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Terms and Conditions of Use

Terms and Conditions
Please note that the Terms and Conditions of this resource include point 5.3, which states:

“You acknowledge that you rely on your own skill and judgement in
determining the suitability of the Goods for any particular purpose.”

“We do not warrant: that any of the Goods are suitable for any particular purpose (e.g. any particular
qualification), or the results that may be obtained from the use of any publication, or expected exam grades, or
that we are affiliated with any educational institution, or that any publication is authorised by, associated with,
sponsored by or endorsed by any educational institution.”

Copyright Information

Every effort is made to ensure that the information provided in this publication is accurate and up to date but no legal
responsibility is accepted for any errors, omissions or misleading statements. It is ZigZag Education’s policy to obtain
permission for any copyright material in their publications. The publishers will be glad to make suitable arrangements
with any copyright holders whom it has not been possible to contact.

Students and teachers may not use any material or content contained herein and incorporate it into a body of work
without referencing/acknowledging the source of the material (“Plagiarism”).

Disclaimers

This publication is designed to supplement teaching only. Practice questions may be designed to follow the content of a
specification and may also attempt to prepare students for the type of questions they will meet in the examination, but
will not attempt to predict future examination questions. ZigZag Education do not make any warranty as to the results
that may be obtained from the use of this publication, or as to the accuracy, reliability or content of the publication.

Where the teacher uses any of the material from this resource to support examinations or similar then the teacher must
ensure that they are happy with the level of information and support provided pertaining to their personal point of view
and to the constraints of the specification and to others involved in the delivery of the course. It is considered essential
that the teacher adapt, extend and/or censor any parts of the contained material to suit their needs, the needs of the
specification and the needs of the individual or group concerned. As such, the teacher must determine which parts of
the material, if any, to provide to the students and which parts to use as background information for themselves.
Likewise, the teacher must determine what additional material is required to cover all points on the specification and to
cover each specification point to the correct depth.

ZigZag Education is not affiliated with Pearson, Edexcel, OCR, AQA, WIEC, Edugas, SQA, CCEA, CIE, NCFE, International
Baccalaureate Organization or DFE in any way nor is this publication authorised by, associated with, sponsored by or
endorsed by these institutions unless explicitly stated on the front cover of this publication.

References to other sources are provided where appropriate in ZigZag Education publications. ZigZag Education is not
responsible for information that it does not manage, nor can we guarantee, represent or warrant that the content
contained in these sources is accurate, legal and inoffensive, nor should the inclusion of a source be taken to mean
endorsement by ZigZag Education of the source.
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Teacher’s Introduction

This resource is intended for use by students studying the Cambridge National

in Creative iMedia, Unit R097: Interactive digital media. This is an optional
. Always check the exam board
unit for the Level 1/ Level 2 Award (1834), assessed by three centre-assessed . . .
. website for new information,
practical tasks that are OCR moderated. . .
including changes to the

As a revision tool, this resource does not aim to cover the material in too specification and sample
much depth, but instead provide visual ‘mind maps’ summarising all key areas | assessment material.

of Unit R097. Students can use these mind maps as the basis of their revision

as they cover all the key terminology and knowledge needed to complete the written exam successfully. The
resource is especially suited to visual learners and those who find it difficult to revise from dense written notes.

The unit has been broken down into 16 topics (across 19 pages). The breakdown of these topics is as follows:
Page 1: 1.1 Types of interactive digital media

Page 2: 1.1 Types of content

Page 3: 1.1 Types of hardware

Page 4: 1.2 Features and conventions of interactive digital media

Page 5: 1.3 Hardware and software used fo create interactive digital media

Pages 6-7: 1.4 Pre-production documentation for interface planning

Page 8: 1.4 Pre-production documentation and planning for content

Page 9: 1.4 Pre-production documentation and planning for user interaction

Page 10: 2.1 Techniques for sourcing suitable assets

Page 11: 2.1 Static image, moving image and audio assets

Page 12: 2.1 Interactive assets

Pages 13~14: 2.2 Technical skills to create interactive digital media

Page 15: 2.3 Techniques to save and export/publish interactive digital media

Pages 16~17: 3.1 Techniques to test/check the technical properties of interactive digital media
Page 18: 3.1 Techniques to review the fitness for purpose of completed interactive digital media
Page 19: 3.2 Improvements and further development

The resource consists of:

e 19 completed mind maps, which provide solutions to the activity mind maps, labelled:
e 19 activity mind maps (partially complete) for higher-level students to complete, labelled:

e 19 activity mind maps (partially complete) for lower-level students to complete, labelled:

166
156

All mind maps are provided in both A3 and A4 formats.

How to use this resource:

e The sheets can be handed out at the end of the course, or at the end of each topic, for revision purposes.

e  The mind maps can be printed out poster size and displayed on the classroom walls as the topic is being
taught so that students have a visual reminder of what they have been covering in their lessons.

e Asthe resource features partially completed mind maps, students can be encouraged to complete the
exercises on the activity sheets as a way of recapping knowledge from the topic at the end of teaching.

Note: The activity sheets designed for lower-level students tend to keep more of the spec information intact -
students are generally challenged to fill in missing words and provide short answers to straightforward questions.
Questions that require a more detailed response provide example answers to help students get started.

The activity sheets designed for higher-level students provide less structure — students are generally challenged to
provide definitions for key terms, list relevant points and answer questions without the aid of example answers.
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TYPES OF INTERACTIVE DIGITAL MEDIA

Interactive digital media engages users through active participation and personalisation, providing immediate feedback and gl
driven by advancements in hardware and software. The acceleration of digital interaction is fuelled by improved Internet acces
pandemic. As technology continues to evolve, interactive digital media’s scope and impact are set to expand further, making it

L

L

_

aviot (£ 2 A B e % P
2 cildh as smartphones and tablets. They provid %// ; /Z

ls, and entertainment options.

v |
w

%
///////////%

1. Provide information
. Communication 3. E-comm

1. Convenience 3. Media streaming
2. Entertainment 4. Communication
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-r preferences and behaviours) % %/// //
General Public: Websites often target a broad audience, providing * Mobile Users: People who use smartphones and / 4 ;/
information and services to a wide range of users tasks, including communication, entertainment, a% %/////////////%
* Specific Groups: Some websites cater to niche audiences, such as * On-the-go Users: Individuals who need quick acce; %
hobbyists, professionals, or members of specific organisations services while travelling or commuting % 8
2,¢:\ =83 BBC Bitesize website (inform and educate) Candy Crush Saga (entertain) % / ///////////
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//i ////////////////// ) 1. Desktop/Laptops 2. Tablets 3. Smartphones // ///////////////////// 1. Smartphones 2. T ; //////////////
|

E-learning products are digital platforms or software designed for Information points are digital kiosks or screens located in v
M IAVA educational purposes, providing interactive learning experiences. providing users with information, directions, and services. %
1. Education 1. Self-service ggm:. (o) % / /%
PURPOSE 2. Skill development 2. Guid ./ / a / - % %//// %/ COPYRIGHT
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/ 4 et Education
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Images

¢ Visual Appeal: Enhance aesthetic
appeal and attract attention

« Information: Convey information
quickly, e.g. infographics and
diagrams

e Branding: Reinforce brand
identity through logos and
themed visuals

illustrations, icons, anc
graphic designs

TYPES OF CONTENT

2 Interactive digital media encompasses diverse types of content, including images, text, quizzes, layers, audio, animation, navigat
enhance their experience through dynamic and multifaceted interactions.

Text

¢ Information: Provide
essential information

s Saxfools: Word

processors, e.g.
Microsoft Word,
text editors, and
design software
for typography,
e.g. Adobe
InDesign

a,,,,,,,,,,,,/%ssages clearly and
effectively
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e Engagement:
users with int
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knowledge or

opinions -
v |

. L

— —
S L
feedback message%? & ////////%///

¢ Atmosphere: Set mood or
atmosphere with background
music

¢ Information: Provide

Assets: Recorded
sound clips, music
tracks, voice-overs

information through voice-

Tools: Audio
overs or podcasts

e Accessibility: Aid accessibility eaiting Soﬁwar c
with audio descriptions and e.g. Audacity,
g Adobe Audition

instructions

audience attention through
dynamic content
Demonct-ation: S v

Engagement: Capture and retain
w 1 &t

Assets: Video
footage, animations,
special effects

Tools: Video editing
software, e.g. Adobe
Premiere Pro, Final Cut Pro
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Animation

e Interaction: Provide interactive experiences and
feedback, e.g. hover effects

e Explanation: Simplify complex ideas through
animated diagrams and characters

e Engagement: Enhance user engagement with
moving visuals

Tools:

Assets: Animation
Animated graphics, software, e.g.
3D models, Adobe Animate,
character rigs Blender

. <4 e b :
iy A1 n jesentdataina
rormat for easy comparison

5 K 4 . . .
~~ . _ormation: Display numerical or

i~ categorical information concisely
@ ials TR Y <

Tools: Spreadsheet
software, e.g. Microsoft
Excel, web development
tools, e.g. HTML/CSS

Assets: Data
sets, table
templates
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e Interaction: T
actions such a
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submitting fori

playing media%

Assets:
Button
graphics, ico

e Clarity: Organis¢
points or numi:
e Hierarchy: Sh
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Assets:
Written content,
list style
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> | General public, customers, visitors profession %////////é/////%
Interactive maps, ticket booking Mobile ap
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General users, gamers,
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Choosing the right device ensures that t
media product meets the audience need

ulings

.

needing immediate acces. .. . | | " consoles

b
% 4

/
-l Devices | %/// %/
Different devices are chosen based on the specific needs and preferences of the Interactive Allows teachers and stu / v Z
audience and the purpose of the interactive digital media: whiteboards _ ////////////////
VR/AR | - .
devices reates immersive exper/ —
; : . } /
Professional Software Best suited for computers due to jche|r prgcessmg Smart TVs | Large screen for wa tchin/ //%/////%
& Online Courses power and larger screens, which facilitate 7
multitasking and complex operations Digital . . -
Captures high-quality ph
cameras /
High-performance games are primarily accessed Smartphones | Easy to carry and use an o
. via gaming consoles and high-spec computers. -
baniing H Casual and mobile games are popular on Tablets Bigger screen than a ph ;
smartphones and tablets due to their portability. Desktop ' 1
.| Powerful and reliable, :d%
comput-re _
Kiosks provide quick access to information and ‘ _
! i . - /p S Portable and powerful, gé CO PYRIGHT
ransactions . . ; S ol W A -
centres and airports, catering to a wide auqllyer e ,}.“W,/Sarﬁées Made for playing games,i
_
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Smartphones ard « L.« {/gre ot 0 _sedfor casual

L . ; el .
viewin @y = on o' _Aheir convenience,

Entertainment
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ag

C i st fs et to home entertainment
2 v yewger screens and better sound systems

»
L

Education

Users interact by pressing
keys or buttons to input
commands or navigate

through digital media y

M | Tablets and computers are popular in educational
settings, offering interactive apps and digital
textbooks for students

Education

[ Information & services in public spaces such as shopping | /

4

Typing in a search bar or %

using arrow kt.eys to move a %

character in a game —
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User-friendly intuitive interfac

are easy to navigate and understand, eﬁai%
users to achieve goals with minimal eff %

FEATURES & CONVENTIONS OF

INTERACTIVE DIGITAL MEDIA

Effective Graphical User Interface (GUI) Design

Involves creating and organising visual elements that enable users
to interact with electronic devices or software applications using
graphical icons and visual indicators, rather than text-based
interfaces or commands. A well-designed GUI facilitates efficient
and effective task completion, offering a more intuitive and
engaging user experience.
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F onorescennnns -
- Interface and Interaction Sty%

. ///Ql%s the various methods that users employ to engage wi %
digital media and software applicatio 5

b
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Description

|

Consistency in the placement
of elements helns users .
predict v thing

Description Advantages

Consistent
Layout Traditional mouse clicks are

precise but less intuitive on

_

Precision, familiar t
most users

iy

e

| Using complementary

] touch devices y
Colour A cohes , colours for text and - ; P % // ////////
Scheme enhances €4 and background improves Tt ¥ Intuitive for mobile and tablet | Natural and intuitiv % % %
b . users, enabling actions like suitable for mobile/ %/ /
readability Gesture pinch-to-zoom or swipe devices % v //

A consistent house style (logo, | Using the same logo, font
fonts and colours) maintains | styles and colour schemes
brand identity across different | across a website, brochures
media and social media profiles

Ideal for hands-free interaction, | Hands-free, accessib
Voice Control useful in smart homes or for | for users with physic
accessibility limitations

e
S

e

L

Used in gaming or virtual
reality, allowing for immersive
experiences

Motion /
Movement

Immersive, intuitive
3D environments

Choosing legible fonts with Sans-serif fonts (e.g. Arial
appropriate sizes ensures text | and Helvetica) are often

.

\\\\\

| Typography
| Selection

&

-

web page layout to avoid a
cluttered appearance and

readability easier to read on screens
Leaving space around Useful for organising items, Intuitive for tasks
Adequ:?te white space (or images and text blocks in a Drag / Drop such as file r?wanagement or mvolvung. movemen ////////////////////////
negative space) around graphic design of items //
/////////////////A

elements prevents clutter and
improves focus on key content

Providing immediate feedback,
Z: LRI G/ ©.g. button changes colour when
Closure clicked, assures user- their

actions hav~ '/ et gfstered

e

Reinforces user
actions, enhances us
confidence

B

make content stand out

»' i e e e e -

£,

.

"
.
..... - // /_.. 7 % / /%
................................................................ B -\ we % %/// %/ COPYRIGHT
Accessibility in digital media ensures that all users, regardless of abilities, can effectively ¢ > ‘nd 1 rar h" % - - v PROTECTED
with content, promoting inclusivity and equal opportunity. Accessibility can be throh - &1 o : : . <, . L / ////////%
e  Alternative Text: Descriptions for images help visually impaired user i AL Aieicreen readers SSLeching pprspias L HiG an/ % % '
) T & //V : | Selecting appropriate interfaces and interactio L

.

o Text Readability: Clear fonts and adequate size ensure tev* s * = read | =

e Captions: Subtitles for audio content aid hearin=-it -t //en M; "u»w/%n noisy environments

o  (ontrasting Colour: Using b gl 8 om—g/nharfcé readability for users
with visual impairment jilks \ RS

|
Ses ig

-
9 ag

g

e

that digital media is intuitive, efficient and a
needs and preferences of different us

N 4

x
e  Resizable Text: Providir sers 10 adjust text size for better readability
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according to their needs .%é% i For accessibility For a professional %////////%4/42//// EdUCQUOﬂ
e Flexible Input: Allowing the'Se of various input methods such as keyboard, mouse, voice, focused applications,  desktop app[ication% :
or assistive technologies to accommodate different user preferences and abilities : voice control and a click-based %
e  Mobile Device Accessibility: Ensuring that an application or a website is user-friendly on mobile devices, i flexible input methods interface with %
through touch-friendly controls and responsive design (keyboard, mouse, drag/drop features%
e  Screen Size and Orientation Adjustments: Designing interfaces that automatically adapt to different screen i touch) are essential may be more %
sizes and orientations, ensuring a consistent user experience across various devices appropriate %
.



HARDWARE & SOFTWARE USED TO CREATE

INTERACTIVE DIGITAL MEDIA PRODUCTS

i

L 4
.

%/////////

L . . .
; Deliver immersive experiences for gaming or
testing virtual environments

N

Designed specific
graphics and smo

»

@ | Provide clear, high-quality audio for voice-ny -
v podcasts or video projects 5~

j///%;

D

asE

e

Require powerful computers or additional devices
which can be expensive to purchase and maintain

Computers (Desktop and Laptop) Graphic Tablets Digi e

TT _ | Desktops offer high processing power for demanding " . - aa

m %ﬁ tasks such as video editing. Laptops are portable for % Enable precise drawing for digital art and =, Pmduc{? i i ///
b0 work - professional medt% /

< on-the-g _ .

o™ I Desktops are not portable and high-specification High-end models / N

; % laptops can be expensive equipment such a% %g// 4 /Z

. _ .
Microphones Game: L
@] .

Limited to gamin.

" 4

i

Android
Studio »

Design and Layout: Create website layouts using a visual interface with drag and drop
elements, customisable styles, and create responsive designs that work on different devices

Coding Support: These tools often include code editors with syntax highlighting, auto-
completion, and debugging tools, making it easier to write HTML, CSS and JavaScript

%
/
Ease of Use: Visual editors make it accessible for beginners Positive Impacts: % I How? - -
ff. . f . . W//////// H 7
ANd eMeient for expenenced desiancs Allows rapid development  Car | Development Environment ////////////////%
Efficiency: Streamlines the design process with pre-built and deployment of if environments (IDEs) for cod e
templates and components professional-looking ! User Interface Desian: Incl
- i . websites; ensures consistency | SeT teitace LeSign: C
Cross-platform Compatibility: Ensures websites are . , drag and drop elements anc
responsive and work across different devices and browsers G L = Testing: Test apps on diffe
i 2 WordPress Adobe | they work as they are suppo
How? -, 4 Dreamweaver ; 4
I
I

Integration: They provide integration with other web technologies and services, such as
databases, e-commerce platforms, and content management systems

COPYRIGHT
PROTECTED

Why? How? Y o {
User Engagement: Creates intuitive and Interface De<ic.," == ‘the 2 o1~ i
engaging interfaces for public use of uszi: £ ~da /e me uchscreens 9

.. . T Ui ook
Customisation: Offers flexibi! il I S =P

design interfaces tailored to

2

_2_arity Features: Provides tools to secure the kiosk, Articulate  Adabe

needs and environments b o ¥ restricting user access to specific functionalities & Storyline ~ Captivate % EdUCQtEOﬂ
g 4 = g e — o

Reliability: Ensures the kiosk rer s Content Management: Allows remote Examples Positive Impacts: %%ﬁ%}%;%////é}//

functional and secure for continuous use management and updating of kiosk content y %/{////4////////

Produces engaging
and interactive
educational content |
that can improve
learning outcomes

v KioWare
Positive Impacts: Negative Impacts:

Intuiface

Delivers robust and secure interfaces | Can be costly to implement;
for public interactions; enhances user | requires ongoing maintenance
experience with intuitive design and updates
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%3 PRE-PRODUCTION DOCUMENTATION FOR |

Pre-production documentation provides a detailed blueprint that guides the F Sttt ittty |
design and development process to ensure user-centred interactive digital media ; What are wireframes? [
____________________________________ y Wireframes are simple black-and-white layouts that :
? Screen Designs : Z outline the structure and functionality of a digital .
. . . . = . . i 1 interface. Wireframes focus on <t ‘ture and layout D D %
| The process of creating a visual representation of the interface that users will interact with. 1 . , ==
1 Iy ratherthandesiondete . ——— %
2 Mock-ups: Detailed visual models that Prototypes: Interactive versions of the : 2 y - / i % —
. . . . o . a4 | f . . 4 -
g represent the final look and feel of the interface screen designs to test functionality |', ? Wh / /aret/ : 4 /c«/(/mponents of wireframes? % % /////%
1 % . > o apesand lines representing different elements such as h% //////// /%
! Includes " V@ ' _ textblocks and images -
| . & 2 D ' % .
! High-quality graphics: Detailed | @ Visual represer*io //((%’féez o ",,,;,,,,,,// ? e Annotations describe the functionality and interaction of each el% %////////é/////%
images, colours, typographyand | previewof = //;//// helr - . Rad g % %/////
layout elements that mirror the : . Meaestnvision ! : : | .
Mock-Ups ’ L @ ol b I What is a key benefit (_)f w.lreframes?. % s ///%
PS B , _kcdol: Allows for review and 1 Allows for early feedback and iteration on the basic layout and structuré / % %
eeatack on visual aspects before development o —% S

begins, ensuring alignment with client and user

.
expectations .

