific brief (e.g. by client discussion, reviewing a written brief, or 

specification) 

 

understand target audience requirements for a multipage website  

 

produce a work plan for the creation of a multipage website, to 

include:  

○ tasks  

○ activities  

○ workflow  

○ timescales  

○ resources  

ASSESSMENT 
Unit R085 - 
electronic work for 
each section in the 
specification 
LO1 to LO4 will be 
submitted in an 
Edmodo exam 
classroom and 
general feedback 
will be given 
throughout the 
term. (Deadline 
Easter) 
 
 
Theory key terms 
test 
 
Theory assessment 
LO4 
 
MAD lesson based 
on theory 
assessment results 
 
 



○ milestones  

○ contingencies  

 

create a site map with navigation links  

 

produce a visualisation diagram for a web page identifying the house 

style  

 

identify the assets needed to create a multipage website (e.g. 

backgrounds, banners, buttons, shapes, text, fonts)  

 

identify the resources needed to create and publish a multipage 

website (e.g. internet access, web server, domain name, computer 

system and software)  

 

prepare assets for use in web pages  

 

create and maintain a test plan to test a multipage website during 

production.  

 

how legislation (e.g. copyright, trademarks, intellectual property use, 

permissions and implications of use) applies to assets used in 

multipage websites (e.g. images, graphics, corporate logos, music and 

video clips), whether sourced or created. 

 

Learning Outcome 3:  

Be able to create multipage websites using multimedia components 

 

create suitable folder structures to organise and save web pages and 

asset files using appropriate naming conventions  

 

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

animation, text)  

 

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

 

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

create a multipage website  

 

insert assets into web pages to create planned layouts (e.g. text, lists, 

tables, graphics, moving images, embedded content)  

 

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

hyperlinks)  

 

END OF TERM 
THEORY EXAM 
LO1 to LO4 
 
MAD lesson based 
on end of term 
theory exam. 



save a multipage website in a format appropriate to the software 

being used  

 

publish a multipage website to a location appropriate to client 

requirements.  

 

how to use version control when creating multipage websites. 

 

Learning Outcome 4: Be able to review a multipage website 

 

review a multipage website against a specific brief 

Year 10 
Summer 

 

 

Learning Outcome 2: Be able to plan a digital game concept 

 

interpret client/focus group requirements for digital game concepts 

(e.g. game genre, intended platform, purpose) based on a specific 

brief (e.g. by client discussion, reviewing a written brief or 

specification)  

 

understand target audience requirements  

 

generate a range of original ideas for a new game in line with client 

requirements, including key game play outlines, i.e.:  

○ genre  

○ concept  

○ narrative  

○ characters  

○ locations.  

 

Learning Outcome 3: Be able to design a digital game proposal  

 

identify design constraints and opportunities (e.g. availability of 

assets, target platform for the game, development timescales, costs, 

distribution channels)  

 

produce a range of visualisations for a game proposal (e.g. characters, 

character customisation, start screen, quizzes, battle system, upgrade 

methodology)  

 

create a game proposal to include:  

○ game objectives  

○ target audience and PEGI rating  

○ game structure (e.g. three parts/acts/chapters, game play, main 

challenge)  

ASSESSMENT 
Unit R091 - 
electronic work for 
each section in the 
specification 
LO1 to LO4 will be 
submitted in an 
Edmodo exam 
classroom and 
general feedback 
will be given 
throughout the 
term. (Deadline 
July) 
 
 
Theory key terms 
test 
 
Theory assessment 
LO4 
 
MAD lesson based 
on theory 
assessment results 
 
 
END OF TERM 
THEORY EXAM 
LO1 to LO4 
 
MAD lesson based 
on end of term 
theory exam. 
 
 



○ genre (e.g. action, sports, role playing game, quest, strategy)  

○ narrative structure (e.g. storyline, actions, events, script)  

○ characters i.e.: – player – non-player  

○ visual style (e.g. theme, first person or third person, selectable 

views, realism)  

○ sounds  

○ scoring systems  

○ downloadable content.  

