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Teacher’s Introduction

Included in this teaching pack are workshops and lessons for Component 2: Developing Digital Media Production
Skills {teaching from September 2022). Accompanying information sheets are included in the workshops as well as
handouts and resources that caver all of the learning outcomes required for the course. Compeonent 2 allows learners to
develop their skills and techniques in media production processes in one of the following media sectors:

s Audio / moving image
s Print

e Interactive media

Always check the axam board

This teaching pack provides 29 workshops and lessons across afl three media sectors | website for new information,

{vou may need to select the workshops relevant to your chosen media sector only). including changes to the
1517 workshops/lessons have been provided per media sector, some of which you specification and sample
may wish to split over the course of two workshops/lessons, assessment material.

The learning cutcomes and guided learning hours are as follows:

Learning sutcome A: Develop and apply media pre-production processes, skills and techniques

Learning sutcome B: Develop and apply media production and post-production processes, skills and techniques to
create a media product

This teaching pack covers the following topics:

Al Media pre-production processes and practices

A2  Media pre-production skills and technigues

B1  Media production and pest-production processes and
practices

B2  Media production skills and techriques

B3 Media post-production skills and technigues

B4  Review of progress and development

Learners will need access to:

¥ production facilities for at least one of the
three media sectors {(audic / moving image,
print, interactive)

v’ arange of existing media products, e.g.
DVDs, audic podeasts, advertisemeants,
magazines, brachures, games, websites

¥ glibrary and/or internet resources to carry
out underpinning research

¥ video recording and playback facilities to
support development throughout the
component and for recording of
presentations and other evidence

v’ an Internet connection and digital rescurces

Workshops /lessons set out under each learning cutcome have been
designed to allow for flexibility and give you multiple options for
activities, including: starter activities, main activities, exposition
activities, plenary activities, and extension or homework activities.
Time Hmits have been provided as guidelines, which total one hour per
lesson/workshop (if you were to select a starter, main, exposition and
plenary activities).

As mentioned previoustly, although designed to last one hour, most workshops/lessons could easily be extended
depending on the needs and abilities of your learners. | would recommend that learners purchase a ring binder with
subiject dividers to keep their work in, as it will come in handy for preparing for the assignments and for evidencing
learners’ own progress and development of skills and practices. Alternatively, free blogging sites such as Blogger
{(www.blogger.com]} are a great resource for documenting progress.

A practice assignment has been included in this teaching pack which can be used in the lead-up to the PSA for
Component 2. You should also refer to the sample PSAs / the PSAs on the BTEC website for guidance. The completion of
the practice assignment has been split across the relevant extension / homework task for each lesson. You may also
wish to set the practice assignment separately from the extension / homework tasks to allow for a more controlled
mock assignment session/setting. The practice assignment will fake approximately 10 hours to complete.

October 2022

A web page containing all the lnks listed in this resource is conveniently provided on ZigZag Education's website at
zzeduk/11775

You may find this helpful for accessing the websites rather than typing in eacfr URL.

This resource contains only practice assignments for students to complete to help them prepare for their
assessment; for actual assessment you must use the assignments provided by the awarding body. By
completing the practice coursework activities throughout the learning phase, it is intended that students will
cover all of the kinds of things they will be asked to do in their actual assessment. Alternatively, by setting a
‘mock assignment’, you can prepare your students for the scale and experience of completing an actual
assignment. You may wish to mix these approaches, e.g. by taking the first approach through the first
Learning Alm, and setting a mock assignment later on for others; or vice versa so that when they do their
very first assessment they already have some experience of assignments.
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NatashaAndrew
Text Box


What to expect
«  Creating a media product from gne of the following sectors: audio / moving

e Workshops to develop understanding of media production skills and technigi

{pre-production, production and post-production)

What will learners need to do? 5
@  Learners will need to create the content for their media products themselve
secondary sources, such as an image or a sound effect . Z

B

¢«  Learners will engage in an ongoing process o
®»  Learners will experiment with diffe
an index page and links to eag

Learners will maintain a record of how ariginal content is created, e.g. anno
e Learners will experiment with technigues for exporting digital media produ
compression techniques, selecting an appropriate file format and export set

About the learning outcomes

Learning cutcome A: Develop and apply media pre-production processes, skills a

learners to experiment with different pre-production processes and practices, T

this should include:

e Considering different stylistic approaches

e  Considering ideas for content and ways to structure initial ideas

e  Considering how to create a specific atmosphere/mood/tone

e  Considering ideas for storylines, characters, content and gameplay A

s Considering how these ideas could be structured into scenes, narratives, tir

¢  Reviewing ideas by expanding, rejecting and refining ideas into a selected ig
technigues and approaches in response to the creative brief

Learning outcome B: Develop and apply media production and post-production g
create a media product will require learners to develop understanding of media
processes, skills and technigues. This will include creating original contentin res
are encouraged to experiment with different production skilis and technigues, eg

About the assignment
Learners will be required to work independently niedia product in res
Pearson.
The assignment is mads
practices tog ' nd create pre-production materials (learning outcor
use of proagh post-production processes and practices to develop, revie:
respanse to ™ prief) (learning outcome B).

Students will be given approximately 10 hours to complete the assignment {app A
and seven hours for task 2}. Assignments will be marked and moderated by Pear,
will be released in Gctober and February each year through the secure site. For r
PSA, please go to the Pearson website.

Ks: task 1 —students will make use of pre-p{a

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 2 of 144
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Ten hours will be reguired 1o complete the practice assignment. The practice asg
as homework/extensions tasks within the relevant workshep/lesson plan, The fo
tasks that are for the setting of practice assignments only. The PSAs found on th

used when setting and marking the actual assignment. ‘

Practice assignment

introduction
This practice assignment is intended for you to sh
media production skills to create a media o

ledge, understa E
n to the creative brie

in this practice assignm iplete two tasks:

e  Fortask legesi
produ@sEat 1 als (learning outcome A)

s  Fortasiy Yng production and post-production processes and relatad tec&{s:
and refine your media product (learning outcome B)

You have approximately 10 hours of formal supervision to complete the practice%
® 3 hours {o complete task 1 ’
e 7 hours o compleie task 2

Your teacher will advise you when you can move on to the next task.
You must work independently and you cannot work with or discuss your work w
Ensure all work completed is your awn. You will be asked to sign a declaration of a\

Ensure you reference and clearly identify others.

if you have guestions about the requirements of tasks, what evidence you need
are allowed 1o access, you can ask your teacher during the formal supervision hat

You cannot reguest feedback about how to improve your work, nor can you regus
guestions or problems in the tasks. :

All work relating to the practice assignment must be held securely betwaen sessc}:

Usetul tips
Read the informtion g

ational context and each task section of ths\
prior to stag 5

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 6 of 144
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| Pearson BTEC Level 1 /2 Tech Awardin C
2: Developing Digital Media Production Ski

Approximately 10 hours

{ Practice assignment

A media {ab/studio or working space

A range of media equipment, software and materials
programme being delivered, with anuwropriate safety
Secure digital file storage fo ‘work safe betw
Access to a library and /¢: sources for learne
research ' ‘
Resourgs

You are encouraged to use gender as a creative tool, for ¢

Lreotypes.

®

thoughts, opiniens and themes related to gender
challenging current representations of gender

]

cwraing and evidencing work, such as ¢

ve been asked to produce a media product that aizn.