//////////
|

o

o
_

r

Final Documentation
Includes all the information needed for the
deployment, maintenance and future updates

© Functionality testing: Allows designers to
buttons, menus, and links that mimic | test and refine the usability and functionality of
the behaviour of the final product | the interface before full development

v

Prototypes _ of the product, ensuring smooth adoption
User flows: Simulated navigation ettl:se; tzsgmil! F?{C'tl'tat‘ftﬁ user tedstmg t(il and ongoing support 0.
paths to test how users interact with | galner feeaback on interactions and overai user
different parts of the interface experience, enabling iterative improvements ¢ / //////////////%
.
\ _ v" User manuals %// %
e - v" Technical documentation = ///////////////
} v Mai - .
Colour Schemes | idirkenance plars % s
The colour scheme is a crucial aspect of any digital media project. : e ——— % //
It involves selecting colours that enhance usability and aesthetics. : Text includes all written content within the interface % /////////////////////%
Primary Colours Secondary Colours I Font choice =» Readable and appropriate for the content, e.g. sans-seri/
These are the dominant colours used for the main | These are supportive colours used for accents and : Font size = Large enough for re: 1bility on various devices % y g
elements of the interface, such as backgrounds, highlights, such as secondary buttons, links, I Hierarchy =» Use ~fhe 5 // adings, and body text to organise % / ////////
primary buttons, headers, and key navigation areas subheadings and decorative elements | e = S ? % / C O PY R I G H T
Primary colours establish the Secondary colours complement the primary £ T / e s s % \ 4 //
overall look and feel of the colours, adding variety and helping to guide \ ay. /h'éwé?/rangement of visual elements on the screen % s P ROTE CT E D
interface and are often associated the user’s attention to specific areas withe»* / L Purpose ///%
with the brand’s core identity overwhelming the desic o i " /; “ The arid swst : %// /
s £ . e grid system provic: . .
Accessibility: g ///// / e : Grid System Ensures a structured and that helps designer/ ////////////// | 9
*  Ensuring sufficient contrast betwean fextand b3 = 4 ssenterof readability, especially | I balanced design 5 lfg|cal ans wizal‘lyt %/////////////////////% '
for users with visual imp s - // - : ~~~~~~~~~~~~~~~~~~~~~~~~~ ‘ : dance m? e -m . %////% 09
*  Designing with colour- _Aingcolour combinations that are difficult to 1 Al Consistent alignment | Proper alignment im % ’
distinguish (such as red . tterns or textures to differentiate elements when necessary | 4 ignment for a clean and text and the coherence ¢ ) /// :
. professional look making it easier for us 5 %///////////j//////// EdUCQt!Oﬂ
. . ! Adeauate spacin By strategically using% 9
Emotional impact Concistenc ! . QUALE SDAANG | ) draw attention to I%
nsistency 1 White Space around elements to ; : r//f
I void clutter to-action buttons or i %
Differentiation Importance of . I the user’s fo%
colour schemes ., Navigation L =
User engagement \ Readability :

\




\ {
1
Call-to-action Buttons  Submit Buttons i
|
Graphical User Interface (GUI) J
Interactive components that users engage with to interact g 3 Definiti
with digital media. These elements are crucial for creatin - /
gan intuitive and user-friendly experience 9 %
‘ .

Main Context st
Mens 8 Menus are esse
. 3 navigation comp
that provide a |

options or com

i

i

——

o

_

© Enhances User Engagement: GUl element- n

the use of visuals
oS

et can be designed to accommodate users with disabilities by adhering to
/,

© Improves Accessi g@i’zﬁ» >
accessibility standards, et as including descriptive text for screen readers and enabling keyboard navigation

S
4 to understand and use, catering to users with varying technical skills

_

Links, or hyper!
connect usersto d
sections within th
page, other pages

the site, or exte

websites

@ Enhances Usab.‘

GiEE

Breadcrumbs are a
secondary navigat
shows users their

_

Microsoft Word features a ribbon interface with icons Facebook utilises a combination of main menus, context

B

(72
]
£
representing various functions (bold, italic, save), buttons menus, buttons, and icons. The main navigation bar g location within%
for actions (file save, print), and context menus providing includes icons for home, profile, and settings. CTA o interface and the pq
relevant options based on the selected text or object buttons such as Like, Comment and Share encourage o they have take

get there

user interaction.

L

.

1
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§\\\\wwwwwm

\

i

i 7

5 /

MV W W W W W WA W W W W n wn W Vww  nw  ew  wew  wew W wwn e wwm wen e W W v o v een wm o ow e T
.

_

}

, ite ) %oné%vith Media Elemen

8.

-

//////,./ : n
Interactive digital media often incorporates various multimedia eler. Jts st /as ima. /os’é/ﬁd animations. These elements play a signi%
G s /
Quality: Images used in interactive digital media should be of high e ali' e . . s - - %
ensure clarity and professionalism. High-resolution image~ < % 1 n /. wualityand Accessibility: Purpose: V|deos%
i Y ad § e/ Videos should be of high purposes, SU%
and provide a better user evn s 7 D g et .
w e F L £ ’ 4 - quality, with clear audio and adve "Sem%
,, A / TR ™ visuals. They should include demonstrations, &
L -3 subtitles and transcripts to They can conve
/ g ensure accessibility for all users. dynamically
Relevance: Im. %@{%’% directly Optimisation: Images should be
related to the concert they accompany. optimised for fast loading times Loading Time: Videos should be
Relevant images enhance the without compromising quality, optimised to load quickly and play
understanding of the content and make ensuring they do not slow down the smoothly without buffering, providing a

the digital media more appealing. website or application. seamless user experience.
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.8 PRE-PRODUCTION DOCUMENTATION & P

Types of Content for Interactive Digital Media Products

.
Elciafyyd o

==

TYPE: AUDIO

*  Music: Background tracks that set the tone, mood, or theme of the content

* Sound Effects: Short audio clips that provide feedback, emphasise
actions, or enhance realism

* Voice-overs: Narration or dialogue that guides users, explains

content, or adds personality

.

-

_

. Example Scenario:
Developing an Interactive Ad il e ) = ( Example Scenario:
- ' eating a a for Chilen Aged 6-8 G
' ::;kgr::::;ﬁ:cer;?rlt\tvl ’ “recording equipment antiy;):JoSsthsii?):flu\fc:iiz /////////%%//
varied tracks matching diffe;é”ﬁ”f actors to ensure clarity and authenticity L ;:T;?:n z:]ggr;-;l:;hit: 5ahr(i)c§ﬁz of - :::;:;t:: ;;1%::&:”
game scenarios _ = File Format: Use MP3 for backgrounq music educational activities to create an maintain clarity on all devi
2. Sound Effects: Provide feedback and voice-overs for a balance of quality and inviting and relatable atmosphere specific attention to the lar
and realism through short audio file size; WAV for high-quality sound effects 2. Illustrations: Custom illustrations of screens often used in class
clips triggered by user actions = Appropriate Length and File Size: Keep characters and scenes that align with | = File Format: Using JPEG for
3. Voice‘-overs:‘ Narrate the background musfic Loops short and seamless, the site's educational content and for transparent illustrations a
storyline, guide quests and add sound effects brief, and o branding, making learning fun and icons to ensure scalability a
personality to characters with voice-over segments concise to maintain engaging < Size and Scalability: Imple
clear, engaging dialogue engagement and ensure smooth gameplay 3. lcons: Simple, intuitive icons for responsive images to cater t
~ / navigation (home, back, next), screen sizes, ensuring quick
interactive elements (quizzes, games) without compromising quali
and actions (download, print)

Con

________________ R Animation 0 animat'ion, 3D aqimation, Ly dinc lexideas, | Smoothness and qu Co PY Rl G HT
motion graphics 6 b -l __sual appeal MP4), plat

Types and Uses of Toxt @ f’%{& - Jonveyinformation, provide Readability and P ROTECTE D
Interactive Elements in “Instructions, enhance accessibility conciseness

Organise information, present data Layout and readabili
clearly, compare options use of hea

Digital Media

ig

s
i
i
I
i
I
I
I . T Summarise information, highlight key (lear structure and
Interactive elements in digital ’
: di . . ) g. points, organise content style, conte
U n e . . e
! media Colme in var ot Inout fields. submission buttons Collect user data, facilitate interactions, |  Usability and acces 09
1 each serving spec p P ’ enable user inputs handlin -
: and requiring /N Navigational Links. menus Guide user navigation, enhance Intuitive de
1 consideration to en:%e //, wser | Buttons ' usability, structure content access consist
i I
i i i . Show locations, provide geographical Accuracy and det
! engagement and functionality : Maps Interactive maps, static maps context enhanie user Sxpgriepnce ' conte
I across different platforms and >
I — ' . Questions (multiple-choice, true/false, Engage users, assess knowledge, (larity and relevanc:
I applications i Quizzes . : o . .
. i open-ended), interactive elements provide interactive learning feedback,
""""""""" , . . Add depth to design, provide additional Layering order and
Layers Overlapping content, interactive layers . . . . . __
information, enhance interactivity design, devic

© ZigZag Education, 2025
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M User-centred design: Focus on user needs and usability when planning interactive features. amy

M Consistency: Ensure that similar actions have similar controls across the application to reduc- *he le. %ng o5 9

M Accessibility: Design interactive elements to be accessible to all users, e.g. provid= ~lt. = ‘texi /%/iaﬁw
T Bt

-

4 i
. g

Planning the navigation betweer - = 'sr 4 25"
Navigation diagrams, also known as sitemaps, serve //% /////tr(r(/fure of an interactive application, website or multimedia
R _~interconnected, providing a clear overview of the application's

Lines or arrows between nodes indicate the connections or pathways
within the application. Nodes can be depicted using shapes such | between these pages or scenes. These lines show how a user can
as rectangles or circles, each labelled with the name of the page | navigate from one page to another, e.g. clicking a button on the

Each node in the diagram represents a specific page or scene

or scene, e.g. ‘Home’, ‘About Us’, ‘Product Page’. home page to go to the ‘Contact’ page.

Steps to creating navigation diagrams:

0 Identify Key Pages/Scenes: Begin by listing all the primary pages or scenes users will interact
with. This includes the main pages that form the core of your application and any sub-pages that

.

provide additional content or functionality. Home
Example: For an e-commerce website, key pages might include Home, Products, Product Details, !
Basket, Checkout, About Us and Contget. |
| | wi .
9 Establish Relationships: Determine how these pages are connected logically. Consider the user's T\’ J
. ‘ . . | Py .%t}ﬂ' 1 L
journey and how they will navigate through the application. | // / o
Example: A user might start at the Home page, then go to Products, view a Product Details =~ ¢ . / o
an item to Basket and proceed to Checkout. Additionally, they might visit the Abe2 = r gﬁ/gnti "4 Product Details Contact
pages from the Home page. Y A\ :" A |
) . % / = ;__ J/% i E
- — 4 Basket

~+ ne. _ectdngles or circles work well
3 /ﬂ%r scene it represents. Draw lines or E
+ _wvays between them. Use arrows to indicate the
éProducts. Organise the diagram hierarchically, placing main
/M(m, connected by lines to show their relationships.

S

9 Draw the Diagram: Use shapec
for this purpose. Label eag 5
arrows to connect the sh.
direction of navigation, e.
pages at the top and sub-pa

£ reprec 2

Checkout

Planning responses to interaction (feedback/closure)

|

M Feedback mechanisms: Design visual or auditory cues that provide feedback, e.g. a button might change colour when clicked.
M Closure: Ensure users know when a task is complete. This could be a confirmation message after submitting a form or completing a purchase.
M Error handling: Plan for potential errors and guide users to resolve them, e.g. highlight missing fields on an incomplete form.

%3 PRE-PRODUCTION DOCUMENTATION & P

7
3
.

_

Planning int

Effective planning %

Button

2 enable %
S .
k=] naviga
a trigger'
interactis
.
Forms /
n f
g |l
= ypicall
- boxes %
down rr%
/
2| Mediaele
g clips er%
g |OPE
i dynami
s
Bl
.
- Animatg
8 providi%
g throu.g%
g transm%
elemen
.
f =
Example: Imagin;
interactive features:
Identify user'%
account, log in, w%
.
9 Define contr .
Buttons =» Brows%
Forms =» Registrati

Animations = S

screen. Wireframe

Show how users

m——

Review wireframe
This iterative proc

_

. & 4
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.
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Sourcing suitable assets

/R TECHNIQUES FOR SOURCING SUITABLE AS

10 When creating interactive digital media, sourcing suitable assets is a critical step. This includes finding r
images, videos, sounds and other digital elements that can enhance your project.

Technique Description

Using tools and

Advanced techniques to : //Js i solution landscape images’
searching p garc['” 2 date, size, colour, usage rights, file type)
' Boolean operators, e.g. AND, OR, NOT
). ot Resolution, e.g. high-resolution images or videos
Search by \s . e  Aspect ratio, e.g. 16:9 for widescreen layouts

o o o g
feature/property bEEON specific e Format, e.g. PNG, MP4

characteristics e Length/size, e.g. 30-second audio clip

e  (Creative Commons (licences with various terms), e.g. CC BY
(must credit the creator), CC BY-SA (can be shared and
adapted if the same licence is maintained)

e Royalty-free (no recurring fees)

e Public domain (no restrictions)

e  Stock libraries, e.g. Getty Images, Shutterstock

=»Clear and consiste
effectively. This beco
conventions ensure t
a project life cycle.

Finding assets
Search by licence | with appropriate
usage rights

Sources for e Stock media websites, e.g. Shutterstock
Libraries pre-made digital | e Free libraries, e.g. Pixabay
assets e Academic and government resources, e.g. BBC Archives

Example: Creating an Educational Interac

7 / ////4

Overview: You are a student working on an educational inter:

.

. . . . . s st three k ri
various media elements such as images, videos and audio clips to engag pro illo ele o 99 SR
“““““ ‘ ‘ . . '///. ] naming conventions for

Steps to identify and select pre-made diqgi

o

” : QUALITY

: Goal: Use high-resolution and

: well-produced media to improve the :
purpose of your p overall quality of your project : to ensure t

= Action: Search for Reea ,/,W%ages, videos, and audio Action: Filter search results to show only ) educationa

R
, A

}; 'z) .‘ // i
r.»theme and
.4

AN

Goal: Ensure the

ot

y v i . . . .
clips specifically related to World War Il events, key high-resolution images and HD videos

figures, battles, and artefacts : v: Example: While
: : Example: You discover high-resolution : collections, you

: = photographs from the Imperial War Museums’

: digital collection. These images are clear, detailed
: i and professionally produced, enhancing the visual
: = appeal of your website.

= that it is availabis
Attribution-Non
allowing you to
source and do n

Example: You find a collection of public domain images from
the National Archives showing significant events like the D-Day
landing and wartime propaganda posters. These images directly
relate to the content of your website.

SRR

. & 4

a

-
&

.

o

%
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STATIC IMAGE,

MOVING IMAGE &
AUDIO ASSETS

Static image types:

Enhance image
visibility and
dynamic range

o
o

s

ecto age sitmap image Correct colour
Composed of paths defined by Made up of individual pixels, tones and %//////
Definition . mathematical expressions, creating each .Wlth |t§ ownﬂ colﬁou_ enhance the %/////%
lines, shapes and curves. Can be scaled | forming an imac- = ov | overall look ‘
indefinitely without loss of quality. ac ////{/’ {/ : /////////é/////%
s A I - : Resize images L
Commen SVG,ALEPS,POF e kg T | e -
Logos, icons . jor | ;notgﬁrgphs, detailed artwork, dimensions or add ///////Z///%
Use cases graphic g A web graphics requiring specific 4 space around % // //
pixel dimensions . the image O
. ot L Excellent for detailed and // //////
Infinite sc g3 Piller file sizes for complex images, widely % %
i i/////// ¥ iti ’ . /
Advantages simple g r;::ii’uti?loid'tmg and supported across various Enhance or stylise %//% %
platforms images with ///////////////?
. Less effective for complex, detailed Quality degr.ade.s when sc.aled various effects %
Disadvantages images like photoaraphs up, larger file sizes for high- : ) __
° proTogTep resolution images e rieiotrciesisceribeieseiiseeesciesssserscoeeoes ——

Moving image asset types:

7

%// . -
Video refers to recorded moving Animation involves creating the illusion of .
visual images that can be played movement by displaying a series of images TEChanueS to repurpose
back at varying speeds. It includes or frames. These can be 2D animations, audio/moving image
formats such as MP4, AV| and MOV. like cartoons, or 3D animations, like — —

Adjusting <

computer-generated imagery (CGI).

f/ll %consistent volume levels

COPYRIGHT
PROTECTED

Videos are used in films,
advertisements, tutorials, social Animated assets are used in films,
media content and more. They games, advertising and educati- '
can convey complex information content to illustrate ¢~
effectively through visual and stories and ~n- ﬂ«,é”
auditory means. i /%_ ’—/"/

/z%’noviag audio/video clips

Adjust video playback speed
without altering the audio pitch

Edit sections of the audio
recording / video footage easily

Splitting

l-—/—' ///1 // / ; p . i b ’
4, 71 < err’as Pixar's ‘Toy Story

e // ,,/aﬁ”fmated assets to create vivid,
3 —engaging characters and worlds. These Making the audio/video longer by
: F animations bring stories to life in ways Extending looping segments or adding
challenges to education. {a M,,/ that are visually appealing and additional content
and promotional content, erigaging emotionally resonant for audiences C
users through visually appealing of all ages.
and quickly consumable formats.

ig
ag

Shortening the start and/or end of
an audio / a video clip

4

Platforms like Instagro e ' Trimming

and Facebook host si
that range from personc

Education

Creating and repurposing video assets
* Use the import function to bring video footage into the editing software. Organise clips into bins or folders for easy access.
* Drag and drop video clips onto the timeline. Arrange them in the desired order to create a coherent sequence. Use multiple tra




INTERACTIVE ASSETS

.