 

how legislation (e.g. copyright, trademarks, intellectual property use, 

permissions and implications of use) applies to the use of assets (e.g. 

images, graphics, background scenes, game characters), ideas and 

concepts (e.g. storylines, narrative, PEGI certification) as part of a 

games design whether sourced or created. 

 

Learning Outcome 4: Be able to review a digital game proposal 

 

review a game proposal for a client or focus group  

 

identify areas for improvement and further development of a game 

design concept.  

 

how to use version control when creating a game proposal 

 

 
 
 
 

 

KS4 Curriculum content summary Coursework and 
assessment details 

incl. deadlines 

NEA: Programming Project (0% credit towards final outcome however students have to produce evidence that have completed 
an exam board programming task so we are incorporating the teaching of Paper 2 during the completion of this project). 

Year 11 
Autumn 

Review Learning Outcomes for either - R082 or R085 - using 

feedback, the unit specification and the mark scheme to make 

improvements. (First two weeks)  

 

Third week onwards to begin planning their GCSE project and starting 

a new unit. 

 

Unit 2: Creating Graphics - GLH 30 - PGL 

 

Learning Outcome 1:  

Understand the purpose and properties of digital graphics 

 

ASSESSMENT 
Unit R085/R082 - 
electronic work for 
each section in the 
specification 
LO1 to LO4 will be 
submitted in an 
Edmodo exam 
classroom and 
general feedback 
will be given 
throughout the 
term.  
 



Why digital graphics are used (e.g. to entertain, to inform, to 

advertise, to promote, to educate)  

 

How digital graphics are used (e.g. magazine covers, CD/DVD covers, 

adverts, web images and graphics, multimedia products, games)  

 

Types of digital graphics, i.e.:  

○ bitmap/raster  

○ vector  

 

File formats, i.e.:  

○ .tiff  

○ .jpg  

○ .png  

○ .bmp  

○ .gif  

○ .pdf  

 

The properties of digital graphics and their suitability for use in 

creating images, i.e.:  

○ pixel dimensions  

○ dpi resolution  

○ quality  

○ compression settings  

 

How different purposes and audiences influence the design and 

layout of digital graphics (e.g. the use of colour, composition, white 

space and styles). 

 

Learning Outcome 2:  

Be able to plan the creation of a digital graphic 

 

Interpret client requirements for a digital graphic based on a specific 

brief (e.g. by client discussion, reviewing a written brief, or 

specification)  

 

Understand target audience requirements for a digital graphic  

 

Produce a work plan for an original graphics creation; to include:  

○ tasks  

○ activities  

○ workflow  

○ timescales  

○ resources  

○ milestones  

Unit R082/ 
R088/R091 
submitted 
electronic work 
onto the exam 
edmodo classroom 
with general 
comments 
provided and 
evidence of 
improvements 
based on those 
comments. 
 
 
Theory key terms 
test 
 
Theory assessment 
LO2 to LO4 
 
MAD lesson based 
on theory 
assessment results 
 
 
END OF TERM 
THEORY EXAM 
(PPE) 
LO1 to LO4 
 
MAD lesson based 
on end of term 
theory exam. 



○ contingencies 

 

Produce a visualisation diagram for a digital graphic  

 

Identify the assets needed to create a digital graphic (e.g. 

photographs, scanned images, library images, graphics, logos)  

 

Identify the resources needed to create a digital graphic (e.g. digital 

camera, internet, scanner, computer system and software).  

 

How legislation (e.g. copyright, trademarks, logos, intellectual 

property use, permissions and implications of use) applies to images 

used in digital graphics, whether sourced or created. 

 

Learning Outcome 3: Be able to create a digital graphic 

 

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

○ images  

○ graphics 

 

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

○ images  

○ graphics  

 

Ensure the technical compatibility of assets with the final graphic (e.g. 

pixel dimensions, dpi resolution)  

 

Create a digital graphic using a range of tools and techniques within 

the image editing software application (e.g. cropping, rotating, 

brightness, contrast, colour adjustment)  

 

Save a digital graphic in a format appropriate to the software being 

used  

 

Export the digital graphic using appropriate formats and properties 

for  

○ print use  

○ web use  

○ multimedia use.  