You must engage with the media production process for ¢
{ produce a media product. :

| Develop and apply media pre-production processes, skill:

| Pre-production phase: ;
You should engage with media pre-production processes
“ generating and developing ideas for your media prods

practical experimentation
applying sector-specific skills and techniques to sha

production material

reviewing pre-production work to refine and improvy

{ A portfolio of work, including:

e idea generation and development
e sector-specific pre-production m:
e review and refinement,

.:¢n and asset logs
annotated images, photographs and screenshots
audiovisual recordings
narrated screen capture/recordings
practical experiments and responses
annotated practical work

i Task 1 will take approximately three hours to complete

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 7 of 144
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Develop and apply media production and post-productic
techniques to create a media product Z

Production and post-production phase: :
You should engage with media production and post-produ
to develop, review and refine a media product in response

applying media production skills and techniques to ¢
applying media post-production skills and iechmqueiﬁ
content together
testing and reviewing production and post-productic
improve outcomes
exporting the final produc

B: Develop and apply

& & B & B® B &

Your portfolio could include one or any combination of:

ce of the development of your media product
post production phases
evidence of testing, review and refinement
the final outcomes of your media production work:
- audio and moving image products should be betw
30 seconds and two minutes ;
- print products should be approximately three pa
- interactive media products should be approximat
levels

written work

research and asset logs

annotated images, photographs and screenshots
audiovisual recordings

narrated screen capture/recordings

practical experiments and responses

annotated practical work

Task 2 will take approximately seven hours to complete

BTEC L1/2 Tech Awards Teaching Pack, Component 2
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Learning cutcome A: Develop and apply media pre-production processes, skil

Basic/limited application of skilis and
techniques used to produce limited pre-
production material

& Basic understanding of pre-production
processes and practices

# Basic use of review and lir;
made between

- ropment process

processes and p
Adeguate use ¢
made between
outcomaes in the
to refine work

used to produce appropriate pre-production
material

e Good understanding of pre-production
processes and practices

¢ Good use of review and mostly relevant links
made between decisions and outcomes in the
development process to refine work

Competent application of skills and technigues

processes and p
in-depth use of
between decisio
outcomes in the
to effectively re

BTEC L1/2 Tech Awards Teaching Pack, Component 2
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Learning cutcome B: Develop and apply media production and post-productic
technigues to create a media product

Basic engagement with production processes
and practices

Limited application of production skills and
techniques to create basic content for a media
product

Basic engagement with post-production
processes and practices
Limited application of post

Basic use of review and limited links
made between decisions and
outcomes in the development process
to refine work

processes and pi
Adequate applic
techniques to cr

processes and
Sufficient applic
and techniques t
content for a me
Adequate media
partial understag
in the brief :
Adequate use of;:
made between ¢
outcomes in the,
to refine work ¢

S

Competent engagement with production
processes and practices

Good application of production skills and
technigues to create appropriate content for a
media product

Competent engagement with post-production
processes and practices

Appropriate application of post-production
skilis and technigues to competently edit and
combine content for a media product
Competent media product produced showing
mostly clear understanding of the purpose
outlined in the brief

Good use of review and mostl
made between decisions
development prog,

_ in the
wily refine work

Thorough engag
processes and p

Thorough engag
processes and pi

skills and technii
combine conten;
Effective media |

BTEC L1/2 Tech Awards Teaching Pack, Component 2
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Practical Workshop 1 - Research, discover a

search skilis and technigue

1 STARTER
Hand out the

uce the topic.

: for learners to complete org

.:/

5 | MAQ :
Introduce examples of research skills to learners. Examples can include: |
e  Report writing ® Criticzé
e  Data collection ¢ Plann

e  Analysis of information from different sources e Inter

e  Finding information off the Internet 4 Criticz§

Hand out the
the research skills listed above. Using the completed
research skills they would use to research their chosen topic {select up to two).
evaiuate the research they have gathered to reach a conclusion. This can be do

3 EXPOSITION

Summarise the workshop, encouraging learners to discuss the advantag

out research during pre-production, discovering relevant and credible sources ar:

gathered. Advantages and disadvantages could include:

Advantages
»  Specific
» Can be kept confidential
» Can provide detailed information

% Can provide knowledge and insights into t

Dusadvantages

Can be costly (e g. pr
Time-consu T
Infoel always be accurate

naires)

VY YW

4 | PLENARY

t. Encourage learners to provide a definit

cult to get participants, and information may be hard to use

the workshop in five minutes.

5 EXTENSION OR HOMEWORK

Learners 1o write up a research report on their chosen topic using the
what they have learnt,

Learners to take part in the 3-4-5 activity. Learners to tell three people f(«f}

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 11 of 144
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esearching a topic wmm‘f

Write down vour broad topic idea:

List possible questions about the topic your research will focus on:

VNI seriecerrerenesrosestasesvssnsosessasssasssensossacatasansessesescstasossstsssssesssessonerestsssescamnsossssssssnssnsnd
WWHIZTT coeririiresinteerr s s et see s esescrs et ssssasaarenesessasantassesersssosanentotessessanasensntesonsasssnnsncs
WWHIETET correrereieenenersnssensnsnsesesssssssssssssresasasnsnsassasasasssnsnsasesssssssssssssnssasasnsnsnsnssssssnsnssnses
WWHIYT et tsses st e st st st s se
WWHIENT it ieetenensnssessssssenesesesesesnsntaseststssessnssssens st sesssasnsscaesssssnsnsnsnt st et ot sbesenererssassnsnens

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 12 of 144
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Research skills workshee

Report writing

Data collection

Analysis of
information from
different sources

Finding
information off
+he Iwnternet

Critical +hinking

‘Plavming and
schedulivg

Critical analysis

BTEC L1/2 Tech Awards Teaching Pack, Component 2

Page 13 of 144
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Research report worksh

Title of researchn:

Briefly describe the results of vour researchn

what did you learn from this experience?
>

Becowmmendations:

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 14 of 144
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Practical Workshop 2 - Generating and dev

/

4 | STARTER

Begin the workshop by asking learners what the
e generating ideas
e  visualising themes/topi

2

You may want to deliver this workshop in parallel to lessons covering n
dialogue, visual appearance, content outline, rules, scoring systems, controls, i
elements that learners are unfamiliar with or have not yet been covered). Lear
understanding of generating and developing ideas by creating a mind map one
sectors {learners to generate a minimum of three ideas {one mind map per ide

| wNarrative and storylines { wVisual appearance

| ©Synopsis | @ Content outline
| @Dialogue 5

This can be done individually, in pairs or in groups of three. Learners can then us
develaping their ideas further using the mind maps they have created. ‘
Useful software for creating mind maps online:

Miro — hitps://miroc.com/ Mural —» hitps:
Prezi —» https://prezi.com/ Canva —> hitps:

g | EXPOSITION

Select learners to share and talk * d maps. Summarise thy

4 PLENARY

Sely give én advantage or a disadvantage of mind maps unt

+ Advantage: can cover complex topics in a visual way
- Disadvantage: can get meassy

g | EXTENSION OR HOMEWORK

Learners to finish developing one of their ideas from the mind maps creaé
one technigue from the Leqi
technigue they used using the 5
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Generating and developing ideas worksheet

TAEA AL e eeesoeees e eses s e es s e en s s en e
TAEA FEDL ettt s s s E
TLABA FED e eer et esee e s s e s e s e ene s en s ee e s resne
T T 1T I =Y S

wiy T used this techiques ...

what were the outcomes of i nique?