12 Interactive asset types: %
Interactive assets are essential in digital media for enhancing user engagement and providing dynamic content.%
Examples include: %
1. Diagrams: Visual representations that allow users to interact with different - i get more information. %
Use layering, hyperlinks, or actions to create interactive areas. ' // %

2. Maps: Enable exploration of geographic information throq}gh %Mr 7 .3, and real-time data. %
Embed interactive maps using map APls and enh=nre mq“/ op=Ups, and layers. %

3. Buttons / Rollover Buttons: Change appe=" © &r __dditional content when hovered over or clicked.%
Use CSS for styling and JavaScringf;»'%w,% f;//cﬁ/’énging colour, showing tooltips, or triggering anim%

4. Navigation Bars: Help use: /Z/ a‘/t,///c easily, often with drop-down menus and dynamic elements.%
fors and Jave g £ %; ////dr(  like Bootstrap for responsiveness and interactivity. %

5 //w/ﬂ elements like text fields, radio buttons, checkboxes, and drop-down %
4 Structure, CSS for styling, and JavaScript for validation and feedback. %

6 mic elements with animations, clickable content, and transitions to engage %

|

_

. i The navigation bar uses Bootstrap classes for a -

A hero carousel featuring the latest student film . . /
responsive design. The navbar-expand-lg class -

projects, with eye-catching visuals and brief
descriptions will immediately capture visitor attention
with dynamic content.

makes the navbar expand and collapse based
on the screen size.

A short paragraph introducing the media club,
its mission, and the unique aspects of the club
provides a quick overview for new visitors.

/

A simple, intuitive form for prospective
members to apply, including fields for personal
information and areas of interest streamlines
the process of joining the club. The required
attribute ensures that these fields must be filled
\out before the form can be submitted.

A grid layout of fi gl
with descriptio (S b ~
project pages w. O ’ :

user experience. \aair

A list of how-to articles and video tutorials on topics
such as scriptwriting, filming techniques, and editing
provides resources in an engaging format.

A diagram featuring various film-making equipment with
interactive pop-ups offering usage tips and sample footage

. &

L
”

.

i

//////%

o

G

e
<

-

L

o
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TECHNICAL SKILLS TO CREATE

A responsive design ensur
navigation adapts to different sc
e.g. a hamburger menu on smal

e sl

INTERACTIVE DIGITAL MEDIA 1

. &

Product Folder Management

When creating interactive digital media, organising
product folders effectively is crucial.

Naming Conventions

Using clear and consistent naming conventions is ess<-

le management.

a
@

e
<

.

.

Description ‘ Example . Example

Root Main directory Project Name
Folder for a project
Styles
Folder
Inside the root documents
folder for images
Subfolders | . :
different types media
of content scripts
styles
Stores all scripts
. scripts and mainjs
Scripts p -
code files, such utilsjs
Folder i
as JavaScript or
Python scripts
Stores all images
Images image backgrounds
g assets such as buttons
Folder , V
icons and icons
backgrounds
Contains all media
Media multimedia audio
content such as
Folder . ideo
audio and
video file:
Storesall § o
project "7 documents
Document i . .
Folder dOCUmentatlon, ::;;; meeting_notes L2
briefs and ®) project brief
notes

© ZigZag Education, 2025

%n {Jsing lower-case letters

/
-
.
.
.
.
.
.
.
-
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
%

. . main.css
“nelps in avoiding confusion between ,
. . instead of
different systems that might be .
» Main.css
case-sensitive
When dealing with multiple versions or ma{n_vl.O.!s,
Use dates and . ) main_v1.Ljs,
. updates, include dates or version -
versions numbers in a standardised format o
main_20230618.js
Avoid generic Avoid name? ke f.l na, newz or upda't ed Instead of final_project.docx,
as they don't provide clear information . .
names o, use project_brief v2.docx
about the file’s content or purpose -
Be specific and Names should be as concise as possible | btn_submit_hover.png /s better than
concise while still being descriptive button_when_user_hovers_submit.png

ADVANTAGE: Well-organised folders make it easier to find and
manage files, reducing time spent searching for items

DISADVANTAGE: Setting up a detailed folder structure and ; g

conventions can be time-consuming at the sta~* *

7

y

Triggers

Behaviours

Events or actions by users that initiate a specific

response or behaviour on the web page

0 A horizontal or

vertical navigation
bar typically contains
the main hyperlinks
to the primary
sections

e Mouse clicks
o Key presses
e  Mouse hover
e  Form submissions
e Page load

|

L

page in reaction to triggers

The responses or actions performed by the web

Displaying a pop-up message
Changing an element’s style
Moving an element

Updating content

.

.

L
| :

_

e

gy

|

P

AT
v

D
-

]

.
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TECHNICAL

Key Elements in
Master Pages / Templates

Foundational tools in web design and digital media creation,
ensuring a consistent and professional look across all pages

SKILLS TO CREATE
INTERACTIVE :
DIGITAL MEDIA 2 |t

( T gl IS
Creatir~ "~ or '~ 25/ Templates
: /W/» i

Ly .wistently repeat design and layout elements

. & 4

J
N

.

-
W

EXAMPLE TEMPLATES FOR AN E-COMMERCE WEBSITE

0 .
s oo | £ il 0
%///////// - {/ é/c W/&ges. This allows you to create and update these Z// 5

o) A /m%] $'in one place, ensuring a unified appearance throughout your

_~~ | media product.

e Design a Layout: Start with a wireframe or sketch of the layout.
Define the position of fixed elements like the header and footer.

e  Apply House Style: Use your chosen colour scheme, fonts, and

CONTENTPLACEHOLDER design elements consistently across the layout

o

i

i

=
o

.

CONTENTPLACEHOLDER
{Page-Specific)

.

o0 e e Define Editable Regions: Mark areas where page-specific content
will be placed o
— e (reate the Template: Use web development tools or software, %
U Homepage Product Overview Page | e.g. Adobe Dreamweaver, to build the template )

( r

adia Denelir

Inserting Content

Inserting content into interactive digital media involves strategically placing
text, images, multimedia, and interactive elements to effectively convey
information and engage users, ensuring a rich and dynamic experience.

Fixed content %///////////////7/// //// . ///////

refers to the elements of a website or digital media product that remain
constant across all pages. These elements provide a consistent framework
and ensure that essential information is always accessible to users.

COPYRIGHT
PROTECTED

oy o
o faL :
or reaic - tare fecifi~ o Aithin the template where unique
ot bea. . 0r updated for each page. These areas are

Logos: The company or brand logo is usually placed in the header to main*- i ”
brand identity and provide a visual anchor w3 .

] 3 . . . 5 s é ‘/ ). . o ./.’2
Navigation Bar: A consistent navigation bar across al! Py » I 1< R/ :

ig

+ easily move between different sections of the s 5 A : Text Sections: Paragraphs, headings, and other text elements that

E Contact Information: Key g8 5 SuC. ;, i /Mérs’/ email : + provide the main body of content for the page 09
+ addresses, or social medi. o inclecor gasy access s : Image Galleries: Collections of images that can be updated or changed .

* Legal Information: Terms Y =Se¥ea8 -y policies, and copyright notices are = + tofit the context of the page Ed i
corglmonly placed in the foc é‘ﬁ‘ P P Videos: Embedded video content relevant to the page topic UCQ‘t!on
: Additional Navigation Links: Lirks to secondary pages, such as FAQs, site + Forms: Contact forms, subscription forms, or surveys that can be placed

E maps, and support pages, can also be included in the footer : . within the editable regions ¢

Advertisements or Promotions: Fixed promotional banners or ads can be . Tables and Lists: Data tables, bullet lists, or numbered lists that organise

¢ placed in sidebars : information clearly :

Widgets: Widgets for recent posts, popular content, or social media feeds can Interactive Elements: Maps, charts, or other interactive components that

s be fixed elements in the sidebar ‘ + provide dynamic content :

00000000080 60000800088000868608666088660800668000600008000888008s 200000000200002000000000000000000602000000000000000000000008000




%Y TECHNIQUES TO SAVE & EXPORT/PUBLISH |
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Native File Formats

During the creation of interactive digital media products such as websites, mobile apps, digital maps,
e-learning products, information points, and games, it is crucial to save your work in the native file forr -
This approach maintains the full range of editing capabilities and ensures that all elements, as- /ﬁ/aﬁc ,’%ar{, "

";"””%-Sion Control

Version control systems (VCS) like
Git are essential for tracking
changes and collaborating on

!

RS

o
. .

ot are you are using.
s _2main editable.

£

o
L

.

-l

.

Interactive Digital

Media Product Native Software

) %‘%emplates)

Websites

o
_

:html, .css, Jjs rojects. Using version control . .
e . £
java, kt (Kotlin) helps you manage the evolution of | ///%
. . g . . . / /
Mobile Apps — your product by allowing you to: %//% %
' © Roll back to previous versions -
Digital Maps ArcGIS .mxd, .aprx if something goes wrong
@ Experiment with new features
E-learning Products Adobe Captivate .Cptx without fear of losing the
. . ) , ] current stable version
Information Points Kiosk Software (various) html, .css, .js, xaml (WPF) © bt with e
Games Unity .unity (scenes), .cs (scripts) members without overwriting
each other's work

Platform-independent File Formats

Using platform-independent file formats ensures your product can be accessed without requiring specific softw

-~
w

COPYRIGHT
PROTECTED

Interactive Digital Media Product Platform-independent File Formats ‘

Websites HTML, CSS, IS supported by web browsers ‘
Mobile Apps Progressive W - { (PW/A L > Work across different devices and platforms ‘9

N-A” A

=y )OMKVIL Widely supported by various mapping tools and software

2

Compatible with most learning management systems

SCORM, HTML5
’ (LMS) and web browsers

(Can be displayed on various devices and browsers

Information Points HTML, CSS, JS . . -
without needing specialised software

Allows games to run directly in web browsers without

WebGL, HTML5
Games €oLL, needing additional plug-ins




TECHNIQUES TO TEST/CHECK THE TECHNI

PROPERTIES OF INTERACTIVE DIGITAL MED

_

/ e ) for 2 0 I / This m b

MEthOdS Of . /// /////// _ . % underst %///////////////
This plan explains how we will test the new mobile game, focusing on the -~ - ~ theov / /

' - /////////////

TEStlng and Purpose tested, and the resources needed. The game is designed to ke
. 4B 4

il

y

-
=,
(%)
®

L

=
=
a

ChECking and impressive graphics. .y

Using organised steps to make
sure a product works properly,

.

.

v" User registration and login
Main menu navigation

v
v' Gameplay me".>
g A

0

-

Backend server
functionalities

rf 1L, and gi iy L
ggogrer?(;g?encaenwr?iléersnlgir;; z:atteusrteesdto In-grsd [fases T v (Ttﬁisrtgi;ftpaiﬁtt:g;tions Z//
i ; L W - Achrévements y ™

the required goals or expectations. . (assumed to be tested

i
ip.erfunctionality
ngs and user preferences

|

by their providers)

_

__

.

4 -
This highlights the most ir g §te !

parts of the game that nee (e Fo¥e . Test manager: Jane Doe
testing to make sure it w. yobt QA lead: John Smith

o)
properly and keeps users h //// “"'/i?ersonnel Testers: Alice Johnson,

Bob Williams
This explains who is responsible for Developers: Dev Team A
each task during testing to make

Testing framework —> Appium

Bug tracking > Jira

Performance testing = LoadRunner

Devices - iPhone 12, Samsung Galaxy S21, Google Pixel 5

sure everyone knows what to do Test planning 1July - 7 July v" Test plan
and stays accountable Test case development | 8 July - 14 July v Test cases
Schedule Initial testing (alpha) 15 July - 22 July v Test logs

v' Defect reports
v' Test summary report

Bug fixing 23 July - 29 July
Final testing (beta) 30 July - 6 August
Release preparation 7 August - 10 August

This shows the schedule for
each stage of testing to help
keep the project on track

created
testing

All critical and major issues are fixed

The game runs smoothly on all target devices
Beta testers give positive feedback

The game meets accessibility standards

This explains what makes a ¢ Success
test successful, ensuring the criteria
game meets quality and

AN

performance standards Ricks and © Delays in receiving the latest build + Regular communicati- o s g development team
;.. © Issues with testing tools + Backuptestr< oo PYRI HT
- } . ey M L % , _ O G
This highlights any risks that could etion O Unavailability of testing devices + Sec’ /@««/c ices }L __Xups \_  This explains way C
affect the testing process Develop test cases for all featios v 0 gpe o/ the impact of any PROTECTED
; . L risks during t
Review and approve

Execute tes' 7

Oooon

The test plan explains the Testing

Poc i | Sylts 00 g wbfe . |
st i - //5 /%u ,M({ - Ensures all functionalities are thoroughly tested. US(S% !9
sCope of festing, It includes: - L y?\duaw(/f’”éﬁjfession testing to ensure new process to tr?ck and fix issues efficiently. C,Onflrms th%
| 2 problems don't return and new changes don’t cause ne

ag

g e i & ‘ \ W changes do not affect existing functionalities
Features to be tested L .

s

Cecting back Development environment
esting tasks : :
: G Staging environment Ensures testing is done in enviro
Team responsibilities . : : R .
Ensure all testing devices have the latest OS versions that closely mimic the productio

”l:azt environment set-up GITGITERGIE = Install the latest game build on all devices
Risks and backup plans

Nl
W environments

4343

_

S

Keeps the testing environment
reflect real-world usage con



TECHNIQUES TO TEST/CHECK THE TECHNI

PROPERTIES OF INTERACTIVE DIGITAL MED

Methods of Testing | E—

s

17

Success criteria: Define the benchmarks for passing the tests, ensuring all features work correctly and
that the game performs reliably, offers a smooth user experience, and meets accessibility guidelines. and (h"

7\

) - . ) A &

M All required features (e.g. user registration, gameplay, in-game purchases) are work’ 2 // // //
M No major bugs affect gameplay or user progression o _C°"fc; ?; . %/// 4 /%
I Works across a range of operating systems (OS) MpUE TIeds 3 pr—
M The game responds correctly to user inputs g | data formats% Z/%
& Correct error messages are shown for unexp~ -y 2% LW . % . d
M Game, level, and asset loading times. -2 . ~'\ “@dL__.ser wait times €.g. emalt e %///////////
i Wiy accept prope / /

M The game mainto/ gl ) emailaddres% % % %
‘ ' gy hanges smoothly . % o //////////////

I The interface is ecY§ //////, visually appealing, and user-friendly ‘f‘% % %
M Game mechanics ana reatures keep players interested and encourage ongoing interaction T | %///// %
M The game provides clear and immediate feedback to user actions - Z/
M The game runs smoothly without crashes or freezes during normal use ///////////////%
M Beta testers and users report high satisfaction with the game’s features and overall experience =

Accessibility compliance: Ensure the game meets standards for users with disabilities. y /////////////

> & .

® i & @ @ @)

“ /

Visual Audio Motor Cognitive Satisfaction . /

Options such as colour- Subtitles or captions The game supports (lear and concise The game meets -
blind mode and high- are available for all alternative input methods instructions, simplified accessibility standards
contrast text/Ul improve audio content, and (e.g. switch controls) and modes, and features (e.g. WCAG) to ensure
visibility for users with volume controls are | offers customisable control assist users with inclusivity for all players

visual impairments easy to access options cognitive disabilities

COPYRIGHT
PROTECTED

Functionality tests: Ensure smooth navigation and issue-free access.

Navigation Elements Interactivity Elements

5 ¢ w / % Ensure inputs are processed correctly
*  Check forms can be filled, = i 4, aﬁd ot @{grly and display expected outputs
*  Check interactiv: VA /\ .,/Z{h '%pcff’fd asexpected | * Ensure user data is saved and

Ensure all navigation elements * Ensure buttons trigger the correct 275~
(menus, buttons) work properly,
allowing users to move through

the application smoothly

ig
ag

s

A\ 1 - retrieved accurately

Slowing down | o

BR

Performance of multii speed on purp /// :
Ensure multimedia assets loa td e provide a high-quality user experience. test how ap% %//////////4//// Ed UCQ’UOH
el ’ websites peﬁor% @
Loading Times Quality & Performance Slow nEny %
Ensure multimedia loads quickly to prevent user frustration: Image Quality: Images display correctly and are not pixelated or distorted conditio

- Images: (> 1-2seconds = Animations: (0 1 second
= Videos: (D 2-3seconds = Mobile Apps: O 1-3 seconds
= Audio: 0 1-2seconds = In-game: (U 1second [ |

e

I}:I Video Playback: Videos play smoothly without buffering or lag
J3  Audio Quality: Audio files play without distortion or drops in quality

.



TECHNIQUES TO REVIEW THE FITNESS FOR
INTERACTIVE DIGITAL MEDIA 5 e o

Creating Interactive Digital M e
_

- -
has Pth advantages and challenges th% p— ///////
.

18

Suitability
of Content

Ensure content is
relevant, appropriate,

Techniques:
v Check text for correct grammar, clarity, relevance, accuracy, and tone

v Check images for good resolution, relevance, appropriateness, and copyright issues
v' (Check videos are good quality, relevant, the right length, and accessible

_

D

>

Eng%(ﬁes users with interactive elements

and matches the / -
audience needs. A design review checks whether a product’s design meets requircme;® Personalised to improve user satisfactio Z %é// ; /Z
any issues with usability, appearance, function, or acce e | 4

Offers immediate feedback, boosting lea

%////

_

.

-

functions specifig % % %
Importance? Schedule a meeting with the client ¢ / //////////////
review the final product, demonstrate | % %
4 . . /
f:?ter(r;saectls( ghnearr?ql.urements,'and o %//% %
y issues or discrepa -

A product that meets the client’s requirements is
more likely to succeed, as it solves the specific
problems or needs of the project

-

Interactive
presentation:
Let the client explore  Create a de
the app, test features, shows key fe
and perform tasks to and how
experience how
it works

.