 

How to use version control when creating a digital graphic 

 

Learning Outcome 4: Be able to review a digital graphic 

 

review a digital graphic against a specific brief 



 

identify areas in a digital graphic for improvement and further 

development (e.g. cropping, rotating, brightness, contrast, levels, 

colour adjustment). 

 

PGL (to start this unit prior to Christmas break) & THU 

- R091 - Game concept 
Learning Outcome 1: Understand digital game types and platforms 

 

the evolution of digital game platforms from generations 1 to 8 (e.g. 

handheld, PC, consoles)  

 

the evolution of the characteristics of a range of digital games (e.g. 2D 

arcade, 3D RPG, MMO, simulation, game-based learning, augmented 

reality)  

 

game objectives of a range of digital games  

 

digital game genres (e.g. action, sports, role playing game, quest, 

strategy). 

 

compare the capabilities and limitations of platforms for 2D/3D digital 

games, i.e.:  

○ hardware  

○ display devices  

○ game delivery method  

○ networking, storage  

○ player interface  

○ peripherals. 

 

Learning Outcome 2: Be able to plan a digital game concept 

 

interpret client/focus group requirements for digital game concepts 

(e.g. game genre, intended platform, purpose) based on a specific 

brief (e.g. by client discussion, reviewing a written brief or 

specification)  

 

understand target audience requirements  

 

generate a range of original ideas for a new game in line with client 

requirements, including key game play outlines, i.e.:  

○ genre  

○ concept  

○ narrative  

○ characters  



○ locations.  

 

Learning Outcome 3: Be able to design a digital game proposal  

 

identify design constraints and opportunities (e.g. availability of 

assets, target platform for the game, development timescales, costs, 

distribution channels)  

 

produce a range of visualisations for a game proposal (e.g. characters, 

character customisation, start screen, quizzes, battle system, upgrade 

methodology)  

 

create a game proposal to include:  

○ game objectives  

○ target audience and PEGI rating  

○ game structure (e.g. three parts/acts/chapters, game play, main 

challenge)  

○ genre (e.g. action, sports, role playing game, quest, strategy)  

○ narrative structure (e.g. storyline, actions, events, script)  

○ characters i.e.: – player – non-player  

○ visual style (e.g. theme, first person or third person, selectable 

views, realism)  

○ sounds  

○ scoring systems  

○ downloadable content.  

 

how legislation (e.g. copyright, trademarks, intellectual property use, 

permissions and implications of use) applies to the use of assets (e.g. 

images, graphics, background scenes, game characters), ideas and 

concepts (e.g. storylines, narrative, PEGI certification) as part of a 

games design whether sourced or created. 

 

Learning Outcome 4: Be able to review a digital game proposal 

 

review a game proposal for a client or focus group  

 

identify areas for improvement and further development of a game 

design concept.  

 

how to use version control when creating a game proposal 

 

 

RCR - R088 - Sound unit 

 

Learning Outcome 1:  



Understand the uses and properties of digital sound 

 

the sectors and uses of digital audio products, i.e.:  

○ commercial contexts (e.g. voiceovers, advertising)  

○ entertainment (e.g. broadcast radio, computer games)  

○ business (e.g. information)  

○ education (e.g. podcasts, tutorials)  

 

audio file formats, i.e.:  

○ mp3  

○ wav  

○ wma  

○ aiff  

○ ogg vorbis  

 

the properties of digital sounds (e.g. bit depth, sample rate, tonal 

range, clarity, pitch, timbre)  

 

the environmental considerations and limitations relating to audio 

recording (e.g. distance from audio source, directionality, background 

noise, wind). 