Reassns

Plscounted
ideas

Bevisions
fo ideas

Final
selection

\Ninning ideg
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Practical Workshop 3 - Practical exp@rim@nté

o

1 STARTER

Begin the workshop by asking learners what experimentation means to
discussion on the advantages and disadvantages of exper! tion and why it &

rrors, tightly controlled

2arners are to practise experimentation following the step-by-st:

. Each pair of learners will need to identify a key element the
test, analyse and summarise what they have learnt from the exercise. Allow 20
minutes for class feedback.

Key element examples: A
The Experiments with Google website has a collection of open-source experimen
can practise themselves: hitps:/fexperiments.withgoogle.com/collection/creaty
Alternatively, you may ask learners to select either an image, an audio track, a f¢
{these can be ones they have created themselves or found online} and experime;
effects or coding.
Useful links:
YouTube Studio Audio Library: http&://stuéio,youtube.cam/channei/UCEwOGﬁé

e

3 EXPOSITION

Go over the key points of experimentation covered in the workshop, re
involved, with particular reference to the purpose of experimentation and its a

4 | PLENARY

Learners to use the t and complete with three things the
workshop, two things the learner found interesting and one question the learner
out the answer to the question they still have by asking v eacher, or by a

5 EXTENSION OR HOME

o conduct research into the ¢

Learners to use the
brief {page 7) and e,

ferent creative techniques to generate theis
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3-2-1 worksheet

Things | learnt today

Things 1 found interesting

Question | still have

BTEC L1/2 Tech Awards Teaching Pack, Component 2
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Experiment W@rkﬁheetf

What | want to know

What | think will happen

Results/Outcomes
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Practical Workshop 4 - Reviewing ideas

4 STARTER
Ask learners techniques and tools they use to make decisions to:
= review 2 refine 2 expand 2 reject

You may want to provide scenarios to instigate d what shali | have

at the weekend?

iocatlon/sett’mg/envwonment
= Considering the use of sound
= Considering design aspecis
= Considering mode of address
= Considering characterisation
@ Considering different ideas for content {storylines, characters, features, game:
= Considering different ways to structure the ideas {scenes, episodes, narrative§
content, sections} f

Suggested tools are:

Befinition: A wall of ideas is a tool that will help with generating and reviewing i
This technigue uses a set of guestions to kick-start creativity and fill an entire w
How to use: Begin by asking 10-20 guestions aimed at getting creative juices flog
sticky note and stuck to the wall within a set time limit. Ideas that are similar are.
directly related to the theme or not considered useful can be addedtoa parkingé
separately. The wall of ideas can be refined, built on, or new ideas added when ¢
Jor carrying out research. A template has been provided. E

Definition: An idea evaluation matrix is a decision-making tool which can be use 5
It is useful for identifying any gaps that need to be addressed by carrying out ad
How to use: Define the criteria against which the ideas valuated. A scor
defined depending on the criteria chosen. This co inkert scale, rating .
then each idea is scored against the crite, he highest score ist
likelihood of succeeding, and tho st scores are ideas that may ne
Atemplate has been pr

Definition: gtive matrix is a tool that will help spark new ideas based on de
How to use: Draw a grid on the whiteboard with no more than five rows and fiv
central ‘How might we...?” quastion. Using sticky notes, have each learner rando
ideas as they can come up with to the cells in the matrix. To encourage learners
point for each sticky note. The learner with the highest total score wins. A templ

Befinition: Re*ers t{: a place that can be used to capture ideas, issues or questlo
discussion. Th @ ISR § iy
the ideas related to the task. The matrix can then help to |
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How to use: Draw a grid with four quadrants. The matrix is ranked on sase of im

value, so the four quadrants are; Look for opportunities to use; Keep on the rad

consider. These can then be reviewed and prioritised for researching/discussing.

Encourage learners to create their own:
< Wall of ideas

% idea evaluation matrix

% Creative matrix

% Parking lot matrix

g3 | EXPOSITION

Summarise techniques and tools that can be
hey liked the least and those they like

=

ew ideas. Ask le
g reasons for their re:

4 | PLENARY

’?

covered in EEER p to assess understanding.

g | EXTENSION OR HOMEWORK

Learners to finish their examples of:
% Wall of ideas

% Idea evaluation matrix

P,

% Creative matrix
% Parking lot matrix

ach pair taking it in turns to provide an overv

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 25 of 144
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Skills Workshop 1 - Produce, review and mf’%
audio / moving image media productions

ers should understand:
how to produce, review and refine material relev

udio / moving image media producti

4 | STARTER

thinutes to write down as many things as possibie thaﬁ

. enplays
»  Storyboards
=  Shot lists

Learners may discuss this as a group or complete the starter as a game in pairs -}
listed wins, f

2 | MAIN

Split learners into four groups and have each group complete one of the
Afterwards, learners should share their findings with one another.

& Audio scripts
a} Learners to look at examples of scripts. A useful link is
hitps://issuu.com/kellventerline/docs/production-script
{learners may also want to pick out a few scripts from searching online:
b} Learners to discuss the importance of audio scripts. This can be done in
look at the audio script planning documents:

&

¢} Learners to look at tips for preparing audio scripts for recording and ¢
http:/ /theelearningeoach.com/media/audiofaudio-recording -scripti

Audio script definition: the script of an audio / moving image production, such
elements such as sound effects, music, voice-overs (VOs)

& Screenplays

a} Learners to watch the foll formatting screenplays —
: 3 v=XZszextvoyE
b) lyscripts.com and select a screenplay suitable

p"ays clip, learners to annotate the screenplay with

Screenplay definition: the script of an audio / moving image production, such as:s
instructions and scene directions f

& Storyboards
al  Whatls a storyboard? ;
Discuss with your learners what the term ‘storyboard’ means or what 2
This can be done as a mind-map exercise, with the opportunity for grog
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Storyboard definition: A sequence of sketches, directions, e.g. fighting, shot, ieng‘f“i

production process of a project

b} You will need the

The correct sequence for this activity sheetis 1. C, 208, 3: £, 4: A, 5: D,

¢} Learners to identify and discuss the key ‘ingredients” included in plannig

use this as & tunity to research storyboards online. This can be c
activity. 1o be given out after this activity. '
@ Shotlists

Shot list definition: Used in film-making, this details all the camerg shots th

{in chronological order).

a}  What is a shot list? Using the
it Fup the shot type with
‘or identifying camera shots)
b} (between 20 and 40 seconds), lear

Example®o use for shot list activity 2
‘Low’ clip — Pixar short film hitps:/ fwww.youtube.com/watch?v=0i¥sBnj2
San Andreas https:f fwww.youtube.comfwatch?vsiviGFhghalc

The Gregtest Showman hitps:/ fwww.youtube.comfwatchPv=AXCTMGYU
Captain Marvel hitps:/ fwww.youtube .com/watchPv=PiONRKsxb-8

g | EXPOSITION

Go over the key elements covered in the workshop, reminding learners
production of producing, reviewing and refining material, You may want to shar

throughout pre-production.

4 | PLENARY

Learners should sum up what they have learnt in today’s workshop by ¢
video lasting no longer than 20 seconds.