]

Following the client’s brief prevents scope creep,
Avoids Scope (reep where extra features or changes cause delays
and higher costs

Ensuring all features work correctly is key to
quality assurance, reducing defects and
issues after launch

Delivering what was agreed shows e
professionalism and builds trust with the client Advantages

il

e

er ¢, More engagement because th
Advantages Disadvantages | P M gay _product i relevant and easy to u

COPYRIGHT

. N . . Focusing only on the brief might mic.
Client Satisfaction | Leads to repeat business and good reviews chances for innov=+inn = Increased likelihood of repeat u% P ROTE CT E D
: /
) Increases the chance of success by Sticking tno = ¢ 4 and loyalty %
Project Success . . B . % . ) /
meeting client needs i /m«%h nge Greater adoption and success by
A Market Success . % .
Avoids Scope Prevents extra changes that could = 1 3 ﬂ/ilef//can feel too formal meeting market needs / [9
Creep delaysandextracosts ™y " 7 T orslow - - v
Er g i ! Al Tesiin can take longer if requirements User Experience lmpro"isn?;‘t':nfjﬁt'on " %
Quality Assurance / ’ are unclear gr compﬁex > % 09
. Brand Positive experiences build a % ' .
Accountability and | Buila \geds Relying too much on initial requirements Reputation stronger brand % Ed UCQ‘t}Qn
Trust \ can be problematic if client needs change -
Hel < by sticking ¢ Extra feat th =d Tailored Content | Makes the product more relevan "
elps manage costs by sticking to xtra features might be requested, . -
Cost Management agreed features needing careful negotiation and Features the target audience i
Documentation Provides clear structure to meet Over-reliance on documents can limit Competitive Meeting the target aud:eqce S %
and Clarity client needs creative solutions Edge needs better than competltor%
) . . Following the brief too strictly might Feedback and Direct feedback helps make %
Risk Management | Reduces risk by delivering agreed features make it hard to adapt to new challenges Improvement improvements %

g



IMPROVEMENTS & FURTHER DEVELOPMEN

Constraints Limiting the Effectiveness of Interactive Digital Media
Interactive digital media has revolutionised how we consume content, engage with
brands, and interact with technology. However, creating high-quality interactive digital
media comes with its own set of challenges. Several constraints can limit the
effectiveness of these media projects, impacting the final output’s depth, quality »nd
user engagement. These constraints span across various areas such as tir- Irce
hardware, software and skills. Understanding these limitation< /s %r%/n

o

expectations, planning effectively, and delivering » =1« : f*/ S

%
.
=

i . . i //// . . s w
» @ntlﬁ*/;;,,,;;;w%prévement in various aspects of digit

1 animation/video, and audio can significantly elevat

Project Phases =%

p ed

i ¥time for each phase (planning, design,
/development, testing) affects overall quality

Limited team size or lack of specialised roles
can hinder project effectiveness

Aspect

Colour
Schemes

Interactive Digital Media Improveme
The landscape of inte~ ztive digital media is contin
advancement. . . /zi)logy and changing user ex

L | dve 3 Telive~impactful experiences, it is

o,

-

=
|

=

E:W%ements in overall style and design, quality, c

8

-

the media more engaging, immersive and effective.

L

/

-

Improvement
Colour Palette Guide - Develop a colour palette quid
secondary and tertiary colours. Ensure all team member
uniformity. /

]

-

Budget constraints affect the ability to acquire

necessary tools, software, or hire skilled personnel

Font Guidelines - Create a typography guide that spe

Performance

Older or less powerful hardware can limit the
complexity and quality of the media created

Compatibility

Ensuring the media works across various devices

and platforms can be challenging

Functionality

Limited or outdated software can restrict
creative possibilities and efficiency

Compatibility

Issues with integrating various software tools
can lead to workflow inefficiencies

Technical Skills

Lack of expertise in necessary software or
technologies can limit the quality of output

Creative Skills

Insufficient creative skills in design, animation ~~ ’/,
storytelling can affect the media’s P*‘ZZ /«/«e.%% \

successful
interactive

digital media

© ZigZag Education, 2025

™ -

@ ..ent Satisfaction High-

and additional projects from
satisfied clients

! 7
/ /M/ : e

quality and effective media
can lead to repeat business +

Typography headings, subheadings, body text, and captions. Include
Design Elements Library - Develop a library of design e e
Visual Motifs | buttons and backgrounds that can be reused across the rie
that all elements follow the same style.
Logo Variations - Develop different versions of the log
Logo Usage . . -
vertical) and specify when and where to use each variatic
Voice and Consistent Messaging - Ensure all communications, w
Tone with the brand’s core values and messaging. %
Photo and Video Style - Define a specific style for ph
Imagery matches the bra=."- §etic. This includes aspects s
comDo<’ ) djec ?aatter. %
Animatiogs - 14 %’//tﬁ:l;;-u ;;;%;/%é’%ts - Design interactive elements suc .

Cagide

nt in appearance and behaviour, providing a u

w

® Reputation Building Aspect
Successful projects build
a positive reputation,
attracting more clients
and opportunities

Search Functionality

Breadcrumbs

Interactive Media

addition il

Engaging Buttons Visual

e
//////////////
_

2

-

o

&

_

.

=

L

.

.

.
@

%

_

&

=

s
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Interactive digital media engages users through active participation and personalisation, providing immediate feedback and global%/
spans from early computer games to today's immersive technologies, driven by advancements in hardware and software. The acce
interaction is fuelled by improved Internet accessibility, the influence of social media, and the heightened demand during the COV
technology continues to evolve, interactive digital media's scope and impact are set to expand further, ;naking it a critical area of i

.
§

OVERVIEW

PURPOSE

o e G \ctas .
FEATURES X \ /

- -
AUDIENCE L
%

-
EXAMPLE %

| — evices » 1. Desktop/Laptops . Tablets . Smartphones avices .
%%///////ﬁ///////////////// 1. Desktop/Laptops 2. Tablets 3. Smartph ////// %////////////// //

-

-

/
.
-
OVERVIEW %

PURPOSE

FEATURES W\ B /

; U %
AUDIENCE / /2 »/// / /’ /;}..,»,,,,,,,,,/// %

EXAMPLES

7 -
Devices 1. Desktop/Laptops 2. Tablets 3. Smartphones / 1 Devices ) 1. Interactive kiosks 2. Touchsc/
-

1
“ Complete the table by filling in the missing overview, purpose, key features, %
audience and examples for E-learning Products, Information Points, and Games. %
)
-

"

.
@

| |

G

o

U

_
o

o
////////

¢

o
.

G

r

4

%

-
////////

2

-

n

_

F -

4

W///

F

™

e

.

&

o
| J
//////////%

Wy

<

_

r
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TYPES OF CONTENT

Interactive digital media encompasses diverse types of content, including images, text, quizzes, layers, audio, animation, navigat
maps, video, tables, lists, and forms, each designed to engage users and enhance their experience through dynamic and multifac

Text

. &

Images

.

-

,;,,,;W//ools: Word

G

LR nnEe

o’
processors, e.g. N
* Microsoft Word, * /////////2/////%
text editors, and ///// 4
N design software "
P for typography, Assets: Question b ?//////2////%
Assets Dioital phoie I e.g. Adobe answer choices, % 2 B
L i .
illustrations, icons, anc I ey Iranacieag % // ////////%///%
graphic designs | . )
: S 7
TToTTTTTmmm T e e e e TrTTTTTTTm T e e e e e e B
Audio i Animation
1
* Assets: Recorded i *
sound clips, music :
tracks, voice-overs :
| L ]
) Tools: Audio i
editing software, :
e.g. Audacity, : ( :
Adobe Audition i lools:
: Assets: Animation
: Animated graphics, software, e.g.
: 3D models, Adobe Animate, Button
H character rigs Blendgr .
| ~ COPYRIGHT

PROTECTED

ig
ag

Tools: Spreadsheet

Assets: Video Tools: Video editing Assets: Data software, e.g. Microsoft Assets:
footage, animations, software, e.g. Adobe sets, table Excel, web development Written content,
special effects Premiere Pro, Final Cut Pro templates tools, e.g. HTML/CSS list style

s e . s s B B . s B B s S . i o e s s s s e s e e e s e s o S S B S B e s i s o o s s o s S B B S O

© ZigZag Education, 2025



TYPES OF HARDWARE

B To fully appreciate the diverse types of content in interactive digital media, it is essential to understand the

various hardware that supports these experiences. each confributina uniaue capabilities and user interaction. ‘

; &

AUDIENCE e ///////////////%
EXAMPLES -

-

Choosing the right device ensures that t

media product meets the audience need //////////

o

-

y
L
3

e Devices

Made for playing games,

Different devices are chosen based on the specific needs and preferences of the Interactive Allows teachers and stu 2
audience and the purpose of the interactive digital media: Wh:;;I/)Ao;rds 2 ///////////////%
devices Creates immersive exper e —

; : . . /
Professional Software Best suited for computers due to jche|r prgcessmg Smart TVs | Large screen for watchin/ //%/////%
& Online Courses power and larger screens, which facilitate - /%

multitasking and complex operations Digital . . /

Captures high-quality ph%

cameras /

High-performance games are primarily accessed Smartphones | Easy to carry and use an o

. H via gaming consoles and high-spec computers. -

Gaming Casual and mobile games are popular on Tablets Bigger screen than a ph ;

smartphones and tablets due to their portability. Desktop ' N

.| Powerful and reliable, id
comput-re _
Kiosks provide quick access to information and _
s S Portable and powerful, g/ CO PYRIGHT
%
_

Transactions centres and airports, catering to a wide audier. 2 ,%arﬁes
o | " consoles

% k' 4
5

i oA
Smartphones and « = %re of Uy st Tor casual

L ; ANt .
viewin @y = on «r'a. - _Aheir convenience,
i, sn. 1 /s cucef to home entertainment
. _s.ger screens and better sound systems

PROTECTED

needing immediate acces

b
% 7

ig
ag

Entertainment

Keyboard/Buttons ]Mouse/Jo

|

Education

/ | Tablets and computers are popular in educational
: settings, offering interactive apps and digital
textbooks for students

Education

[ Information & services in public spaces such as shopping

/ 2. 2.

L

© ZigZag Education, 2025
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FEATURES & CONVENTIONS OF |BSaciiiiiis

are easy to navigate and understand,

INTERACTIVE DIGITAL MEDIA 510 e gl it i

0

o

-

Effective Graphical User Interface (GUI) Design Suitability for target audience

design and functionality to meet

s

Description Advantages

Traditional mouse clicks are
precise but less intuitive on

{ I

g i

1 Involves creating and organising visual elements that enable users ! i : g

1 . ’ , , - , i 2s and abilities of the intended u ?

1 to lnteranct wﬁ:h electror?lc deylcgs or software applications using 3 % %/%/;//////////%
g graphical icons and visual indicators, rather than text-based i % p

1 interfaces or commands. A well-designed GUI facilitates efficient ; : = snnsas . ~m % %////ﬁ%
2 and effective task completion, offering a more intuitive and ~/  Interface and Interaction Sty% v 4 %
é engaging user experience. . ,;//;f;[%s the various me;hgds that gsers employ to enggge Wl% ///////////////%
1 igital media and software applicatio 5 %///
i

_

Precision, familiar t
most users

e

AT

touch devices

Consistent % ////
Intuitive for mobile and tablet | Natural and intuitive, / /%
Layout Touch / e ente ) N - /
users, enabling actions like suitable for moblle/ %/ /

- o ¢

Gesture pinch-to-zoom or swipe devices % v //

Colour
Scheme

Ideal for hands-free interaction, | Hands-free, accessib
Voice Control useful in smart homes or for | for users with physic

e
S

e

accessibility limitations

House Style Motion / U.sed n gaming or virtual- Immersive, intuitive E% / //////////////

reality, allowing for immersive . % / %

. Movement experiences 3D environments % %/// //

= N 4
ypography Useful for organising items, Intuitive for tasks % /////////
Selection Drag / Drop such as file management or involving movemen %///////////////
graphic design of items /

Providing immediate feedback,
Z: LRI G/ ©.g. button changes colour when
Closure clicked, assures user- their

actions hav~ L gfstered

White

e

Reinforces user
actions, enhances us
confidence

Space

g,

.

; o o =\ .. - COPYRIGHT
 Accessibility r S > ] \ %/ PROTECTED
Ry : | Selecting appropriate interfaces % %% .
: : -

Selecting appropriate interfaces and interact
that digital media is intuitive, efficient and
needs and preferences of different

T

.

|
Ses ig

-
9 ag

//////////44////// Education

© ZigZag Education, 2025

For accessibility Fora profession%

: focused applications,  desktop applicati%

voice control and a click-based %

: flexible input methods interface with %

(keyboard, mouse, drag/drop featur%

“ How does accessibility in digital media promote inclusivity, and what are some of . touch) are essential may be more %
the key features that ensure content is accessible to users with different abilities? appropriate %
|



HARDWARE & SOFTWARE USED TO CREATE
INTERACTIVE DIGITAL MEDIA PRODUCTS

Computers (Desktop and Laptop) Graphic Tablets

Microphones

_
-

—
%%%%%Z%
%ég%%%%
//////%

w

B

\

.

-l

.

L N

.

HARDWARE

o

4

%/////////

.
Why? %////// %%
How? *, |
I -
I
COPYRIGHT
e = —— — —— PROTECTED
Why? '

g
o

%G

4

Education

Positive Impacts:

Positive Impacts: Negative Impacts:
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PRE-PRODUCTION DOCUMENTATION FOR |

Pre-production documentation provides a detailed blueprint that guides the
design and development process to ensure user-centred interactive digital media

Screen Designs

The process of creating a visual representation of the interface that users will interact with.

Mock-ups: Detailed visual models that
represent the final look and feel of the interface

Prototypes: Interactive versions of the
screen designs to test functionality

Includes Purpose o

N
&
b
\ 4

WA GEN GEE OGS NN RO NN G W RN G MW NN NS W M MR AN
S

High-quality graphics: Detailed
images, colours, typography and
layout elements that mirror the
Mock-ups IR O

© Functionality testing: Allows designers to
buttons, menus, and links that mimic | test and refine the usability and functionality of
the behaviour of the final product | the interface before full development

© Visual represer®_ic  siovides
previewof e Ly helrag (o
'Y . - a.

; el r . heaesign vision
_Ak-edol: Allows for review and
, . )
. /feec//%ack on visual aspects before development
ther | begins, ensuring alignment with client and user

expectations

Prototypes

User flows: Simulated navigation @ User testing: Facilitates user testing to
paths to test how users interact with | gather feedback on interactions and overall user
different parts of the interface experience, enabling iterative improvements

B et I I I el el el el e e T T

Colour Schemes

The colour scheme is a crucial aspect of any digital media project.
It involves selecting colours that enhance usability and aesthetics.

Primary Colours
These are the dominant colours used for the main These are supportive colours used for accents and

Secondary Colours

elements of the interface, such as backgrounds,
primary buttons, headers, and key navigation areas

highlights, such as secondary buttons, links,
subheadings and decorative elements

Primary colours establish the
overall look and feel of the
interface and are often associated
with the brand’s core identity

Secondary colours complement the primary
colours, adding variety and helping to guide
the user’s attention to specific areas witho* -~

overwhelming the desic .

e

Accessibility: ey W e T

*  Ensuring sufficient contrast betwean fext and b3
for users with visual imp s

*  Designing with colour-
distinguish (such as red .

2 l

'{;;sem//((% readability, especially
| mea 3 _Aing"colour combinations that are difficult to
"gattern’? or textures to differentiate elements when necessary

. ‘
otional impact Consistency

Importance of
colour schemes ., Navigation

\ Readability

Differentiation

User engagement

]
i
I
I
i
i
i

i

F 2 Fill in the fact file for
; What are wireframes? wireframes and storybo

z

o

- 4 . 3
//, d B
,/,,////

.

w
"'»,//,//,/////////

Final Documentation
Includes all the information needed for the
deployment, maintenance and future updates
of the product, ensuring smooth adoption
and ongoing support

v

v User manuals
v Technical documentaton @ L
v Maintenance plans

——

Text includes all written content V\{ithin the interface ' %
Font choice =» Readable and appropriate for the content, e.g. sans-sen%
Font size =¥ Large enough for e: - ibility on various devices %
Hierarchy =» Use ~fhe . 5 %adings, and body text to organise %
o fe T R — %
@Y.~ thearrangement of visual elements on the screen -

s Purpose

The grid system provi les

Ensures a structured and that helps designer. o

balanced design logical and visually an

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA balance makes the int/
Consistent alignment Proper alignment im%

for a clean and text and the coherenc%

professional look making it easier for us%

) By strategically using%

Adequate spacing _ .

. can draw attention to I%
White Space around elements to ; )
. to-action buttons or i %

avoid clutter \ %

the user’s fo%

S

iy
% |

r

4

V

|
.
L )
st

o

-
L

r
Qe

v
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PRE-PRODUCTION DOCUMENTATION FOR|

|

1
I
I
I
I
i
I
i
i
i
i
I
I
I
I
I
I
I
I
I
I
I
I
i
i
i
i
I
I
I
I
I
I
I
I
i
I
i
i
i
i
i
i
I
]
1
i
i
I
I
I
I
I
I
I

Effective.
Well-designed

Definiti

Call-to-action Buttons Submit Buttons

. .
. i - 2%
oy
- i, %
/
n._

—

Graphical User Interface (GUI)

Interactive components that users engage with to interact
with digital media. These elements are crucial for creating
an intuitive and user-friendly experience.

&
\_\ s

iy,

. o
unce 7 Content
_ACONS Icons

i ™

i
- /////w}/

R

S More engaging and intuitive through -

v

Microsoft Word features a ribbon interface with icons Facebook utilises a combination of main menus, context 'g
representing various functions (bold, italic, save), buttons menus, buttons, and icons. The main navigation bar g
for actions (file save, print), and context menus providing includes icons for home, profile, and settings. CTA &
relevant options based on the selected text or object buttons such as Like, Comment and Share encourage g

user interaction.

/
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A
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\

7
]
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AL

]

, fte ) tion with Media Element%
- a2 B |
Interactive digital media often incorporates various multimedia eler. atsst. asima. /osﬁﬁ/nd animations. These elements play a signi%
G s /
Quality: Images used in interactive digital media should be of high c:ali el s B /// - . %
ensure clarity and professionalism. High-resolution image~ < % 1 n /. wualityand Accessibility: Purpose: VIdEOS%
i YW ad // Videos should be of high purposes, SU%
and provide a better user evn s 7 D g et .
w T A & g / - quality, with clear audio and adve '?em%
,, 3 / ”é/ e visuals. They should include demonstrations, &
3 subtitles and transcripts to They can conve
/,/ - ensure accessibility for all users. dynamically
Relevance: Im. %@{%’% directly Optimisation: Images should be
related to the coneet they accompany. optimised for fast loading times Loading Time: Videos should be
Relevant images enhance the without compromising quality, optimised to load quickly and play
understanding of the content and make ensuring they do not slow down the smoothly without buffering, providing a

the digital media more appealing. website or application. seamless user experience.
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PRE-PRODUCTION DOCUMENTATION & P

Types of Content for Interactive Digital Media Products For each of fhie py

In interactive digital media products, various types of content are utilised to create an engaging and effective user fiecessany 1o cred] p—
experience. Each type of content serves a specific purpose and needs careful planning to ensure it meets client

.
requirements and enhances the overall functionality and aesthetics of the product. ; %///////////7//
= ' .
o

TYPE: AUDIO ' TYPE
- N

* Music: Background tracks that set the tone, mood, or theme of the content
e

_

.