 

Learning Outcome 2: Be able to plan a digital sound sequence 

 

interpret client requirements for a digital sound sequence (e.g. 

purpose, duration, style, content) based on a specific brief (e.g. by 

client discussion, reviewing a written brief, or specification)  

 

understand target audience requirements for a digital sound 

sequence  

 

produce a work plan for a digital sound sequence to include:  

○ sound recording tasks  

○ post-production tasks  

○ activities  

○ resources  

○ timescales  

○ milestones  

○ contingencies ○ workflow  

 

identify appropriate equipment and software to be used in the 

creation of a digital sound sequence, i.e. for:  

○ recording  

○ storage  

○ mixing  



 

plan the content and sequence for a digital sound (e.g. using a 

storyboard or script)  

 

create and maintain a test plan during production of a digital sound 

sequence.  

 

how legislation (e.g. copyright, trademarks, intellectual property use, 

permissions and implications of use) applies to the use of sounds, 

whether sourced or recorded. 

 

Learning Outcome 3:  

Be able to create a digital sound sequence  

 

record and source sounds to store as assets for use in a digital sound 

sequence  

 

import assets into sound editing software  

 

use features of the sound editing software to edit assets (e.g. trim, 

copy and paste, envelope tool)  

use the features of sound editing software to enhance assets, (e.g. 

fade, gain, filter, noise removal, pitch, invert)  

 

use a range of tools and techniques (e.g. equalisation, audio 

compression, looping, generating silence) to mix assets within audio 

software  

 

save a digital sound sequence in a format appropriate to the software 

being used  

 

export a digital sound sequence in a file format appropriate to client 

requirements (e.g. .wav, .wma, .aiff, .mp3, ogg vorbis).  

 

how to use version control when creating digital sound sequences • 

considerations when exporting different file formats and file sizes 

(e.g. compression, optimisation, codecs, bit rate, compatibility). 

 

Learning Outcome 4: Be able to review a digital sound sequence 

 

review a digital sound sequence against a specific brief  

 

identify areas for improvement and further development of a digital 

sound sequence.  



Year 11 
Spring 

Each lesson using the student for students to use their independence 
to ensure they are hitting Mark Boundary 3 (highest boundary of 
marks for each section of work). 
 
PGL to continue R091 due to the group being moved onto the iMedia 
course at the start of Year 10 (Deadline February). 
 
The work will be based on R082, R085 & R088/R091  
(75% of the course) 

 
AFTER FEBRUARY HALF TERM 
 
All pupils to revisit Edmodo for all three units  
 
Pupils to use the specification and check that the all evidence is 
present on the edmodo exam classroom for each unit. 
 
Pupils need to check their work against the mark scheme to ensure 
the work completed is Mark Boundary 3 or as close to Mark Boundary 
3 as they can achieve for all units. 

 
 
Evidence of 
progress via 
Edmodo across any 
unit and any 
section. 
 
Book evidence 
showing exam 
questions 
answered and the 
feedback loop for 
theory hours. 
 
 
 

Year 11 
Summer 

R081: Theory exam revision 
Reviewing past assessments that they completed and past papers 
with the mark schemes to support their understanding of key 
terminology.  
 

Mini 
tests/questions set 
each lesson to 
extend their 
knowledge. 
 
Official Exam date 
Monday 3rd June 
R081 (25%) 

 
 
 
 

Spec Code Details of GCSEs: (specification and exam board) 

J817 - 
Certificate 

OCR Cambridge Nationals Creative iMedia 
 
Each unit worth 60 marks and the students have to complete 4 units.  R081 and R082 are 
mandatory. 
 
Note: Year 11 classes are at different points.  11H/Is2 started the course in Year 10 whereas 
the other two classes have had access to the course since the start of Year 9.   
 
YEAR 11 (summer 2019) 
R081: Pre-production documents (THEORY EXAM) 
R082: Creating digital graphics 
RO85: Creating multimedia website 
R088: Creating a digital sound sequence - RCR 
R091: Designing a game concept - THU & PGL 
 
 

 