[ EXTENSION OR HOMEWORK

Learners are to §
examples into a shot sequence. You may also want to create your own @

learners to disct

to reinforce thy

review each other’s pre-production material, highlighting at least one strength and

Learners to suggest recommendations (2-3) on how they could revise their pre-pro

This could include demonstrating:

4 Storyboarding techniques

e.g. selecting shot types, sketchmg chare,
important to the shot), addin
infarmation about the sz
4+ Drafting g 1 3
e.g. describ}
different typ®®¥ 0t questions for an interviewee, adding timings and cues
+ Drafting scripts for storytelling audio products

e.g. communicating the setting/location/mood, writing character cues and dialog‘;\:

sound effects, use of music, storytelling

+ Drafting screenplays

e.g. slug lines, action lines, writing character cues and dialogue, storytelling
4+ Compiling a shot list

e.g. ordering the shots, shot number, shot description such as shot type, framing%

eguipment and location

Learners to draft pre-production material based on the practice assignment.

5O audio, writing scripted segments and script cutlines for a
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Breaking down the scri
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Sound log template

Sl
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Screenplay planning temp

The slug line:

The action:

Character name:

The dialogue;

The parentheticals:
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Storyboard match-up

The sequence is:

Shot type/fram
Length: 5 seco
Angle: Low

Transition: Fad
Audio: Ambient

Shot type/fram
Length: 5~7 se
Angle: High
Transition: Fade
Audio: Ambient,

Shot type: Me

Length: 10 sec
Angle: Low
Transition: Fade
Audio: Soundtré{.

SR

R
\-W;\\m 3

Angle: None
Transition: Cut
Audio: Ambient.

COPYRIGHT
PROTECTED

Shot type/fram
Length: 7-10s
Angle: None

Transition: Cut
Audio: Ambient

9

ag

Education

BTEC L1/2 Tech Awards Teaching Pack, Component 2

Page 37 of 144




19)
O

Education

COPYRIGHT
PROTECTED

Bupueiy Bupiedy

:8dAl o0Us :2dAs j0ys

ajejdwia) pieogAlols



Education

COPYRIGHT
PROTECTED

H{onsBaip-uou Biabap) owpny :{onsfap-uou d383ip} olpny H{opabaip-uou 313388ip) ojpny
UOISURLL UoIsURL L [usHIsuURL g

:9|8uy :@jduy 318uy

:y18ua afua RU TR

Bunuesy Bupueiy

:8dAl o0Us :2gAs o4s

"Ju0d ajejdwa) pieogAlols



Storyboard checklist

5

Shot type {CU, ECU, LS, MCU, MLS, MS, OS5, POV, overhead, low angle,
panning, tifting, tracking, slow motion, speed, zoom in, zoom out, hand,

Framing

Drawing/illustration

Length of shot

Shot ang|,

Transition 'ybé (continuity, cuts, fades, pace, rhythm)

Audio {diegetic, non-diegetic) {incidental music, bridges, auraf motifs, jm(\
sound effects, diglogue, levels, perspective}
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Example shot list

i £S 81:00
2 ELS 0:30
8:10
110
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Guess the shot name

Long shot {LS) High angle

Close-up {CU) Overhead
Over shoulder (0SS) Medium long shot (MLS)

Medium close-up (MCU) Low angle

Example

A shot that shows a full body shot of the sub
background

f the frame,

Where part of the subject :
."A shot useful for

showing very little h
showing

A shot wh! 2 subject fills up most of the screen

vertically

A shot used to show extreme detail of the subject in the
frome

A shot halfwoy between g close-up and medium shot
that shows the subject clearly, without getting too close

A shot from a medium distonce

A shot from above

A shot that is fromed from behind o person, looking ot
the subject. This is o typical shot used during a
conversation between two characters.

A shot used to show what the character is looking at or
how they see the world

A shot thot is looking straight at the subject {centred)

A shot used to look down on the subject

A shot used to fook up at the subject
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Shot list template
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Skills Workshop 2 - Produce, review and refi
print image media productions :

1 STARTER

Learners to have two minutes to write

things as possible tha
¢  Mood boards
=  House styles
Thumbnails

= | MAIN

Please note: This part of the workshop could take longer than 40 minute
warkshop to two hours total, or conduct some of the tasks as homewaork tasks irg
optional and you may want to set one of these only, time permitting. '

Mood boards
Mood board definition: helps you establish the design ideas of your publishing p
colours, images, fonts and textures that would perfectly define what the product

Learners to watch a clip on how to create a mood board with Pinterest —
hitps:/ fwww.youtube.com/fwatch?vstiiuihZp8udy

Extension task: Learners to create a mood board with Pinterest. Templates are a
https:/ fwww.pinterest.co.uk/pin/364439794827822269/ and can be downloa
lesson. Learners choose what they will base their mood board on — either news
brochures or advertisements. Alternatively, you may set what learners base thei

House style
House style definition: defines specific conventions followed by writers and editc
in a particular publication or series of publications (newspapers, magazines, com

Learners to look at examples of newspapers, magazine
house style. The house style can be broken d ;
s  Colours used :
»  Typography used
Image and masth

brochures, adve

Exampies to use:
Newspapers — The Sun https;//media. breithbart.com/media/201 5/06;/51::?-304){3%
Magazines — Seventeen hitps:/fi.mdel net/ifdb/2016/1/464378/464375-800w. ,,
Comics — Avengers hitps://i.stack.imgur.com/ST%o.jpg 5
Brochures — Jaguar https://www .jaguar.co.uk/lmages/Jaguar-F-TYPE-Brochure:
1X1522100000BGBENOIP _tomb34-607354. pdf
Advertisements — tkea hitps://www.adsoftheworld.com/media/print/ikea_eces

BB
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Sketches s
Sketch definition: o rough drowing, often made to assist in creating o visual for v
designs before moking o more finished picture :

Learners to sketch any or all of the following: front cover of a magazine/newspa
advert. Learners to annotate their sketches.

Flat plans
Flat plan definition: o poge plan of a publication that shows how it’s laid out

Learners to look at various examples of flat plans and then create their own. Yous
activity whereby learners have to arrange flat plans into the correct order {based
oniine}. Apps such as Blinkplan (https://www.blinkpla r Flat-Plan (https:
tools for creating flat plans. Alternatively, studen ’ heir flat plans in I\

Design comps (comprehensive |
Design comps (compre :
relative positics

efinition: refers to the page layout of a 5
tions before the final content of those eleme
Learners to W clip on the definition of design comps — https://www.youtu:

Page mock-ups :
Mock-up definition: o full-size model of something large that has not yet been b

Learners to look at examples of mock-ups at https:/ foriginalmockups.com/free
why mock-ups are used in publishing. Z

Provide learners with a brief for either a newspaper front page / magazine front §
brochure or advertisement {detailing what you want}. Learners to create their o
these to you. Learners and you as the ‘client’ to vote for the best design comp a
brief, Alternatively, split the learners into two groups and you decide the best de
mock-ups as part of this activity — these can be done using software, such as Pub

Briefs:

Newspapers — Prepare a front page for a sports paper

Magazine — Prepare a front cover for a fashion publication
Comic — Prepare a front cover for a romantic comic

Brochure — Prepare a four-page brochure on your school/college
Advertisement — Prepare a print advert on heaslthy eating

Extension task: Learners to create their own house style, demonstrating the skili;
jooking at examples. :

Thumbnails
Thumbnails definition: small images that represe mayes. Thumbnails ai
snapshots of several images in a sing :
vspapers, magazines, comics, brochures any
iany can learners spot? :

Extension ta® Using free software — e.g. Make Thumbnails http://makethumb%?
to create their own thumbnails. f
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g3 | EXPOSITION

Go over the key elements covered in the workshop, reminding learners ¢
i f j iewing ini aterial. You may want to share
¢ reinforce the cyclica

pre-production.