-

* Sound Effects: Short audio clips that provide feedback, emphasise
| |

actions, or enhance realism .
Voice-overs: Narration or dialogue that guides users, explains .~ ¢ | .
content, or adds personality P} o A

an

I

p
Example Scenario:

Developing an Interactive A

n - —
2 -
3 -
\

,, Con
7 %/“f:‘ ‘ 7 3 jﬁln complex ideas, Smoothness and g
_J enrdnce visual appeal MP4), plat
- Convey information, provide Readability and
instructions, enhance accessibility conciseness,

F 2 . Organise information, present data Layout and readabili
L 7T ataroge atioh, comparison charts .
-~ /// clearly, compare options use of hea

Category |

W S AR G NN WM WG WSS WNN  GN W WH WG W W W,

Types and Uses of !
Interactive Elements in :
Digital Media I

:

I
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Animation

9

e

I

i

i

[

[

I

: Interactive elements in digital
I media come in vario! —agim s,
I / 2 &ﬁa
I

[

[

I

I

I

i

i

i

v

. . Summarise information, highlight key (lear structure and '
Bullet points, numbered lists . .
. ; points, organise content style, conte O
each serving spec — , -
v i Inout fields. submission buttons Collect user data, facilitate interactions, |  Usability and acces :
and requiring 1 P ' enable user inputs handlin
consideration to en. /, : Navigational Links. menus Guide user navigation, enhance Intuitive des
it
engagement and functionality | Buttons ' usability, structure content access consist
i I Show locations, provide geographical Accuracy and det
across different platforms and | Maps Interactive maps, static maps o P geograp y =
applications i A A ’ context, enhance user experience . content |
1 . Questions (multiple-choice, true/false, Engage users, assess knowledge, (larity and relevance
————————————————— Quizzes , : o i , |
open-ended), interactive elements provide interactive learning feedback,
) ) . Add depth to design, provide additional Layering order and
Layers Overlapping content, interactive layers ) . , . ) .
© ZigZag Education, 2025 information, enhance interactivity design, devic
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n Pre-production documentation and planning are crucial steps in developing interactive digital media. They help ensure that the final product r%
involves creating detailed navigation diagrams, wireframes, and prototypes. This planning ensures a logical structure, intuitive c%
_

Tips when planning interactive elements and controls

M User-centred design: Focus on user needs and usability when planning interactive features. amy
M Consistency: Ensure that similar actions have similar controls across the application to reduc- *he le. %ng 8 9

[ Accessibility: Design interactive elements to be accessible to all users, e.g. provid= ! Xtk //43
T s
( /””f/ ) //
H H H : ,{, ",,/ / Z /? o g .
Planning the navigation betweer - = 'sr 4 25"
Navigation diagrams, also known as sitemaps, serve //% ///tr’(r(/fure of an interactive application, website or multimedia

" * M . g - . - 5
_~interconnected, providing a clear overview of the application’s

Each node in the diagram represents a specific page or scene
within the application. Nodes can be depicted using shapes such | between these pages or scenes. These lines show how a user can
as rectangles or circles, each labelled with the name of the page | navigate from one page to another, e.g. clicking a button on the

Lines or arrows between nodes indicate the connections or pathways

or scene, e.g. ‘Home’, ‘About Us’, ‘Product Page’. home page to go to the ‘Contact’ page.

Steps to creating navigation diagrams:

0 Identify Key Pages/Scenes: Begin by listing all the primary pages or scenes users will interact
with. This includes the main pages that form the core of your application and any sub-pages that

.

provide additional content or functionality. Home
Example: For an e-commerce website, key pages might include Home, Products, Product Details, !
Basket, Checkout, About Us and Contget. |
| | wi .
9 Establish Relationships: Determine how these pages are connected logically. Consider the user's T\’ /
- . . . . P W2 %t}ﬂ % : 5 L 4
journey and how they will navigate through the application. | // / o
Example: A user might start at the Home page, then go to Products, view a Product Details =~ ¢ . / o
an item to Basket and proceed to Checkout. Additionally, they might visit the Abe2 = r gﬁ/gnti "4 Product Details Contact
pages from the Home page. Y A\ :" A |
) . % / = ;__ J/% i E
- — 4 Basket

~+ ne. _ectdngles or circles work well
3 /ﬂ%r scene it represents. Draw lines or E
+ _wvays between them. Use arrows to indicate the
éProducts. Organise the diagram hierarchically, placing main
/M(m, connected by lines to show their relationships.

S

9 Draw the Diagram: Use shapec
for this purpose. Label eag 5
arrows to connect the sh.
direction of navigation, e.
pages at the top and sub-pa

£ reprec 2

Checkout

Planning responses to interaction (feedback/closure)

|

M Feedback mechanisms: Design visual or auditory cues that provide feedback, e.g. a button might change colour when clicked.
M Closure: Ensure users know when a task is complete. This could be a confirmation message after submitting a form or completing a purchase.
M Error handling: Plan for potential errors and guide users to resolve them, e.g. highlight missing fields on an incomplete form.

a0

Planning i
Effective planning %

Buttons

/

.....

|

Forms

Media
Elements

Animations

L

Example: Imagin

interactive feature

0 Identify user’

account, log in, w.

GM contr
Buttons =» Brows

Animations = S

e Create wirefro/

screen. Wireframe
Show how users

Review wireframe
This iterative proc

N \{\\‘\

m——

o

L

L

i

_

. & 4

.

G

.
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_

U
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i
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TECHNIQUES FOR SOURCING SUITABLE AS

When creating interactive digital media, sourcing suitable assets is a critical step. This includes finding P
images, videos, sounds and other digital elements that can enhance your project.
.

=’ 7 L 7
o S J . . .

Technique Description

Using tools and 5 //Bm//g

Advanced techniques to gﬁ-réﬁolution landscape images’
searching > SEla . : «date, size, colour, usage rights file type)
oolean operators, e.g. AND, OR, NOT
o - e  Resolution, e.g. high-resolution images or videos
Search by % i e  Aspect ratio, e.g. 16:9 for widescreen layouts
ba22a on specific
feature/property characteristics e Format, e.g. PNG, MP4
e Length/size, e.g. 30-second audio clip

e  (Creative Commons (licences with various terms), e.g. CC BY
(must credit the creator), CC BY-SA (can be shared and Yy are clear and
. . . - s consistent naming
adapted if the same licence is maintained) : conventions
e Royalty-free (no recurring fees) : important when
e Public domain (no restrictions) : organising and

e Stock libraries, e.g. Getty Images, Shutterstock managing digital
media assets, and

Sources for e Stock media websites, e.g. Shutterstock how ?‘b° they .
Libraries pre-made digital | e Freelibraries, e.g. Pixabay : conpiouie 1o e

. . : efficiency of a
assets e Academic and government resources, e.g. BBC Archives E orolect life cycle?. )

Example: Creating an Educational Iteractve History

Overview: You are a student working on an educational interactive website abou ? // d Wa
various media elements such as images, videos and audio clips to engage us : e gle
......... ot —

Finding assets
Search by licence | with appropriate
usage rights

Steps to identify and select pre-made diqi %m‘ﬁ

////",./ § .
3 ///// /i/}/ -------------------------------------------- g E
1N @/ QUALITY i Goal: Check

L

: ANC " / > Goal: Use high-resolution and issues

Goal: Ensure the L with ;wthgme and well-produced media to improve the : = Action: Revi%
purpose of your ¢\ : overall quality of your project t i to ensure th%
i © Action: Search for $24 %zages, videos, and audio = Action: Filter search results to show only educational%
: clips specifically related to World War Il events, key high-resolution images and HD videos %

figures, battles, and artefacts : af Example: While
: : = Example: You discover high-resolution o collections, you
: Example: You find a collection of public domain images from : i photographs from the Imperial War Museums’ : i thatitis availab

the National Archives showing significant events like the D-Day % & digital collection. These images are clear, detailed s Attribution-Non
2 landing and wartime propaganda posters. These images directly : i and professionally produced, enhancing the visual i i allowing you to
: relate to the content of your website. : 1 appeal of your website. : & source and do

=
mEsaeE

. &

.

.

%//////
.

G

o
<

-

A

e
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STATIC IMAGE,
MOVING IMAGE &
AUDIO ASSETS

Static image types:

|

Enhance image

visibility and i _
dynamic range /

s

s

0 age D ap iImage Correct colour

Composed of paths defined by Made up of individual pixels, tones and / y
. mathematical expressions, creating each with its own colour: / / enhance the %é/ ; /Z
Definition . . L o / - 4

lines, shapes and curves. Can be scaled | forming an imac: / J overall look %
indefinitely without loss of quality. /{/ : % /////////é/////%

—eS S : Recize | //
Cfg:“m";:: SVG, ALEPS, PDF oy -y @ S, BMP, TIFF ?;'rz:p'enziaf?ces . 4
Logos, icons ' 7} ”/;/Tot%/éphs, detailed artwork, : dimensions or add ////////Z///%
Use cases graphic g ~+* web graphics requiring specific 4 space around % // //
pixel dimensions . the image O
- \ - Excellent for detailed and // ///////
Infinite sc as sl ler file sizes for complex images, widely % %
. > i . ,

Advantages simple giwﬁ:ﬁiuﬁiéiwtmg and supported across various Enhance or stylise %//% %
platforms images with |
Disadvantages Less effective for complex, detailed Quupaliggdeergfri?: iisz\;vshfeor: ;Ci:t]e_d o ////////////////%
mages lfke photographs resolution images | St iestesiesirst s isiesn e et s e e s ——

—
.

MOVing image asset types: A Give definitions for the moving image/audio asset

types using the space provided. 4

v

Techniques to repurpose
audio/moving image

l Ens..r  consistent volume levels

COPYRIGHT

. %ov 3 audio/video clips

Videos are used in films,

advertisements, tutorials, social Animated assets are used in films, o / MA”ﬁfust video playback speed P ROTECTED
media content and more. They games, advertising and education~' -~ | o/ | without altering the audio pitch
can convey complex information content to illustrate conr ;" & - Edit sections of the audio v
effectively through visual and stories and enrar /«m«’fl . . .
. Y 1 recording / video footage easily
auditory means. >

ig

""" ;f o | '/ // - Shortening the start and/or end of
ik {7 - pixar's Toy
. ; S

Ani.gq . . .
. ; an audio / a video clip

‘<> 5 se animated assets

Platforms like /nstagram, T i,

and Facebook host st Jcreate vivid, engaging Making the audio/video longer by 09
that range from person. " characters and worlds. These looping segments or adding - .
challenges to education \PEWles animations bring stories to life in additional content % EdUCQthn
and promotional content, E®giTg ways that are visually appealing ~
users H_)muQ h visually appealing and emgti onally resonant for N Match each term below with its corresponding purpose in audio
and quickly consumable formats. audiences of all ages. the table provided: * Adjusting Volume, * Cutting, * Extending, * Sp
Creating and repurposing video assets .

* Use the import function to bring video footage into the editing software. Organise clips into bins or folders for easy access.
* Drag and drop video clips onto the timeline. Arrange them in the desired order to create a coherent sequence. Use multiple track




|

INTERACTIVE ASSETS 3

|

( |

Interactive asset types: %

Interactive assets are essential in digital media for enhancing user engagement and providing dynamic content.%

Examples include: %

1. Diagrams: Visual representations that allow users to interact with different - i get more information. %

Use layering, hyperlinks, or actions to create interactive areas. ' // %

2. Maps: Enable exploration of geographic information throq}gh %Mr 7 .3, and real-time data. %

Embed interactive maps using map APls and enh=nre mq“/ op=Ups, and layers. %

3. Buttons / Rollover Buttons: Change appe=" © &r __dditional content when hovered over or clicked.%

Use CSS for styling and JavaScringf;,'%w,% /;//cﬁ/’énging colour, showing tooltips, or triggering anim%

4. Navigation Bars: Help use: /Z/ a‘/t,///c easily, often with drop-down menus and dynamic elements.%

fors and Jave g £ %; ////dr(  like Bootstrap for responsiveness and interactivity. %

5 //w/ﬂ elements like text fields, radio buttons, checkboxes, and drop-down %

) Structure, CSS for styling, and JavaScript for validation and feedback. %

6. b mic elements with animations, clickable content, and transitions to engage %

. %‘{3@ ?
/A featuring the latest student film The uses Bootstrap classes for a

responsive design. The navbar-expand-lg class makes the
navbar expand and collapse based on the screen size.

projects, with eye-catching visuals and brief
descriptions will immediately capture visitor attention
with dynamic content.

-

A introducing the media
club, its mission, and the unique aspects of the
club provides a quick overview for new visitors.

/A simple, intuitive for

\be submitted.

prospective members to apply, including fields
for personal information and areas of interest
streamlines the process of joining the club. The
required attribute ensures that these fields
must be filled out before the form can

-

A

A list of how-to articles and video tutorials on topics
such as scriptwriting, filming techniques, and editing
provides in an engaging format.

A featuring various film-making
equipment with interactive pop-ups offering usage tips and

sample footage.

7
/
%
1
.
/
|

. &

L
”

.

i
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G

e
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w Provide g definitio

TECHNICAL SKILLS TO CREATE

INTERACTIVE DIGITAL MEDIA 1

s

Product Folder Management Naming Conventions
When creating interactive digital media, organising product Using clear and consistent naming conventior - ffective file management.
folders effectively is crucial. o
Description ‘ Example - Examole %// //%
Root Main directory | = Project Name ” T E—
Folder for a project 'Wf/étency in using lower-case letters . g/%
neludes all helps in avoiding confusion between 2?;2:;’; y e
nctudes a | different systems that might be . e
Styles > } - 4 naLmig Main.css % ) %
Folder p : a case-sensitive % % %
R o Pt Name When dealing with multiple versions or ma!n_vl.O.j.s, / ////////
_ pr Use dates and A . main_v1.1js, - |
Inside NPT documents versions updates, include dates or version or %/ /
folder for images numbers in a standardised format . . /// //
Subfolders ) . maln_20230618.]s o
different types mfd%a ‘ — 7///////////%
of content s Avoid generic Avoid names ike final, new, or updated Instead of final_project.docx . -
styles hames as they don’t provide clear information use project brief sz do;x ’ g
about the file’s content or purpose - N
Stores all scripts ///%/
‘
Script scripts and mainjs Be specificand | Names should be as concise as possible | btn_submit_hover.png /s better than
F:)lltl;e: code files, such utils js concise while still being descriptive button_when_user_hovers_submit.
as JavaScript or
Python scripts ~ %
Stores all images ADVANTAGE: Well-organised folders make it easier to find and o A horizontal or
Images image backgrounds manage files, reducing time spent searching for items vertical navigation
buttons bar typically contains
Folder as§ets such as . i £ the main hyperlinks
icons and icons DISADVANTAGE: Setting up a detailed folder structui 0 the primar
backgrounds conventions can be time-consuming att~~ *3  sfa o sect[i)ons Y CO PY Rl G HT
Conte.}ins gll media / P ROTECTE D
Media multimedia audio
Folder contenjc such as video '
audio and .
video files l9
Document E Description 09
docui eeting_notes Ed .
Folder roject_brief U CQ-t lo n
Triggers

“ Match each folder type with its
appropriate description and example.
Behaviours

© ZigZag Education, 2025
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TECHNICAL
SKILLS TO CREATE
INTERACTIVE
DIGITAL MEDIA 2 | st

w In the space provided, design a wireframe template for the home | 4
page of an e-commerce website and label it with the key features. o B

li«g Master Pages / Templates

// / Y /%x@r Egges to consistently repeat design and layout elements across
/ /// w/f%ﬂtiple pages. This allows you to create and update these elements in

Key Elements in
Master Pages / Templates

Foundational tools in web design and digital media creation,
ensuring a consistent and professional look across all pages
by standardising elements such as layout, house style, and

Y .

%é/%

.

.

-

.

Y

one place, ensuring a unified appearance throughout your media product. ;//////2////%

e Design a Layout: Start with a wireframe or sketch of the layout. a W
Define the position of fixed elements like the header and footer. /////////%/

o

e Apply House Style: Use your chosen colour scheme, fonts, and
design elements consistently across the layout

e Define Editable Regions: Mark areas where page-specific content
will be placed

e (Create the Template: Use web development tools or software, e.g.
Adobe Dreamweaver, to build the template

\. AN
P

.

r

|

_

/

Inserting Content

Inserting content into interactive digital media involves strategically placing
text, images, multimedia, and interactive elements to effectively convey
information and engage users, ensuring a rich and dynamic experience.

-

|

Fixed content

COPYRIGHT
PROTECTED

ig
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“ Explain the difference between fixed content and editable content in a website or digital media
product. Provide at least two examples of fixed content and two examples of editable content.

|
|
|
|
|
|
|
|
|
|
|
.
3
|
|
%
_
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
i




TECHNIQUES TO SAVE & EXPORT/PUBLISH |

/

.
.
%

_
o

—_—
* A
................. //////%

|
W

Native File Formats

During the creation of interactive digital media products such as websites, mobile apps, digital maps,
e-learning products, information points, and games, it is crucial to save your work in the native file forr ..
This approach maintains the full range of editing capabilities and ensures that all elements, as %dfﬁ L,

Interactive Digital , . A a é/
Medi: Prodict Native Software ative - © vers

-
L 7

i dohi are you are using.
_2main editable.

5 O
- & 8

&

'UN

|

.

-l

.

ion Control

i

Websites

o
i
a

AT

Mobile Apps

" 4

Digital Maps

E-learning Products Adobe Captivate ///////////////%

&

.

|

Information Points Kiosk Software (various)

Unity

Fill in the table with the appropriate native file formats. 4

Why is version control important in project management, and how does it benefit
teams when using systems such as Git2 Provide three specific advantages.

Games

Platform-independent File Formats

COPYRIGHT
PROTECTED

"Why is it important to use platform-independent file
formats when developing interactive digital media
products? Give an example of these formats for

g
2

websites, mobile apps, and e-learning products. w

Interactive Digital Me} Example of Platform-independent File Formats

Websites

Education

Mobile Apps

E-learning Products




TECHNIQUES TO TEST/CHECK THE TECHNI

éthoads o . ... %///////%%//

Testing and —
Ch k' Purpose Y .\ ; :
ecking p Zg///////?%

Using organised steps to make
sure a product works properly,
performs well, and gives users a
good experience while meeting
the required goals or expectations.

%

.

_

L

Features to be
tested., g \

b

_
///A 3

///////////

m
=

The test plan explains th
goals, resources, schedule, anc
scope of testing. It includes:
e  Purpose of testing
Features to be tested Personnel
Testing tasks
Team responsibilities
Test environment set-up
Risks and backup plans

"

.

s

G

Using the space Schedule
provided, put together
a test plan for a mobile

app game.pr

Success criteria

COPYRIGHT
PROTECTED

Risks and
mitigation
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Testing
environments
and
configuration




TECHNIQUES TO TEST/CHECK THE TECHNI
PROPERTIES OF INTERACTIVE DIGITAL MED

Methods of Testing | E—

s

Success criteria: Define the benchmarks for passing the tests, ensuring all features work correctly and (h" ,
that the game performs reliably, offers a smooth user experience, and meets accessibility guidelines. and bt : |

ry
M Al rquared features (e.g. user registration, gamgplay, in-game purchases) are - %g// ; /Z
M No major bugs affect gameplay or user progression y
& Works across a range of operating systems (0S) /////////é/////%
M The game responds correctly to user inputs o\ Py %//// o
M Correct error messages are shown forun~ r - L = 4 %///////////
M Game, level, and asset Lamm ‘aduce User wait times -

_

M The game maint gl Ve 6/Ofps)on all devices
M The game avoid: e J=Y 1
M The game handle el nanges smoothly

/,//////Wi_;”fé/te, visually appealing, and user-friendly
M Game mechanics and features keep players interested and encourage ongoing interaction
M The game provides clear and immediate feedback to user actions

M The game runs smoothly without crashes or freezes during normal use

-

AT

4

M Beta testers and users report high satisfaction with the game’s features and overall experience media? Pro —
Accessibility compliance: Ensure the game meets standards for users with disabilities. & ///////////%/
® D) & @ © \

Visual Audio Motor Cognitive Satisfaction
Options such as colour- Subtitles or captions The game supports (lear and concise The game meets
blind mode and high- are available for all alternative input methods instructions, simplified accessibility standards
contrast text/Ul improve audio content, and (e.g. switch controls) and modes, and features (e.g. WCAG) to ensure
visibility for users with volume controls are | offers customisable control assist users with inclusivity for all players
visual impairments easy to access options cognitive disabilities

COPYRIGHT
PROTECTED

Navigation Elements

Ensure all navigation elements *  Ensure buttons trigger the correct 27"~ ST : % Ensure inputs are processed correctly

(menus, buttons) work properly, % Check forms can be filled, = //! % aﬁd L . rly and display expected outputs
allowing users to move through *  Check interact: 3 /\ .,/}L '%pcff’fd asexpected | * Ensure user data is saved and

the application smoothly N5 2 retrieved accurately

ig
. Qg
//////////J///{/ Education

meaning of

.