4 | PLENARY

Learners should sum up what they have learnt in today’s warkshop using;

g EXTENSION OR HOMEW

fial based on the practice assignment:

Learners to draft pre-p
review each other’s 0

iaterial, highlighting at least one strength and

Learners to, dations (2-3) on how they could revise their pre-prod

This could insee demonstrating:
4+ Storyboarding techniques :
e.g. selecting shot types, sketching character outlines, filling out background deti
important to the shot), adding transitions, adding arrows for character motion ag
information about the soundtrack Z
+ Drafting scripts for conversational audio products :
e.g. describing types of audio, writing scripted segments and script outlines for a
different types of questions for an interviewee, adding timings and cues :
4+ Drafting scripts for storytelling audio products

e.g. communicating the setting/location/meod, writing character cues and diaioggfig

sound effects, use of music, storytelling

“+ Drafting screenplays

e.g. stug lines, action lines, writing character cues and dialogue, storytelling
+ Compiling a shot list

e.g. ordering the shots, shot number, shot description such as shot type, framing;\;

eguipment and location
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Skills Workshop 3 - Produce, review and refi

interactive media productions

iteractive medi

4 | STARTER

Learners to play a gam

to describe the key point. Learnars m

series of three words lea
: words This can be done in groups or as a whole

each card witasie

“ MAG}

Wireframes

Learners 1o discuss the purpose of wireframes in planning interactive media. Lea

wireframes {: is provided within the resources for this wo
Mobile game o fwwwyoutube.comfwatch?v=i8LpEeSyS A0
Website — https:/ /www.youtube.com/watch?v=PmmQjlgiQly

Extension task: Learners to create their own wiraframe using free online softw
{(https://pidoco.com/fen)

Sketches and storyvboards

Ask learners the questions: What is a sketch? What is a storyboard? Discuss with.
‘sketch’ and ‘storyboard” mean. This can be done as a mind mapping exercise wiy

work. Learners to identify and discuss the key ‘ingredients’ included in a storyb
discussion on the similarities/differences to a traditional moving image script.

Hand out the
practise creating their own storyboards.

Structure charts

Introduce structure charts to learners. You may want to ask learners what they thi
gauge learners’ understandmg Y i

for video gar 'éVeIopment. Reasons could include:
#  Organise ideas and keep track of ideas on paper

e  Reference certain features or aspects of the game

e Provides all team members with a deep understanding of the game’s ovear
e  Reduces confusion and time going between different departments throug

e  Keeps you focused
®  Sets a schedule
e Contains all unigue features and concept artwork, which is useful for mark
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Example of real-life GDD: E
% Grand Theft Auto {previously called Race 'n’ Chase) https:l/wwwgamedevs.a};

A GDD serves as a blueprint from which a game is to be built during production.
scope of the game and sets the general direction for the project, keeping the en
example GDD checkiist has been included. :

g | EXPOSITION

Go over the key elements covered in the workshop, reminding learners ¢
production of producing, reviewing and refining material. You may want to share
orce the cyclical &

pre-production.

4

n the 3—4-5 activity. Learners to tell three people

g | EXTENSION OR HOMEWORK

Learners to draft pre-production material based on the practice assignm
then review each other's pre-production material, highlighting at least one stren
improvement. Learners revise their pre-production material and add it to theirr

This could include demonstrating:
4+ Wireframing technigues ;
e.g. sketching on paper, using graphic design software, UX design software, wire
content, considerations for user navigation, sizing, prioritising, positioning to cre{»
action {CTAs})
+ Sketches and storyboards ,
e.g. positioning, content, Ul elements, drawing game environments and game el E

characters, obiects, adding annotations to communicate interactive elements/g :
4+ Structure charts
e.g. number of screens/pages, mapping how screens/ s connect together, deﬁnim}z
elements 5
+ Game design document :
e.g. story/concept/context of the game, game mechanics such as rules, player ac
play such as objectives, game progression, goals, challenges_rawards, game ele
locations, levels/missions, objects, game assets such ' ound effects and
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Interactive media forbidden

GAME OUTLINE
Synopsis
Description
information

CHARACTER
Individual
Fictio i

WRITTEN STORYLINE
Form
Description
Narrative

VISUAL STORYLINE
Form
Description
Marrative

STORYBOARD
Sequence
Template

Graphics

WIREFRAMES
Bluepring
Screen
Website

S
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Wireframe template

HEADER

ABOUT  SERVICES CON

BODY
(followed by the content)

COPYRIGHT
PROTECTED

FOOTER

ig .
Fis's!

{typically the sitemap, contact details and cop

Education
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Storyboard template

Game task/objective:

Cut scene / Gameplay:

Shot # Shot 8 Shot #
Action: Action:
Dialogue§ Dialogue: Dialogue:
[ FX: FX:
Sound: Sound: Sound:

Cut scene / Gameplay:

Game task/objective:

Cut scene / Gamep&a\}

Game taskiabjecth;@%;

Game task/objective:

Cut scene / Gameplay:

Shot # Shot 8 Shot #
Action: Action: ction:
Dialogue: Dialogue:
F¥: FX: FX:
Sound: Sound: Sound:

Cut scene / Gameplay:

Game tasl/objective:

Cut scene / Gamepla

Game task/objective
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Storyboard checklist

5

Shot #

Hustration

Action

Dialogue

Special effects

Sound

Game objective/task needed to trigger sequence
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Game design document che

Marre of the game

Stakeholders {typically includes teams such as development, design, qua

Project scope {defines exactly what goals, deadlines and project deliveral
working towards) :

Budget (an estimate of expenditure required

Timeline (a plan of what ne

Elevator entence that concisely describes the game)

Monetisation (a brief explanation of how the game will earn revenue,
e.g. in-game purchases)

Story {usually a paragraph synopsis of the story}

Gameplay {describes how the game is played; each feature will need to E:

Core game mechanics {describes the core game mechanics and how they%

Game elements {describes the game world, including the characters, loca
and other relevant elements)

Levels/Missions {describes the tasks to be completed in the game)

Assets {describes the audio, imagery and animation needed)

COPYRIGHT
PROTECTED

g

ag

Education
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Practical Workshop 1 - Production workflow

ers should understand:

1 ) test their understanding of the term ‘production workfiow’
stages for ar: 0 / moving image product by completing the
correctly identify the typical tasks carried out at each stage using the cards prov

5 | MAIN

Working in pairs, learners to create a production workflow guide fora m
can be related back to the practice assignment brief if you want learners to do t

Define the tasks '
Determine how long each task will take
Prioritise the tasks ;
Create an using the worksheet provided
Create a : with key milestones and reviews {th
Gantt chart or scrum framework) using the worksheet provided
Consider contingencies / deadlines / obtaining permissions to use copyrights
locations and participants / complying with relevant laws and regulations

& LGV OO

Useful information on production workflows and an accessible production work
hitps://miro.comftemplates/production-workflow/

] EXPOSITION

Summarise the key benefits of production workflows {saves times, saves%
avoids miscommunication, allocates resources effectively)
—» identifying and ordering tasks
-3 setting deadlines

—» monitoring progress
—» managing resources

COPYRIGHT
PROTECTED

s mmarise the importance of monitoring progress and mam
ove outcomes. ' ig

5 | EXTENSION OR HOMEWORK ASSS
Education

Learners 1o complete the practice assignment on task 1 {page 7} and beg%
assignment for task 2 {page 8). Learners {0 create at least one asset in readiness
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Production workflow workshe

Tupicaltagfli@

Typical tasks o

-

: 2




Production workflow workshe

. Collaborative
Outline goal of the , Pe
roiect review and
e feedback
Outline the
Format content | |
. D
Perfsm Establish reporting |
ecks system
Establish ke
metrics fc:;ry \dentify
i
_, stakeholders
mMeasuring success
Create and approve| Determine budget
a creative brief and timeline
Define roles and C
Qg Generate rough cut|
responsibilities
Build equipment
ﬁstp Create storyboard
| COPYRIGHT
Final approval e shot list | Re PROTECTED
Outli tion . X
Filming '
9
%

Education

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 60 of 144




Equipment/Software list worksheet
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Practical Workshop 2 - Preparing assets

1 STARTER

Begin the workshop by asking learners the i
lead into a discussion on the advantages anc.¢

of review in creat;
ges when preparing asse;

+ Advantages: check for err e rectified before launch, encourage

- Disadvantageg: (

Y,

to revie

Working in pairs, learners to use the
each}. The review will include:

= Checking the amount of content {is there enough?}

= Ensuring the quality of content (is it good enough?)

= Ensuring the content is relevant and accurate

= identifying content that needs to be improved and replaced

Learners to recommend how they would recreate the asset.

3 EXPOSITION

n differing opinions, bias, preconceived ideas, i

Summarise the importance of review in preparing assets.

4 | PLENARY

Ask learners to summarise a key takeaway from the workshop.

g | EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page 8} of the practice assignme:

R R
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Content review workshee

2

Name of learner:

Class:

Date:

Content review relating to
Audio / moving i
Print @&
interactive

aooOoog

Area related to:
Accuracy
Relevance

Cuality

Amount of content

oooo.

e

Indicative content that needs to be replaced:

Reasoning:

Actions / next steps:

Date of review:
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Practical Workshop 3 - Managing assets

4 | STARTER

ntages of manag

Begin the workshop by asking learners to <
— setting up folder structures / fold
— selecting file formats
— using appro

Definition: §
into a library

asset management (MAM) is the process of storing and organi
1 can be easily searched and content easily located.

y) MAIN

Use the practical workshop to set up folder structures. The ¢
help learners map out their structures before setting up on a computer. The §i
be used to help learners identify the file formats they will need to use in readin
assignment can be used for this task.

g | EXPOSITION

Sumimarise best practice 1o managing assets:

—» setting up foider structures / folder hierarchy
—» selecting file formats

—> using appropriate filenames

4 | PLENARY

Ask each learner to identify the advantages of managing assets through ;,,i

filenames — keep going until learners cannot provide any more advantages.

+ Advantages: all in one place, catalogue, classify, find the right file at the right ¢
content control to avoid duplicate files, file sharing, better collaboration among

& | EXTENSION OR HOMEWORK

Learners to continue wo

page 8) of the practice assignime;
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Directory structure diagram
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File formats information sh

docx Document pre

Jpdf Portable docu

png Image

Jpg or jpeg Image

Image

Audic

Audic

.mp4 ‘\/Edecﬁé

gif Animatif

avi Videc

.2ip Compressed

WMy Videa

pub Publishis

.mov Videa

.exe Executabl

htm Web,

Image

Web. COPYRIGHT
PROTECTED

g
/o9

Videa:f

Video

Image

£ps Image

Education

indd Publishit
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Practical Workshop 4 - Experimenting with
different techniques

1 STARTER

antages of experi
nay want o ask learne

Start the workshop by asking learners to st
Depending on the number of advantages
experimenting with different techn '

“ MAINL
Yol o split this workshop into three separate sessions to ensis
detail, Duri “workshop, learners will need to understand how to:

Yideo and audic

= select and import footage/audio :
 ensure consistency through the format used, the frame rate used, the resoluti
the sample rates used, the channels used, the bit depth used and top and tail a
w trim footage

@ assemble a rough edit for review

Print

= select and prepare images using an appropriate size and resolution :
= ensure consistency through the colour mode used, the resolution and dimens}
= create a mock-up for review :

interactive

W import settings

& manage layers

® ensure consistency through format used, resolution and dimensions used
@ create a prototype for review

The

g | EXPOSITION

t can be used for this work:

Summarise the different technigues ~thosen sector.

4 | PLENARY

( rners to teach you the different technigues. P
{alternativé

explain all t points perfectly. Give learners five minutes to prepare and fiv

5 | EXTENSION OR HOMEWORK

nt has been away, ask the class to teach them} and keep i

Learners to continue working on task 2 {page 8} of the practice assﬁgrame;is:;
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Experimenting with different teﬁhmﬁfi

Yideo and audio

Select and import footage/audio

Ensure consistency through the format used, the frame rate used, the r@
the aspect ratio used, the sample rates used, the channels used, the bit ¢
top and tail audio

Trim footage

Assemble a rough edit for rev

Print

Select and prepare images using an appropriate size and resclution

Ensure consistency through the colour mode used, the resolution and dir;E

Create a mock-up for review

interactive

Import settings

Manage layers

Ensure consistency through format used, resolution and dimensions useg

Create a prototype for review

COPYRIGHT
PROTECTED

ig
ag

Education
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Practical Workshop 5 - Exporting for digital

4 STARTER

Start the workshop by asking learners to list how ypes of file for

2 | _MAIN

Explain compression ting the best possible image/audic%

to support you:

e YouTube’s specification as an example of formatting specifi
channel req-'s"'as this will influence the export settings selected for the audio
Link — https://support.google.com/{youtube/answer/4603579%hl=en :
Export settings can include:

% Dimensions ¥ Levels
% Framerate ¥ Audic Codec
* Aspect ratio -+ Quality

Most programmes will have preset export setting depending on the channel, To
different exports you may wish to change the settings on any of the above and
by side.

» Rendering

Refers to the process of merging media files into a single file. This can take quit
depending on the complexity of the media files. Did you know? The film Interst
render due to the graphics used to look realistic. Source: hitps://www.wired.c
interstellar-black-hole/

® File optimisation
The higher the quality setting, the larger the file size. File optimisation refers to
to improve ioad time of the media. This is particularly useful for websites where
experience. Cnline tools such as Hubspot's Website Grader https://website.grad
optimisaticn improvements. Online tocls such as Tiny IPG https:/ftinyipg.com/
file sizes. To avoid stali, videos need to be streamed at an appropriate rate. Onfin:
can be used to reduce video’s bitrate (the playback speed of the videc}. Considei:
different uses e.g. preparing images for web and print w q :

4 | EXPOSITION

fenges of digital distribution chann

Summarise the key b
: ig the importance of selecting the appropriat

channels e.g. YouTub

0 cost, easy to set up, easier to manage at an individual |
g competition, inventory management, reliance on internet acce

Key benefitlh
Challenges:

4 | PLENARY

Teach the Teacher: Asiclearners to teach you the different technigues.
{alternatively, if a student has been away, ask the class to teach them} and k
they explain all the key points perfectly. Give learners 5 minutes to prepare;

& | EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page &} of the practice assignm
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Exporting for digital distribution info

Export settings can include:

* Dimensions + Levels
% Framerate +* Audio Codec
* Aspect ratio * Quality

Most programmes will have pre-set export setting depending on the channal. Tc§
different exports you may wish to change the setti

the above and ci

Uf merging media files into a single file. This can take guite
complexity of the media files. :

Did you know? The film Interstellar {2014} took 100 hours o render due to the g:
Source: https:/ fwww.wired.com/2014/10/astrophysics-interstellar-black-hole

The higher the guality setting, the larger the file size. File optimisation refers to
1o improve ioad time of the media. This is particularly useful for websites where
experience.