Quality & Performance

Ensure multimedia loads quickly to prevent user frustration: Image Quality: Images display correctly and are not pixelated or distorted

I}:I Video Playback: Videos play smoothly without buffering or lag
J3  Audio Quality: Audio files play without distortion or drops in quality

- Images: (> 1-2seconds = Animations: (0 1 second
= Videos: (D 2-3seconds = Mobile Apps: O 1-3 seconds
= Audio: © 1-2seconds = In-game: (O 1 second

T




TECHNIQUES TO REVIEW THE FITNESS FOR
INTERACTIVE DIGITAL MEDIA o o
Creating Interactive Digital M

has both advantages and challenges th%

Suitability
of Content

Ensure content is
relevant, appropriate,
and matches the

Techniques:
v Check text for correct grammar, clarity, relevance, accuracy, and tone

v Check images for good resolution, relevance, appropriateness, and copyright issues
v' (Check videos are good quality, relevant, the right length, and accessible

D

>

Adva

. Eng%(ées users with interactive elements

audience needs. A design review checks whether a product’s design meets requir=me; Personalised to improve user satisfactio %
any issues with usability, appearance, function, or acce e ‘ |
L ' Offers immediate feedback, boosting lea

-

Conduct a review session with the

Schedule a meeting with the clien

. .
review the final product, demonstrate |
it meets the requirements, and co

feedback on any issues or discrepa

. mee §% /lgadmg to hlghe.r 'satlsfactlon
and n:&atlre business opportunities

A product that meets the client’s requirements is
gier : more likely to succeed, as it solves the specific
problems or needs of the project

Interactive Featur
presentation: demonstra
Let the client explore  Create a de
the app, test features, shows key fe
and perform tasks to and how
experience how
it works

P Bk

Following the client’s brief prevents scope creep,
where extra features or changes cause delays
and higher costs

Ensuring all features work correctly is key to
Ouality Assurance quality assurance, reducing defects and
issues after launch

Delivering what was agreed shows
professionalism and builds trust with the client

What are the advantages and disadvantage
specifically for g target audience? Consider

What are the advantages and disadvantages of strictly adhering to o Y,

client brief in a project? Consider each aspect in the table below. w y Advantages

Aspect Advantages Disadvantag
gagement

Client Satisfaction

User Retention

Project Success

Market Success

Avoids Scope
Creep User Experience
Quality Assurance Brand
- Reputation
Accountability and
Trust Tailored Content
and Features
Cost Management
Competitive
Documentation Edge

and Clarity

Feedback and

Improvement
o

Risk Management

. &
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Constraints Limiting the Effectiveness of Interactive Digital Media
Interactive digital media has revolutionised how we consume content, engage with
brands, and interact with technology. However, creating high-quality interactive digital

media comes with its own set of challenges. Several constraints can limit the

effectiveness of these media projects, impacting the final output's depth, quality, and

user engagement. These constraints span across various areas such as tim=
hardware, software and skills. Understanding these limitations i ot
expectations, planning effectively, and delivering a su -

What are some comril L4 L v the effectiveness
of inferactive digital w do these constraints impact the
final product’s depth, g _Luser engagement? v

Aspect

Colour
Schemes

E®) IMPROVEMENTS & FURTHER DEVELOPMEN

\\\\\\\\\\\\\\§

|

.

e

Improvement

_

ure consistency across your project to cre

§ engaging user experience? Consider how you co
of the aspects given in the table to make the desi
would these improvements help the final product

Typography %
.
|

Visual Motifs %
.
|
%

Logo Usage .
.
.

Voice and %

Ton %

one |

Suggest two advantages of successful
interactive digital media’s impact. v

Aspect

Search Functionality

Breadcrumbs

Interactive Media

© ZigZag Education, 2025
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TYPES OF INTERACTIVE DIGITAL MEDIA

Interactive digital media engages users through active participation and personalisation, providing immediate feedback and gl
spans from early computer games to today's immersive technologies, driven by advancements in hardware and software. The a
interaction is fuelled by improved Internet accessibility, the influence of social media, and the heightened demand during the
technology continues to evolve, interactive digital media's scope and impact are set to expand furter, making it a critical area%

-

Qe

/ /////////

ro re applications designed specifit
w/‘ﬁ as smartphones and tablets. They provide

o)/ 1aWE Internet. They are designed to provide information, services,
entertainment, and interactive experiences to users. /

/ -

. Provide information . Convenience 3. Media streaming

PURPOSE

.

2. Communication 3. i ””/ﬁ ///,@ o 2. Entertainment 4.
Navigation meggs gui f /”/@hr%{ﬁﬁ different sections e User-friendly interface (optimised for touch contro
Multim 4 . c'/ékt, images, videos, and audio) screens)
KEY 3 . . . .
Interac _4s; buttons, quizzes) e Push notifications (alerts and updates sent directl

R

@
FEATURES e e Offline functionality (work without an Internet con

* General Public: Websites often target a broad audience, providing * Mobile Users: People who use smartphones and ta
AUDIENCE information and services to a wide range of users tasks, including communication, entertainment, an

*
*
.

EXAMPLE

e

i .
7 - g

v (pg

-

(SN
W
3
¥}
P

©
=
o
=]
D
wy
N
—

» 1. Desktop/Laptops 2. Tablets 3. Smartphones
=

.

E-learning products are digital platforms or software designed for Information points are digital kiosks or screens located

M IAVA educational purposes, providing interactive learning experiences. providing users with information, directions, and servic%
1. Education 1. Self-ser gm0 %

PURPOSE 5 2 ;,, /{: % / b
e Interactive lessons (multimedia content, quizzes, and exercises) . Te he eW%(ﬁface for easy navigation and interaz:

KEY e Progress tracking Ty ;Loc”é*f’(@n-based information providing real-time upd%
FINV{I «  Collaborative tools (discussion forums, chat,and. . 51 = <) / ~~ Multilingual support (options for different language%
* Students and Educators: Use " A % M;wg and * Public and Visitors: Typically used in public spaces

educational ams as ¢ - 3ar f’;}ndf/(r”éiners museums, shopping centres, and transportation hub:

AUDIENCE [ . \ WaNw . -
o .

E

EXAMPLES [

D / 2, . Smar n Devices > 1. Interactive ki . Tou
Devices esktop/Laptops Tablets 3 artphones %/////////2/ //Q////////////// 1. Interactive kiosks 2. Touchsc

“ Above is a partially completed table that lists various aspects of three digital products: E-learning Products,

Information Points, and Games. Fill in the missing information based on your knowledge or research.
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TYPES OF CONTENT

/
Interactive digital media encompasses diverse types of content, including images, text, quizzes, layers, audio, animation, navigat%
maps, video, tables, lists, and forms, each designed to engage users and enhance their experience through dynamic and multifac%
. .
Images | Text % ////////////////
. : e [nformation: Provide e Engagement: % /
! essential information users with int% o
! and instructions , . E ; questions and /
® ! . L. ~ il - N o // //%%
i . :‘:"'gat"’:f’; s Aools: Word . f(\sseslsn;ent: % Zg// ; /%
pe E processors, e.g. nowledge or )
. / i 2o > Enus Microsoft Worgd’ opinions % /////////é/////%
‘%QV%C“W": Convey text editors, and % L
: ~wnessages clearly and design software _ .
Assets: effectively for typography, Assets: Question b g//////%////%
oy e.g. Adobe answer choices, % R HE
InDesign feedback messag%/ // /////////////%
-
""""""""""""""""""""" 5 o
Animation E—

e Interaction: Provide interactive experiences and
feedback, e.g. hover effects

e Explanation: Simplify complex ideas through
animated diagrams and characters

e Engagement: Enhance user engagement with
moving visuals

¢ Atmosphere: Set mood or
atmosphere with background
music

¢ Information: Provide
information through voice-
overs or podcasts

Assets: Recorded |

sound clips, music
tracks, voice-overs

Tools: Audio

¢ Accessibility: Aid accessibility £aiting soﬁw - [
with audio descriptions and £.g Auaacity, "ois: Assets:
. . P Adobe Audition Assets: Animation
instructions . .
Animated graphics, software, e.g.
3D models, Adobe Animate, ,
character rigs Blender .. g

Video

Engagement: Capture and retain
audience attention through
dynamic content , % /
Demonct-ation S v ..
o brials By S A4

PROTECTED

e Clarity: Orga
points or nu
e Hierarchy: Sh

ig
ag

F

Education

re effectively

=

Assets: Video Tools: Video editing Assets:
footage, animations, software, e.g. Adobe Written content,
special effects Premiere Pro, Final Cut Pro list style

s e . s s B B . s B B s S . i o e s s s s e s e e e s e s o S S B S B e s i s o o s s o s S B B S O

1
i
1
i
1
i
1
i
1
=
= Assets: Tools:
i
1
i
1
i
1
i
1
i
1
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TYPES OF HARDWARE

E To fully appreciate the diverse types of content in interactive digital media, it is essential to understand the

various hardware that supports these experiences. each contributina unigue capabilities and user interaction.

-
Browsing the web, streaming /////////////%

%
a4

o ‘on

-

USAGE videos, playing games, and using

software applications %///;/Z

AUDIENCE %///////////////
EXAMPLES Websites, online courses, Mobile a

professional softanare, vi platform . ///////////%

Choosing the right device ensures that t

media product meets the audience need /////////////

o

-

30C : -
: : - Devices %///// %
Different devices are chosen based on the M . Interactive - - -
L . atch each device to the correct X Allows teachers and stu e
specific needs and preferences of the audience purpose and target audience.v whiteboards | ///////////////%
h fthei e . VR/AR - . L
and the purpose of the interactive digital media: Creates immersive exper. )
devices | 0.
. o /
r : ™ High-performance games are primarily accessed Smart TVs | Large screen for watchin/ //////////////
Professional Software via gaming consoles and high-spec computers. — % - %%
& Online Courses Casual and mobile games are popular on Digital Captures high-quality ph/ %//// /
\ ¢ smartphones and tablets due to their portability. cameras _ .
- |
Smartphones | Easy to carry and use an ™
[ | Smartphones and tablets are often used for casual ‘ /
Gaming viewing and gaming due to their convenience, Tablets | Bigger screen than a ph .
\ ) while smart TVs cater to home entertainment Desktop _ N
needs with larger screens and better sound systems compuj:rs;;;;" Powerful and reliable, :d%
[ . ) / ' Portable and powerful, g/ CO PYRIGHT
Information & Tablets and computers are popular in educational I 2 B L > ;
Transactions settings, offering interactive apps and dicita . | . manmes Made for - o
) e ) - playing games,
\. J textbooks for students <\ | l consoles / P ROTECTED
5% - i b v
- — /" ,,,//&_
Best suited for.q W; "sdio . t.eir processing i
Entertainment PR (i, ///g /”'um/ which facilitate 9
é»,/m, . a/ng %fffﬂcomplex operations '

—

; Qg
//////////J% Education

.

T v .
: . .

- Kiosks provide quick access to information and

4. 4 Ay . . ' .

id /// services in public spaces such as shopping centres
i

Users interact by pressing
keys or buttons to input
commands or navigate

through digital media y

Education

N\ N

and airports, catering to a wide audience needing
immediate access

A i 4

— .
using row keys to move i
g ey -
characterin a game .

/
© ZigZag Education, 2025 %
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FEATU RES & CONVE NT'ONS OF User-friendly intuitive interfac

are easy to navigate and understand, ena

INTERACTIVE DIGITAL MEDIA s 10 cieve g vith e

|

uuuuuuuuuuuuuuuuuuuuuuuuuuuuuuu -~ Suitability for target audience

Effective Graphical User Interface (GU]) Design ent, design and functionality to meet the specific preferences a

Involves creating and organising visual elements that enable users ‘overall experience and engage
to interact with electronic devices or software applications using

-

i

=

s

-

\\\\L\X

N

__

v v v vow sew mw s s e
gy

graphical icons and visual indicators, rather than text-based ///ﬁnterface and Inter%/;
interfaces or commands. A well-designed GUI facilitates efficient j - Involves the various methods th% %////%
and effective task completion, offering a more intuitive and ! and navigate through digital m% ///// / /%
engaging user experience. e
_— -
Description Description Z//

|

L

Consistency in the placement
of elements helns users .

Providing immediate
feedback, e.g. button

Consistent

_

Layout et P > . Reinforc -
_ Using complementary Control cl:cked,.assures users their user con
Colour enhances colours for text and actions have been % ///////////////
Scheme ances background improves registered § % /%
- readabilit Traditional mouse clicks . .

A - : ! Drag / Drop are precise but less Precusnon,/ ///// %
consistent house style (logo, | Using the same logo, font intuitive on touch devices to mos u -
fonts and colours) maintains | styles and colour schemes % %///////////////
House Style brand identity across different | across a website, brochures Ideal for hands-free Hands% %

Feedback /
Closure

accessi
users with
limita

interaction, useful in smart
homes or for accessibility

media and social media profiles

Choosing legible fonts with Sans-serif fonts (e.g. Arial
appropriate sizes ensures text | and Helvetica) are often

EeEs

Typography

i Intuitive for mobile and -
Selection readability easier to read on screens rgatg'l;;/is(e):sm:n;tiiig ~ Natura % %
, ; o intuitive, o /
Adequate white space (or im:ge::lanr? dsf:;tebai;illis(ijn 4 actions m;f gqu;: to-zoom for mobil " ///////////////
Whit i . w
p Ite negative space) around web page layout to avoid a Useful for organising Intuitive % e
pace elements prevents clutter and : . . . //
improves focus on key content cluttered appearance and Touch / items, such as file mvol\% /
make content stand out Gesture management or movem /
graphic design ite% ——
. Used in gaming or virtual Imme
Motion / . . L
Define accessibility in digital media and describe the key o —— re". 1y, allowing for Inturtiv o
features that ensure content is accessible to all users. w . ;;_ {S'Ve EXperiences environ // - ///////////
m— s c () COPYRIGHT
Accessibility Definition: : . K 4
Selecting appropriate int v v P ROTECTE D
Selecting appropriate interfaces and inter & / //////////////
e Alternative Text: S intuitive, efficient and accessible, catering to t % % '
‘ // ik z:‘? y ///
) @ - % //// 4 .
e TextReadability: P\ e Ay ; | | = g
i ” 3 ////; L E P 4 v
e Captions: v ) - : For accessibility Fora profession/ /////////g////%
' / . i | focused applications: desktop applicat //////% 09
r 4

e  (Contrasting Colour:

//////////44////// Education

e Resizable Text:

sy

e  Flexible Input:

“ Select the most appropriate inter
application from the following list

e  Mobile Device Accessibility:

input methods (keyboard, mouse, to
interface ® drag/drop features, o t

e  Screen Size and Orientation Adjustments:

© ZigZag Education, 2025



HARDWARE & SOFTWARE USED TO CREATE
INTERACTIVE DIGITAL MEDIA PRODUCTS

Computers (Desktop and Laptop) Graphic Tablets

_
-

—
//////%

S

-l

.
Microphones
-
Y

V &

o

HARDWARE H@

~

_

TN

Why?
Ease of Use: Visual editors make it accessible for beginners gt %

and efficient for experienced designers

>

7

How? . o
e

Development Environment:

environments (IDEs) for cod
/////////////%
.

Efficiency: Streamlines the design process with pre-built

templates and components
p ; User Interface Design: Incl

drag and drop elements anc ¢

Cross-platform Compatibility: Ensures websites are
%

responsive and work across different devices and browsers

-

y ) ] Testing: Test apps on diffe /%//W% /
i WordPress Adobe they work as they are supp )
ow? |

N Android
. Studio

%

Design and Layout: Create website layouts using a visual interface with drag and drop Dreamwiaver

elements, customisable styles, and create responsive designs that work on different devices

Coding Support: These tools often include code editors with syntax highlighting, auto-
completion, and debugging tools, making it easier to write HTML, CSS and JavaScript

Integration: They provide integration with other web technologies and services, such as
databases, e-commerce platforms, and content management systems

COPYRIGHT

PROTECTED

Why? How? Y od /
User Engagement: Creates intuitive and Interface De<iz.., 7= the 2 o1 i
engaging interfaces for public use of Uz o T /fe %z'»‘rwfﬁchscreens . 9
L . o . t " A?; ?’e;" ; sks” ;
Customisation: Offers flexibi! il { S = : Q
Articulate  Adobe 9

_3arity Features: Provides tools to secure the kiosk,
° 7 restricting user access to specific functionalities /

Reliability: Ensures the kiosk o e Content Management: Allows remote Examples

functional and secure for continuous use management and updating of kiosk content y

design interfaces tailored to
needs and environments

Se SN &
\\\\\&\§®§

Storyline ~ Captivate

%%%% Education

Positive Impacts: ////////

.

4 KioWare

Positive Impacts: Negative Impacts: O) l M

Intuiface

i |
L 3
s
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PRE-PRODUCTION DOCUMENTATION FOR |

n Pre-production documentation provides a detailed blueprint that guides the
design and development process to ensure user-centred interactive digital media

Screen Designs

The process of creating a visual representation of the interface that users will interact with.

Mock-ups: Detailed visual models that
represent the final look and feel of the interface

Prototypes: Interactive versions of the
screen designs to test functionality

Includes 1 %

© Visual represer®_ic  siovides .

preview of

v
i

High-quality graphics: Detailed
images, colours, typography and
layout elements that mirror the

o

) 1 g -
A& ey -
~Rr . euesign vision

/(%ol: Allows for review and

Mock-ups B8

begins, ensuring alignment with client and user
expectations

© Functionality testing: Allows designers to
buttons, menus, and links that mimic | test and refine the usability and functionality of
the behaviour of the final product | the interface before full development

Prototypes

User flows: Simulated navigation @ User testing: Facilitates user testing to
paths to test how users interact with | gather feedback on interactions and overall user
different parts of the interface experience, enabling iterative improvements

Colour Schemes

The colour scheme is a crucial aspect of any digital media project.
It involves selecting colours that enhance usability and aesthetics.

Primary Colours
These are the dominant colours used for the main These are supportive colours used for accents and

Secondary Colours

elements of the interface, such as backgrounds,
primary buttons, headers, and key navigation areas

highlights, such as secondary buttons, links,
subheadings and decorative elements

Primary colours establish the
overall look and feel of the
interface and are often associated
with the brand’s core identity

Secondary colours complement the primary
colours, adding variety and helping to guide
the user’s attention to specific areas witho'~ =

overwhelming the desic T f

e

Accessibility: N-A” A~ 4
*  Ensuring sufficient contrast betwean fext and 3 "4 5Sent.erof readability, especially
. . . B i } L
for users with visual imp s ////// ‘
_Aling"colour combinations that are difficult to

2 l

Consistency

Importance of
colour schemes ., Navigation

\ Readability

Differentiation

User engagement

\

e G W W G

o

\ i

- ;

L

—\‘\ S W wEm m EEN S RN SN R SR M mE M S
e

é
%&

B R R L I T |

What are wireframes? =K
Wireframes are simple black-and-white layouts that :
outline the structure and functionality of a digital

interface. Wireframes focus on st g?ture and layout

=
rather than desian dete = | ===

.

Wh /are/t '/ components of wireframes?
, L,,,,,,,,,M,///%pégwé/nd lines representing different elements such as h/
> text blocks, and images

e Annotations describe the functionality and interaction of each el

o

WW‘WWWW\*W\“N\“N\*\

What is a key benefit of wireframes?
Allows for early feedback and iteration on the basic layout and structur

Final Documentation
Includes all the information needed for the
deployment, maintenance and future updates
of the product, ensuring smooth adoption
and ongoing support

N7

v User manuals
v Technical documentation
v Maintenance plans

|

]
]
]
]
]
]
]
]
]
]
i
i
]
]
]
]
]
]
]
]
]
]
]
]
]
——

Text includes all written content within the interface

Font choice =» Readable and appropriate for the content, e.g. sans-ser
Font size = Large enough for readability on various devices
Hierarchy =» Use of headings. su** ;ﬁadings, and body text to organise

e e »

Eaa

.

-

4

(mmmry ey BN CEEEESEEEEES

!.ay %ﬁ/ts 2ar /;‘g _ent of visual elements on the screen
/’ . / ..,,,,/,,//////// .

L

The grid syste
structure that ¢
content in
appealing ma
the interfa

By strategic
Adequate spacing designers ca
Alignment around elements to | elements suc
avoid clutter or important ¢

Ensures a structured
and balanced design

-

e

Consistent Proper al
alignment for a readability of

clean and the visual struc
professional look users 1o :

e .

_

Grid System

“ Match each layout design prin

its corresponding purpose and im

S

.
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Graphical User Interface (GUI)
Interactive components that users engage with to interact R m / 2 % i\
i 4 . n
/ Ne ,,

Call-to-action Buttons Submit Buttons

¢

Py,

w0
Mlcrosqft Worfi features.a ribbon |qterface with icons Facebook utilises a comblnatlon of mgm mgnug context g % %
representing various functions (bold, italic, save), buttons menus, buttons, and icons. The main navigation bar 5 ////
for actions (file save, print), and context menus providing includes icons for home, profile, and settings. CTA E /////////// /
relevant options based on the selected text or object buttons such as Like, Comment and Share encourage @ =

user interaction.

.

//////////////

1 With digital media. These elements are crucial for creating R 4 - % ' / ////
an intuitive and user-friendly experience. Main ((MC// : | % %// 4 /%
N e ——
) " .
; : ) that prowdea(l;% «
! © Enhances User Engagement: GU| el ; options or com =

? the use of visuals : : 3 % Z % %
| . / e e -
? ® Enhances Usabi 5 arci : ; Links, or hyperli/ y //////////////

1 t users to di o
; © Improves Accessit //c//{nents can be designed to accommodate users with disabilities by adhering to : Z ig:;i;sﬁﬁmoth§ % /%
1 | accessibility standards I page, other p3995§ ///// //
I ! the site, or exte i
] i e i

; : websites ////////////////%
1 | / pmm
I i

1 |

! I

i !

1 |

1 |

!

1 |

1 |

1 |

1 |

A i

S

N

.

the digital media more appealing. website or application. seamless user experience.

L L L L LR E R R SRy e e L L L e e\ 7 By B RFn e o

gf ., fte ) tion with Media Element% % // COPYRIGHT
1 L . . . e ol ok 0 i Moshd animati L //// //

i Interactive digital media often incorporates various multimedia eler. qtsst. fasim=,  Zos<dnd animations. These elements play a signi L P R OTE CTE D
! G s /

! Quality: Images used in interactive digital media should be of high c:ali ey s /// - . % y /////////////%

; ensure clarity and professionalism. High-resolution image- s % 1 = / _ wtality and Accessibility: Purpose: V|deos§ % % '

; P w n ///// R s quality, with clear audio and adveﬂisem% ///////////// 19

I & BN S ™ visuals. They should include demonstrations, & E— —

- g . | o . /

! \ . subtitles and transcripts to They can co Z///

! \ i . L ole

1 Ao ensure accessibility for all users. dynamically /

; Relevance: Im @éﬁ’%’ ¥ directly Optimisation: Images should be %////////////j///////// EdUCO‘UOﬂ
1 related to the coneet they accompany. optimised for fast loading times Loading Time: Videos should be |

I Relevant images enhance the without compromising quality, optimised to load quickly and play

; understanding of the content and make ensuring they do not slow down the smoothly without buffering, providing a

2

N




PRE-PRODUCTION DOCUMENTATION & P

Types of Content for Interactive Digital Media Products

In interactive digital media products, various types of content are utilised to create an engaging and effective user experience. Each type of ¢ ‘
specific purpose and needs careful planning to ensure it meets client requirements and enhances the overall functionality and aesthetics o = =

.
it e . L

TYPE: AUDIO

*  Music: Background tracks that set the tone, mood, or theme of the content

* Sound Effects: Short audio clips that provide feedback, emphasise
actions, or enhance realism

* Voice-overs: Narration or dialogue that guides users, explains

G

.

-

.

content, or adds personality %///////é/////%
, b
Example Scenario: e
Developing an Interactive Adwgggigme, v F° -~ ( Example Scenario: 2/ Z/%
W/ )4;,; F : el % ., ® @ - £3 - //A ///
i Creating a Educational Website for Children Aged 6-8 .
1. Background Musm: SF"[ tL’ » ,, . ' y: Use hligh-qual‘lty - %  Considerations:
and enhance immersion wiNa “recording equipment and professional voice 1 ty photos of
varied tracks.matchmg different | aftors to ensure clarity and authenticity ‘ children engaging in various images are hi gh-resolution%
game scenarios ‘ = File Fo-rmat. Use MP3 for backgrounq music educational activities to create an maintain clarity on all devi
2. Sound Effects. Provide feedba;k a.nd Yo:c.e—overs for.a balange of quality and inviting and relatable atmosphere specific attention to the lar
and realism through short audio file size; WAY for high-quality sound effects 2. Ilwstrations: Custom illustrations of screens often used in class
d'[_’s triggered by user actions = Appropriate Length and File Size: Keep characters and scenes that align with | = File Format: Using JPEG for p
5. V0|ce‘-overs.‘ Narrate the background music loops short and seamless, the site's educational content and for transparent illustrations a
storyline, guide quests and add sound effects brief, and o branding, making learning fun and icons to ensure scalability an
personality t.o chgracters with voice-over segments concise to maintain engaging < Size and Scalability: Imple
clear, engaging dialogue engagement and ensure smooth gameplay 3. lcons: Simple, intuitive icons for responsive images to cater tc
~ / navigation (home, back, next), screen sizes, ensuring quick
interactive elements (quizzes, games) without compromising quali
Using your knowledge or research, fill in and actions (download, print)
the missing information in the table. .P

Complete the details for each category's

types, usage, considerations, and an
example scenario where needed. 4

COPYRIGHT

engagement and functionality Show locations, provide geographical

L

Animation . . g
r ' motion graphics y - » 2.
: Types: and Uses of . 1 Text : 4 , arrvey information, provide Readability and P ROTECTED
1 Interactive Elements in :  |"Instructions, enhance accessibility concisenes
: Digital Media I Tables Layout and readabili '
I 1 . use of heg ,i
. L ' oy U O ise information, highlight k 9
I Interactive elements in digital | 2 / , Summansgm ormat.mn, ighlight key Clear structure and/ v
i . . B } .1\ B points, organise content style, conte
: en;:: l:ei\olir:e ISn E\fr % /firms Input fields, submission buttons 09
| gsp 2 _
: and requiring / Navigational Guide user navigation, enhance
1 consideration to en:¥ ,, ////‘ ]— Buttons usability, structure contentaccess | . S
i
i
i
i
I
8

Maps .
across different platforms and P context, enhance user experience
) p Quizzes Engage users, assess knowledge,
applications provide interactive learning
_________________ Layering order and
Layers ; |
Y design, de it

© ZigZag Education, 2025



M Consistency: Ensure that similar actions have similar controls across the application to reduc- *he le. gj/\/mg Ct o
I Accessibility: Design interactive elements to be accessible to all users, e.g. provid= 't i -

7
i =

M User-centred design: Focus on user needs and usability when planning interactive features. - ' 4 .
exi //m/ J

Planning the navigation betweer 4 ~ 'sc

Navigation diagrams, also known as sitemaps, seve - L //% = Aruct fire of an interactive application, website or multimedia
project. They visually represez e fere %c .
architecture. This helps d (S : /
experience is intuitive anc

Components:

%
. fome
Each node in the diagram represents a specific Lines or arrows between nodes indicate the |
page or scene within the application. Nodes can | connections or pathways between these pagesor | |
be depicted using shapes such as rectangles or scenes. These lines show how a user can navigate
circles, each labelled with the name of the page | from one page to another, e.g. clicking a button % |
or scene, e.g. ‘Home’, ‘About Us’, ‘Product Page’. | on the home page to go to the ‘Contact’ page. Products About Us

Steps to creating navigation diagrams:

Step A: Represent each page or scene with shapes, label them, and connect them with arrows
to show how users will navigate. Organise the diagram by placing main pages at the top and
linking sub-pages beneath them.

E E

Product Details Contact

Step B: List all the primary pages or scenes that users will interact with, including main pages and sub-
pages that provide additional content or functionality.

Step C: Identify the logical connections between these pages and consider how users will navigate
through the application.

Correct Order: Step | ,, followed by Step

i
L Roove are the steps to create a navigation diagram for a
PR digital application. The steps are currently out of order. Write the
correct order in the boxes provided to show how to properly design
and illustrate the relationships between key pages or scenes.

© ZigZag Education, 2025

Planning responses to interaction (feedback/closure)

M Feedback mechanisms: Design visual or auditory cues that provide feedback, e.g. a button might change colour when clicked.
M Closure: Ensure users know when a task is complete. This could be a confirmation message after submitting a form or completing a purchase.
M Error handling: Plan for potential errors and guide users to resolve them, e.g. highlight missing fields on an incomplete form.

PRE-PRODUCTION DOCUMENTATION & P

n Pre-production documentation and planning are crucial steps in developing interactive digital media. They help ensure that the final product r%

7
g
.

_

Planning i
Effective planning

S

] enable
£ navigat%
S N
@ triggerizng
interactis
/
Forms /
n f
2 in qrm%
5 typicall
- boxes %
down rr%
/
£ | Media e
g clips er%
5 s &7y
i dynami
s
il
/
- Animati
8 providi%
g throu.g%
£ transm%
elemen
.
{ .
Example: Imagin;
interactive features:
Identify user'%
account, log in, w%
.
9 Define contro ¢

Buttons =» Brows

Animations = S

screen. Wireframe

e

Show how users

B

Review wireframe
This iterative proc

e

. & 4

.

G

.

-

_

U

_
///A 3

P

\\\\\\\%
|

.
-

= Y

4

)
.
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§

=

W

.
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TECHNIQUES FOR SOURCING SUITABLE AS

When creating interactive digital media, sourcing suitable assets is a critical step. This includes P

finding images, videos, sounds and other digital elements that can enhance your project. . _
Fill in the missing

file format for
each of the

“ descriptions. P
Sourcing suitable assets . N

&
=

Technique Description

Using tools and
Advanced techniques to
searching > e %

CJgierBing
ign-resolution landscape images’
/// ~date, size, colour, usage rights, file type)
oolean operators, e.g. AND, OR, NOT

e  Resolution, e.g. high-resolution images or videos
e  Aspect ratio, e.g. 16:9 for widescreen layouts

e Format, e.g. PNG, MP4

e Length/size, e.g. 30-second audio clip

bo®a on specific
characteristics

Search by
feature/property

=
.

e  Creative Commons (licences with various terms), e.g. CC BY
(must credit the creator), CC BY-SA (can be shared and 99!
adapted if the same licence is maintained) prinsiples for
. creating effective
o Roya'lty-free.(no recurn'ng.fees) 3 naming
e Public domain (no restrictions) 8 conventions for
e Stock libraries, e.g. Getty Images, Shutterstock digital media files. »

. Suggest three key
Finding assets

Search by licence | with appropriate
usage rights

Sources for e Stock media websites, e.g. Shutterstock
Libraries pre-made digital | e Free libraries, e.g. Pixabay
assets e Academic and government resources, e.g. BBC Archives

Example: Creating an Fducational Interactive @5:@%%///%//////////// T
Overview: You are a student working on an educational interactive website out : // arll evél Cew %

//‘
various media elements such as images, videos and audio clips to engage us ///

Steps to identify and select pre-made diqi %m‘ﬁ

--------------------------------------------------

% . 5 /’ | ,///;/’
L with I/;Mtheme and

Goal: Use high-resolution and : issues

Goal: Ensure the well-produced media to improve the

purpose of your . e i

= Action: Search for \o4 ‘,/,,%%ages, videos, and audio
clips specifically related to World War | events, key
figures, battles, and artefacts

high-resolution images and HD videos

¥
i 4 x /a///// ---------------------------------------- H
»//»,..1,“@ ’j/ : ///”?/ QUALI _ E Goal: Check

= Action: Rev

: overall quality of your project : to ensure t
k= Action: Filter search results to show only ) educationa

: Example: You discover high-resolution collections, you

Ens

e

jromeiy

=

|

L

Example: You find a collection of public domain images from
the National Archives showing significant events like the D-Day
landing and wartime propaganda posters. These images directly
relate to the content of your website.

: : photographs from the Imperial War Museums’ it thatitis availa
: digital collection. These images are clear, detailed =
: and professionally produced, enhancing the visual  : allowing you to
i = appeal of your website.

: i Attribution-Non

: source and do n

. &

|

«

.

.

&

.

-

A

.

=

]

e

%////
.

a i

/
-
%/%

J

—
e

W

=

e
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STATIC IMAGE,
MOVING IMAGE &
AUDIO ASSETS

Static image types:

Enhance image
visibility and
dynamic range

4 Read the following statements about

T False: V . dof vector and bitmap images and decide : , .
rue or False: Vector images are composed o whether they are frue or false. : £ 5 Correct colour

individual pixels, each with its own colour value. tones and
enhance the
overall look

True or False: JPEG, PNG and GIF are common formats for bitmap images.

True or False: Vector images are ideal for logos and icons because they can be scaled i'/»/ a0
P g

losing quality. s P _
3 e b Resize images

for specific

dimensions or add

space around
the image

True or False: Bitmap images are known for their infinite scale’ - .

True or False: The quality of bitmap im g
True or False: Vector images ar il (¢!

True or False: Bitmap images are r text-based graphics where scalability is important.

True or False: SVG, Al and EPS are \&

i

True or False: Bitmap images, such as JPEG and PNG, are well-suited for use in detailed artwork and web
graphics requiring specific pixel dimensions.

‘mats for vector images.

Enhance or stylise
images with
various effects

—

True or False: Vector images are widely supported across various platforms, making them ideal for

detailed artwork and web graphics. e

Moving image asset types:

v

-

Ve

Video refers to recorded moving Animation involves creating the illusion of .

visual images that can be played movement by displaying a series of images TEChanueS to repurpose
back at varying speeds. It includes or frames. These can be 2D animations, audio/moving image
formats such as MP4, AVl and MOV. like cartoons, or 3D animations, like — =

computer-generated imagery (CGI). Adjustin

f/l . consistent volume levels

Videos are used in films,
advertisements, tutorials, social Animated assets are used in films,
media content and more. They games, advertising and educati- '

;%’novigg audio/video clips

Adjust video playback speed

can convey complex information content to illustrate ¢~ without altering the audio pitch
effectively through visual and stories and ~n- ﬂ«,é” < Edit sections of the audio
; a w littin . . .
auditory means. X L J P 9 recording / video footage easily
- @A e s s.ert’as Pixar's ‘Toy Story’ T Shortening the start and/or end of
Platforms like Instagro e ! - __Jariimated assets to create vivid, 9 an audio / a video clip
and Facebook host si _, engaging characters and worlds. These Making the audio/video longer by
that range from personc » animations bring stories to life in ways Extending looping segments or adding
challenges to educationc Fov MM that are visually appealing and additional content
and promotional content, erigaging emotionally resonant for audiences \
users through visually appealing of all ages.

and quickly consumable formats.

Creating and repurposing video assets
* Use the import function to bring video footage into the editing software. Organise clips into bins or folders for easy access.
* Drag and drop video clips onto the timeline. Arrange them in the desired order to create a coherent sequence. Use multiple tra

o
o

s

eN
.

-

-

>

-
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INTERACTIVE ASSETS

Interactive asset types:

Interactive assets are essential in digital media for enhancing user engagement and providing dynamic content.
Examples include:
1. Diagrams: Visual representations that allow users to interact with different. . 'get more information.
Use layering, hyperlinks, or actions to create interactive areas. o / // o
2. Maps: Enable exploration of geographic information throrigh %M '
Embed interactive maps using map APIs and enh2nre /'

/ S 3, and real-time data.
" ma - pop=Ups, and layers.
3. Buttons / Rollover Buttons: Change appe=- = &r /
ff _

_dditional content when hovered over or clicked.
Use CSS for styling and JavaScrin
4. Navigation Bars: Help use: /// a’ L ite'easily, often with drop-down menus and dynamic elements.
for styling and Jave 7 < ¢ %;/////drﬁ% ke Bootstrap for responsiveness and interactivity.
5. Fris el elements like text fields, radio buttons, checkboxes, and drop-down

O
L Ay . . . . ‘.
’Ll_.?‘"”émm namic elements with animations, clickable content, and transitions to engage
— -
. 7

The uses Bootstrap classes
for a responsive design. The navbar-expand-lg
class makes the navbar expand and collapse
based on the screen size.