Online tocls such as Hubspot's Website Grader hitps://website.grader.com/ ca&

im provements.

Online tools such as Tiny IPG https://tinyipg.com/ can be used to optimise imag:

To avoid stall, videos need to be streamead at an appropriate rate. Online tools s
used to reduce video's bitrate {the playback speed of the video}. Consideration s
uses e.g. preparing images for web and print will need a different approach.
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Skills Workshop 1 - Shooting video in d%ffere%

composition and camera movement for audi
media productions

&
7, | Keywords:
3| video shoot

shop outcomes: )

rs.should understand: ’
lIs and techniques related to
ooting video in different Iocatlons

ot composition, framing, an.
d camera movement

Dutch angle

eye level
medium shot (MS
looking room

visual meaning

4 | STARTER

LAY

mpaosition” and ‘cutaways’™— and place the headings in different
: and place them face down on the desk; ask learners to pick on
thmk the word relates to. The learner reads what is on their card and the class
correct heading. Repeat this until all the cards have been taken and correctly pl
Answers for the Who am 7 activity

@ Shooting video in different locations — scouting, recce, risk assessment, filmi
»  Froming and angle — wide shot / long shot, handheld, low angle, high angle,.
shouider, medium long shot, close-up {CU}, point of view, straight on, eye le

Introduce the five headings — ‘shooting video in different locations’, “Fran

R

up (MCU}, medium shot {M5)

e Coamerg movement — static shots with tripod, slow motion, tracking, tilting, 5

crane, speed, handheld

e Composition — head room, locking room, lead room, rule of thirds, balance, i

layout, fonts, jwxtaposition, integration of text with images
e  Cutoways — continuity, visual meaning

. MAIN :
Please note: Additional workshops may be u run out of tinﬂag}S
warkshop. 5

Shooting video in different locatio

1) Discuss with the Iearner. scout’s job entails. Make sure to

assessment based on the suitability of the location.

opted in film-making to basically mean ‘tocatior:
-makers identify suitable locations (outside, inside,

2} iearne 'use cameras for this activity. Split the learners into groups; us

hand out a scenario to each group. Each group has five minutes to ‘scout’ pg
school/college. They will need to be prepared to discuss the potential locatia

return to the classroom; they can use the photos they took as evidence to

lock ; les of shooting schedules (one is provided within
. A great app for creating shooting schedules i
{https:/ fwww.studiobinder.com}. You may want to address the pros/con
issues that could potentially arise from planning a schedule in different loc
pan.
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Encourage learners to think about the ‘what iff scenarios, e.g. if filming outsid
4)  Extension task: Learners will need Internet access for this activity. Learners
permissions are neaded for filming in different locations. Use the following
https://filmlondon.org.ukfilming-in-london
Learners are to come up with a permissions form template, which they can
permissions they need to reguest.
Examples of permission forms — hitps:/ {screenhi.co.uk/productionfconse
5y Filming in different locations requires filmmakers to carry out risk assessme
learners are {0 be given the Learners to fead b
issues/risks. Learners to identify the risks associated with a moving image p
class or group discussion. The
different locations.

Shot composition
1} Asklearners to answer the questlons
writing their answers on stick
Learners to watch a clin
Select images f ;

¥You may a'nt to use https://film-grab.com to select screenshots.

Rule of thirds definition: A guideline that is used in the composition of visual imagé
into nine equal parts, where important elements should be positioned along these.
intersections in order to create more tension and interest, rather than having the \

Framing, angle and camera movement

1} Mixup the cards from the
correctly match up the terms and definitions. Using A4 pieces of paper with
practise the different framing, angle and movement technigues using a ma
may want to use a real camera and the class can watch back what each of t
easily be made into an extra activity, where the class shouts out the correct

2} Learners to discuss how they would go about planning the framing, angle a
waould use in different scenarios using the
you may choose to select your own scenarios and allocate to groups of lear
for learners to come up with their own scenarios in groups. Learners to feeg

3 EXPOSITION

Go over the key elements covered in the lesson, reminding learners whai
required for shooting video in different locations, shot compositions, framing, ca

4 PLENARY
Using the

(page 80), learners should sur up what th:%s
within 280 characters. 5

5 EXTENSION OR HOMEWORK

Learners to continue working,; > 8) of the practice assignme
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Who am I? cards

Scouting Recce

Filming

Risk assessment o
permissions

Overhead loné shot

Ovel Point of view
Low High
Slow motion Tracking
Speed Zoom in
Handheld Crane
Asymmetrical

Rule of thirds

composi

COPYRIGHT
In PROTECTED

ig .
Fhs's

position

Balance

Education
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Recce scenarios

Recce scenario 1 Talking on the

Recce scenario 2 Eating a meal

Driving a car

Recce scenario 5 Conversation (
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Health and safety scenari

Health and safety scenario 1 Lights in studio / f\

1 S5 e st i 3 S e S S B S e e e e e e e s s s e s s e s e e S S

Health and safety scenario ifting heavy eqw\

Health and safety scenario 3 Slippery surfaces ,

A e R S U L s AR S S L 2 SR S W S 2 R S P B S AR S S ) R SR S W 5 2 R S P B S R S S A R R S U L B R N SR W S AR S S WA 8 R S8 S B R

Health and safety scenario 4 Trip hazards / cai:é

1 S e st s 3 S e S B S e S e S e e e e e s s s e s s e s e e S S

Health and safety scenario 5 riing in COi’iﬁﬂ%\?@ COPYRIGHT

PROTECTED

ig .
Fis's!

Education
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Rule of thirds grid
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Tweet It
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Framing, angle and camera moveme

S

S

Long shot [LS)

A shot that shows a full

Close-up (CU)

Where the subject or pa
most of the frame. A sho

Medium long shot

here the subject
ver

Extre™e close-up (ECU)

A shot used to show extr
the

Medium close-up (MCU)

A shot halfway between |
shot that shows the subjec
too ¢l

Medium shot {MS)

Ashot from a me

A shot fm?%‘*

Overhead
A shot that is framed from?
Over shoulder {O55) at the subject. Thisis a ty;
conversation betw
i i A shot used to show what {
Point of view (POV) shot used to show what {

or how they st

Straight on

{cent

h angle

A shot used to ook cE\

Low angle

A shot used to ioak%
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Panning A camera movement that goa

A vertical camera movement that p

Tiltin . )
g camera s stati

When a camera is mounted on a

Trackin :
8 tracks, creating a very sma

sving image is shown m

Slow motion filmed

How fast or slow the m:

A change in the camera lens’s focal

Zoom in that the camera is moving close
Zoom out A change in the camera lens's focal le
that the camera is moving further,

Handheld Gives the shot a jerky effect that cr\
Refers to a tracking shot taken in the

Crane 0 ,
equipment that the camer,

Refers to a camera placed on a ra.

Dolly towards, away from or alongside the

Steadicam.f

COPYRIGHT
PROTECTED

4'shot used to prod

Dutch angle tilting your head t

g

/og

Education
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Scenario worksheet

Scenario Camera framing Camera angles
will use the following camera {1 will use the following camera
framming: angles:
Showing
action
Because...
I will use the following camera

oy

angles:
Showing
the
location | o Because...
P will use the following camera |1 will use the following camera
framing: angles:
Showing
conflict | Because...