A featuring the latest student film
projects, with eye-catching visuals and brief
descriptions will immediately capture visitor attention
with dynamic content.

A introducing the media
club, its mission, and the unique aspects of the
club provides a quick overview for new visitors.

/A simple, intuitive for
prospective members to apply, including fields
for personal information and areas of interest
streamlines the process of joining the club. The
required attribute ensures that these fields
must be filled out before the form can be

\submitted.

A .
expand with de

individual proje g
enhancing user e\

A list of how-to articles and video tutorials on topics
such as scriptwriting, filming techniques, and editing
provides in an engaging format.

A featuring various film-making
equipment with interactive pop-ups offering usage tips an
sample footage.

. &

C
L

a
@

e
<

ol

_

o

a i

/////%/

-
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TECHNICAL SKILLS TO CREATE

A responsive design ensur

INTERACTIVE DIGITAL MEDIA 1 RECEREIIG

e.g. a hamburger menu on smal

LA el

s

Product Folder Management Naming Conventions

When creating interactive digital media, organising Using clear and consistent naming conventions is esse-
product folders effectively is crucial. '

le management.

-

o

.

L

.
<

Description Example Example

/
.
-
-
.
-
.
-
-
.
-
-
Root Main directory Project Name %n using lower-case letters main.css % Z///
Folder for a project ~helps in avoiding confusion between /hste;y Jof % @
different systems that might be . % -
case-sensitive Main.css % n %
Styles % % // //
in v1.0; . -
Folder Use dates and When dealing with multiple versions or m:::'zigl:’ % / - ////////%
versions updates, include dates or version o LS % % /%
numbers in a standardised format main_ 20230618 js % //// //
Inside the root documents - ' - 7 i
Subfolders | 2" " e Avoid generic | /\Y0id names like final, new, or updated |, ¢ inal_project.docx % -
different types mef’“ naries as they don't provide clear information use project brie_fpvzj do;x ' % 0.
of content scripts about the file’s content or purpose - % .
styles % /////////
Be specific and Names should be as concise as possible | btn_submit_hover.png /s better than
Stores all scripts concise while still being descriptive button_when_user_hovers_submit.png
. scripts and mainjs
icrllgts code files, such utlisjs /_"/”7 o _
OHer | as JavaScript or ADVANTAGE: Ahonzor}tal or
Python scripts vertical navigation
bar typically contains
Stores all nages DISADVANTAGE: the main hyperlinks
imaae backgrounds to the primary
Images g o sections
Folder assets such as buttons CO PY Rl G HT
icons and icons
backgrounds “ Give one advantgasct P ROTECTED
Contains all media ‘ /////
Medi multimedia audio f 2% ' I 29
E el dla content such as video R e e v
older . >
audio and e Mouse clicks
video file: . i - e Key presses 09
. Triggers Events or actions by usgrs that initiate a specific e Mouse hover E d .
Stores all % ame response or behaviour on the web page e« Form submissions UCQthn
i P ;fccumenti Y
Document project . o Page load
documentation, | * meetingnotes i
Folder briefs and 7 project brief ¢ e  Displaying a pop-up message
notes Bohaviours The responses or actions performed by the web e (hanging an element’s style
page in reaction to triggers e Moving an element
e Updating content

© ZigZag Education, 2025



TECHNICAL
SKILLS TO CREATE
INTERACTIVE
DIGITAL MEDIA 2

/Key Elements in
Master Pages / Templates

Foundational tools in web design and digital media
creation, ensuring a consistent and professional look
across all pages by standardising elements such as
layout, house style, and navigational struct::e.

Inserting Content

Inserting content into interactive digital media involves strategically placing
text, images, multimedia, and interactive elements to effectively convey
information and engage users, ensuring a rich and dynamic experience.

Fixed content
refers to the elements of a website or digital media product that remain
constant across all pages. These elements provide a consistent framework
and ensure that essential information is always accessible to users.

brand identity and provide a visual anchor _ 3

/////////M

easily move between different sectinns of the s

) , , ,, T L TN :
Contact Information: Key 5 SUG. S /wérs email ‘
. .4 s 5 o .
addresses, or social medi. W LT €asy access s

Legal Information: Terms be ot Y poficies, and copyright notices are
commonly placed in the foc ﬁé‘}m
Additional Navigation Links: t’rﬁfijs%o secondary pages, such as FAQs, site
maps, and support pages, can also be included in the footer

Advertisements or Promotions: Fixed promotional banners or ads can be
placed in sidebars

Widgets: Widgets for recent posts, popular content, or social media feeds can

be fixed elements in the sidebar

_  feovsscosssovsscoossccossoonsseey . 7

Logos: The company or brand logo is usually placed in the header to ma}in‘r' ’ s )

Navigation Bar: A consistent navigation bar across al! D gy » /t < u/ -

- r - : Sc;
// /
%
i . .
1. fe: ) gy Aaster Pages / Templates %
il %TM §e' ' payes to consistently repeat design and layout elements across %
-~ _dltiple pages. This allows you to create and update these elements in
| one place, ensuring a unified appearance throughout your media product.
e Design a Layout: Start with a wireframe or sketch of the layout.
Define the position of fixed elements like the header and footer.
e  Apply House Style: Use your chosen colour scheme, fonts, and
design elements consistently across the layout
e Define Editable Regions: Mark areas where page-specific content
will be placed
e (reate the Template: Use web development tools or software, e.g.
Adobe Dreamweaver, to build the template
\&
(

7 faL } onteat

N od W A -

or renig hare  secifi- o /Mthln the template where unique
. \be mm«%fr updated for each page. These areas are

:0.‘..0.‘................'. e ePeOBOIRPCEOOROOBORORBEBOBOBEDS

E Text Sections: Paragraphs, headings, and other text elements that
provide the main body of content for the page

Image Galleries: Collections of images that can be updated or changed

to fit the context of the page

Videos: Embedded video content relevant to the page topic

Forms: Contact forms, subscription forms, or surveys that can be placed

within the editable regions

Tables and Lists: Data tables, bullet lists, or numbered lists that organise

information clearly

Interactive Elements: Maps, charts, or other interactive components that
provide dynamic content

R R R R R R R R R R

sesoee
2000020000000 RNOOCRSOOSSIROOORDROES

. & 4

.
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TECHNIQUES TO SAVE & EXPORT/PUBLISH |

.

Native File Formats . /
During the creation of interactive digital media products such as websites, mobile apps, digital maps, e-learnizzgts ts, information inﬁ //
points, and games, it is crucial to save your work in the native file formats of the software you are nsin” .. = mnaintains the C %///////////%

G

-
_

L
-

.

i
iy,

.

| Version Control
Version control systems (VCS) like

Y

E-learning (templates) Git are essential for tracking
: changes and collaborating on E—
Products html, .css, j En:jects. Using vers’:;)n canltrql f ' %
. . elps you manage the evolution o )
Mobile Apps Java, Kt (Kotlin) your product by allowing you to: // /////////////
Xcode Sswift |

r

© Roll back to previous versions
Websites Adobe Captivate .Cptx if something goes wrong
(2] Experiment with new features

o

Games Unity .unity (scenes),.cs (scripts) without fear of losing the I
Information current stable version | — '
Points ArcGlS mxd, .api © (ollaborate with team %

-

members without overwriting
each other's work

Digital Maps Kiosk Software (various) | .html,.css,.js,.xaml (WPF)

“ Match the appropriate native software and file formats to the interactive digital media products.

Platform-independent File Formats

Using platform-independent file formats ensures your product
can be accessed without requiring specific software installations.

Complete the table below by filling in the pletform-independent
file formats and their compatibility S interactive digital

COPYRIGHT
PROTECTED
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TECHNIQUES TO TEST/CHECK THE TECHNI

PROPERTIES OF INTERACTIVE DIGITAL MED

Methods of ///// pies e penioren % underst

_
T EStin g an d This plan explains how we will test the new mobile game, focusing on the ‘what will be the ov ///////////////
_ /////////////

Purpose tested, and the resources needed. The game is designed to ke ith fun gameplay
Checking :

_

il

|

and impressive graphics. gl

L

: . v" User registration and login . /// //
Using organised steps to make which .
su:ega pr%dulct workrs) properl ¥ Main menu navigation 'fBj:rteigsaslietri\éir theg //// 4 /%
performs well, and gives users a Features to :: IGameplaY m;/{/ ~gression (tested separately) % bet /////////é/////%
. . . -Q%2 2 - . . . |
good experience while meeting be tested y 2 q%%/% ’ aéi}crf’(%vgf//rflents v" Third-party integrations % k(:\p %///////
the required goals or expectations. 2 A o (assumed to be tested || /
: . . im P
e - |np - <n(junct:orrlaflltry i by their providers) % fo %//////é////%
This highlights the most ir g% g5 and User preferences _ %/ _ T EE
parts of the game that neet 100 . Test manager: Jane Doe Testing framework = Appium Lo - PN
testing to make sure it w. \e @:t’»‘*‘” QA lead: John Smith Bug trgcking N PP This lists )
ly and k he ol LAl :
Property and Keeps USErs he g Fersonnel ;z;ts\;;“/;;;csemhnson, Performance testing > LoadRunner and devic
. % Developers: Dev Team A Devices - iPhone 12, Samsung Galaxy S21, Google Pixel 5
each task during testing to make
sure everyone knows what to do Test planning 1July - 7 July v" Test plan
and stays accountable Test case development | 8 July - 14 July v Testcases

Schedule Initial testing (alpha) 15 July - 22 July

Bug fixing 23 July - 29 July
Final testing (beta) 30 July - 6 August
Release preparation 7 August - 10 August

v Test logs
v' Defect reports
v' Test summary report

This shows the schedule for
each stage of testing to help
keep the project on track

created
testing

All critical and major issues are fixed

The game runs smoothly on all target devices
Beta testers give positive feedback

The game meets accessibility standards

This explains what makes a ¢ Success
test successful, ensuring the criteria
game meets quality and

AN

performance standards Nicke and © Delays in receiving the latest build + Regular communicatiz . s gg developmentteam |
F . O Issues with testing tools A ( ) PY RI ( ; HT
This highlights any risks that could etion O Unavailability of testing devices + Sec //@‘f“/c ices b This explains way C
affect the testing process Develop test cases for all feat~sy 1 gpe / e L the im;l)(ac; of any PROTECTED
L = risks during t

Review and approve *» « ¢/
. Execute tes'
The test plan explains the Testing P 5 | Kyilts 2n g wbfe
goals, resources, schedule, and tasks SEUE b s T
scope of testing. It includes: | nduccTegression testing to ensure new
Purpose of testing gl \ \ % changes do not affect existing functionalities
Features to be tested - '
Testing tasks
Team responsibilities
Test environment set-up
Risks and backup plans

Oooon

Ensures all functionalities are thoroughly tested. Uses
process to track and fix issues efficiently. Confirms th
problems don't return and new changes don’t cause ne

ig
ag

e

s

" Jnvironments

Development environment

Staging environment . Ensures testing is done in enviro
Ensure all testing devices have the latest OS versions that closely mimic the productio

GITGITERGIE = Install the latest game build on all devices

4343

/

Keeps the testing environment
reflect real-world usage con




TECHNIQUES TO TEST/CHECK THE TECHNI

PROPERTIES OF INTERACTIVE DIGITAL MED!

Methods of Testing | =

Che

_

s

Success criteria: Define the benchmarks for passing the tests, ensuring all features work correctly and
that the game performs reliably, offers a smooth user experience, and meets accessibility guidelines. and

%,

©H a

M Al req}jired features (e.g. user registration, gamgplay, in-game purchases)are:‘"/"‘r Correct Da Zg// ; %%
M No major bugs affect gameplay or user progression i input fields .

I Works across a range of operating systems (0S) data formats. | L

M The game responds correctly to user inputs o e torme S% Zé/{

M Correct error messages are shown fpf unevp - e.g. email fi 2 %//////////%

N accept prope e

emailaddres% % // //

- AT
= L

4 Add some i z %////// /%

more examples o

of success criteria e /%

|

Accessibility compliance: Ensure the game meets standards for users with disabilities. y /////////////

> & .

® i & @ @ @)

“ /

Visual Audio Motor Cognitive Satisfaction . /

Options such as colour- Subtitles or captions The game supports (lear and concise The game meets -
blind mode and high- are available for all alternative input methods instructions, simplified accessibility standards
contrast text/Ul improve audio content, and (e.g. switch controls) and modes, and features (e.g. WCAG) to ensure
visibility for users with volume controls are | offers customisable control assist users with inclusivity for all players

visual impairments easy to access options cognitive disabilities

COPYRIGHT
PROTECTED

Functionality tests: Ensure smooth navigation and issue-free access.

Navigation Elements Interactivity Elements

5 ¢ w / % Ensure inputs are processed correctly
*  Check forms can be filled, = i 4, aﬁd ot @{grly and display expected outputs
*  Check interactiv: VA /\ .,/Z{h '%pcff’fd asexpected | * Ensure user data is saved and

s

1 retrieved accurately

Ensure all navigation elements * Ensure buttons trigger the correct 275~
(menus, buttons) work properly,
allowing users to move through

the application smoothly

ig
ag

Slowing down | o

Fill in the blanks based in the table below:

BR

Performance of multi:

. _ . , speed on purp / .
;s 1-2, 2-3, 1, buff , distortion, lated - . .
Ensure multimedia assets loa td e provide a high-quality user experience. SIS S e PR test how ap% %//////////%J////// EdUCQ’t!Oﬁ
el ’ websites peﬁor% .

Loading Times Quality & Performance I et %

Ensure multimedia loads quickly to prevent user frustration: Image Quality: Images display correctly and are not or distorted conditio s

. (M . s e (T B —

- In.mges. __seconds = Anm.latmns. \.{_seconds I}:I Video Playback: Videos play smoothly without orlag \

= Videos: (__ seconds = Mobile Apps: & 1-3 seconds Audio Quality: Audio files play without or drops in qualit
= Audio: 0 ___seconds = In-game: (U 1second | | g Y: play E— ps 1 quatity

.

e



INTERACTIVE DIGITAL MEDIA &
areas, including client requirements, targe
Techniques:
v"  (heck text for correct grammar, clarity, relevance, accuracy, and tone

v Check images for good resolution, relevance, appropriateness, and copyright issues {
v (Check videos are good quality, relevant, the right length, and accessible

N user ﬂd;{/ﬁrg/ L
ment curttinues.
)

=
 Emn S R S S O O O O W S R R S R

Suitability |
of Content

Ensure content is
relevant, appropriate,
and matches the
audience needs.

Suitability for Client Requirements,m, %

[ Creating Interactive Digital Me

// ”’///
" Scope of work

(Sow)

A Define the terms scope of work
(SOW), client brief and user
acceptance testing (UAT).

Importance? M.

. /heir needs, leading
to h'i& > ( on and more future
business opportunities

Schedule a meeting with the client to
review the final product, demonstrate how | cli

it meets the requirements, and collect

feedback on any issues or discrepancies %

A product that meets the client’s
requirements is more likely to succeed,
as it solves the specific problems or
needs of the project

Client Brief

Interactive Feature
presentation: demonstration:
Let the client explore  Create a demo that co
the app, test features, shows key features

Following the client’s brief prevents
Avoids Scope Creep scope creep, where extra features or
changes cause delays and higher costs

and perform tasks to and how they
Ensuring all features work correctly is User acceptance . .

0 k ~ key to quality assurance, reducing testing (UAT SXperience fow TECKhe clents
4 e ' it works requirements

defects and issues after launch

Delivering what was agreed shows

77

-

ountab professionalism and builds trust with Advantages
the client !

) ‘ ' , " More engagement because th%
Aspect Advantages Disadvantages  gm W LI b product is relevant and easy to L%
. e . . Focusing only on -2t sri, ) — -

Client Satisfaction | Leads to repeat business and good reviews i . Increased likelihood of repeat u
4 d I | | UserRetention od lovalt %
Proiect Success Increases the chance of success by | s i (100 Sty orief might I and ‘oyaty =
/ meeting clientneeds ., "< ) ath, Mm/im’ hings change I | Market Success Greater adoption and success b %
Avoids Scope Prevents extrachanges "1 oL Ca / Rig«rthange rules can feel too formal I meeting market needs %
Cree o Hexti kil LAl 7 or slow f isfacti /
P A ) e ' ' ‘ I || User Experience Improves §atnsfact|0n and %
Quality Assurance _prdnned, Testing can take longer if requirements I enjoyment /
N gy el are unclear or complex j [ Brand Positive experiences build a %
Accountability and Builds N ///Mm”f e client by showing Relying too much on initial requirements Reputation stronger brand %
Trust " professionalism can be problematic if client needs change I : |
— - I Tailored Content | Makes the product more relevan o
Cost Management Helps manage costs by sticking to Extra feqtures might be rgqqested, and Features the target audience %
agreed features needing careful negotiation I — - —
Documentation Provides clear structure to meet Over-reliance on documents can limit I Competitive Meeting the target aud|eqce Z%
and Clarity client needs creative solutions j [ Edge needs better than competitor §
- : - - i /
. . o Following the brief too strictly might | || Feedbackand Direct feedback helps make %
Risk Management | Reduces risk by delivering agreed features make it hard to adapt to new challenges | Improvement improvements %
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IMPROVEMENTS & FURTHER DEVELOPMEN

/
.

Constraints Limiting the Effectiveness of Interactive Digital Media
Interactive digital media has revolutionised how we consume content, engage with brands, and
interact with technology. However, creating high-quality interactive digital media comes with its
own set of challenges. Several constraints can limit the effectiveness of these media projects,
impacting the final output’s depth, quality, and user engagement. These constraints span acr' =

Creating interactive digital media
certain limits. What ge™ ™% thilg
to create good qyf ~1:

hardware, softwar

Provide one examp £<

has been done for you. w

«“each of these areas could
affect the quality of &digital media project. An example

Development

Tight deadlines can limit the depth and quality
Deadlines of the media produced

I A\ O Client Satisfaction High-

quality and effective media

mmmmm  Can lead to repeat business
and additional projects from

successful
interactive
digital media

© ZigZag Education, 2025

satisfied clients

@ Reputation Building
Successful projects build

:
-

o

o

 Interactive Digital Media Improvem
The landscape of in* sactive digital media is continu
dvancemc ,,‘z'»'f','énology and changing user exp
f %ctﬂ;}xperiences, it is essential to f
o van o S of digital media production. Enhanc
~_dity, content and concept, animation/video, and
~ user experience, making the media more engaging,

Rl

et

e

=

Improvement

that all elements follow the same style.

Design Elements Library - Develop a library of design e
Visual Motifs | buttons and backgrounds that can be reused across the

Voice and Consistent Messaging - Ensure all communications, wh
Tone with the brand’s core values and messaging.

|

Colours

Fonts

Buttons

Logos

Imagery

Animations

B (S dia can be made better by improving di

1 % 1y [ ortant fo keep these things the same across all parts

Aspect

Search Functionality

= . Breadcrumbs
a positive reputation,

attracting more clients

and opportunities Interactive Media

Engaging Buttons
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