553
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Skills Workshop 2 - Lighting techniques for g
image media productions

age media productions

1 STARTER :
Learners to watch a h 8 Steps to Cinematic Lighting by Tci
j23_Uw play the clip from 1:48. ) o to

S https://v

You Will need lighting equipment for this activity. Either yourssif or selec
different lighting examples using the
correct lighting example.

Discussion: Encourage learners to discuss the advantages/disadvantages of;A
which lighting technique(s} would be appropriate for different scenes/scen:

w Create visual mood
< Create atmosphere
@ Create a sense of meaning for the audience

g | EXPOSITION

Recap the different lighting techniques covered. You may want to revisit%
Skills Workshop 1 to include lighting considerations. 5

4 | PLENARY

Post-it notes: Learners each have two sticky notes; they write gn one: or:‘
on the other: ane question | have. Address the questions, encouraging leary

5 | EXTENSION OR HOMEWORK

Learners to work on task 2 (page 8) of the ssignment, COPYRIGHT
| PROTECTED

ig
ag

Education
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Lighting techniques ir&fmmatian%

Controst

Brightness iViaking an image lighter or darker
Filters tain colours or ¢
Saturation : ific colour relats
ng the intensity of a s
r and more grey
Refers to the lightness or darkness o
or harsh 5
Heavily lit from behind the subject
Provides additional highlights and adc:

De-saturation

Pcoi ralf lighting

Shade Screen from direct light
Under fighting Lighting the subject from below, wh
upwards
Overhead lighting Lighting the subject from above, wh
downwards
Side lighting Light that falls onto the subject from
Fill Soft lighting that softens shadows w

Lighting that creates low contrast be
Lighting that is used to suggest an u
Huminates parts of the subject to ¢r
Low-key lighting and dark areas. Lighting that is used

High-key lighting

alienation.
Shadows A dark area produced by a physical
and a surface
Sithouette An object that can be seen as a dark
background
Functional fighting Lighting used for everyday purpose,
Natural lighting
COPYRIGHT
PROTECTED

ed from three angies. Typica
Ilght and key light
Used to produce softer shadows. Exat
light, table lamps, fairy lights
Used to produce harsher shadows / ¢
aesthetic of the media production

Three-point lighting

g

Education

Hard lighting
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Scenario worksheet

Scenario

Camera framing

Camera angles

Showing
action

Showing
the
location

Tumera framing:

P will use the following

camera framing:

Because...

P will use the following

camera angles:

| will use the fo

CAVWEYA YWAOYEIW

Because...

> the following

Because. ..

I will use the following

camera angles:

Because...

| will use the FoE

CAPNLY A MMOVEIN

Because...

Showing
conflict

Fwill use the following

camera framing:

Because...

I will use the following

camera angles:

Because...

| will use the fo

CAVNEY A WOV EI

Because. ..
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Skills Workshop 3 - Production design for au
image media productions |

1 STARTER

Learners to play a game of forbidden words! Eac
series of three words learners cannot use to descr*
each card without using those words. Thi

Exampies to tise:
Top Gun (2022) https./fwww.youtube.com/watchPv=giXco2jaZ 4
Downton Abbey: A New Era (2022} https://www.youtube.com/fwatch?v=wNOSp

identify a list of sets, costumes, props and make-up used§
Allow for opportunity to discuss as a class.

Dune {2022} won the Academy Award for Best Production Design — discussion ¢
production design in Dune stand out. :
Related article =# https://fwww .architecturaldigest.com/storyfacademy-award:

Alternatively, learners to demonstrate their understanding of mise en scéne an
short film trailer of length 30-60 seconds using accessible locations, e.g. classro
to choose the same location / give learners a scenario but provide learners a diffg
Design styles could include:
= Realism = Futuristic @ Film noir = Documentary w Arthg
= Low budget / gritty f

Learners to identify the purpose of production design, e.g. sets, props/costumesf
to create a believable physical world / bring a story to life / engage audiences, |
continuity ~ watching clips from Great Movie Mistakes on BBC Three (iPlayer/Yol

Time allowing, play the clip on the Top 10 Production Designs of All Time
= hitps://www.youtube.com/watch?v=RL_xSNTZ9_g

3 EXPOSITION

the conclusion of w
jon design includes the visual e
. Production design helps set the sc

Summarise the key learning pomts d
Defimtion by The Film Fund (June 2

he teacher: Ask learners to teach you the content of the lesson EE"
are a complete novice (alternatively, if a student has been away, ask the class 103
them guestions until they explain all the key points perfectly. Give learners five
minutes to teach.

[ EXTENSION OR HOMEWORK

Learners to work on task Z {page 8} of the practice assignment.

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 87 of 144

COPYRIGHT
PROTECTED

'Q

ag

Education




Forbidden words! cards

STORYBOARD
Sequence
Temnplate

Graphics

PROP LIST
Object“_{

SHOOTING SCHEDULE PER.

Shooting R
Timetable :
Flan :

RECCE
Scouting
Location

Filming

SCRIPT DRAFT
Production
Context
Dialogue
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Skills Workshop 4 - Creating and recording a
and on location for audio / moving image me

microphones, ambient sound and recording levels,
mbient, Foley sound, sound effects, voice-over,
microphone types and placement

i

STARTER

Questions to5se:

&

ting to recording audio, acoustics, microphe
the classroom, written on A4 envelopes.

What types of sounds can be recorded?

Examples: voices, ambient {e.q. outdoor sounds), sound effects
Give an example of where you would use a microphone.

On a stoge or anywhere where it would be difficult for you to be heard withe
a microphone :
Name one device that you can use to record audio.
Phone with recording ability, handheld microphone, radio microphone, bours
What is ambient sound?
Any background noise present at g given location. This can include noises su
bahies crying, etc.

Where should you position your microphone? :
As close as practicel to the sound source without getting so close that you in
What does the phrase ‘acoustic’ mean?
The way in which the structure of u building or room affects the qualities of
What level should you record vocals at? :
At g suitable level so that the sound does not become distorted

7

Ask learners to add a response to at least five questions by placing their ans:
are then distributed at random to a group of learners, who discuss the respg
thoughts to the class. :

2

MAIN

give the learners a scenario that they v
exercise and c

@

Learners will need voice-recording equip

i&drners are to conduct sound checks / set rec A
itdoors / in a studio or on location). Learnars o make
ack to the class. Learners to discuss the importance and ad
evels. You may to use examples whereby inadequate sound chec
resulted ini unforeseen costs, etc.
Using the learners to look at different types of micy
same location using each microphone type:
e Noise-cancelling

s Handheld

e Direct-connected

¢ Boundary microphone

e Radic microphone

Using the

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 90 of 144
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Learners to discuss which microphone would be the best one to use giving
have access to this type of equipment — learners can experiment with phon
different positions to see how that affects sound output, e.g. heid like a ha

mouth, held up close to the mouth, held from ahove, etc. 5

3

EXPOSITION

4

PLENARY
Using the §

within 280 characters.

Go over the key elements covered in the lesson, reminding earners whai
required for recording audio. Z
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Sound log template

Sl
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Sound worksheet

While completing the worksheet, make sure you list:

&  The sound checks that you have conducted

®»  Reasons why you have noted the location acoustics is either good or poor
e Ambient sounds you can hear

Sound check -

R .

Location conducted ecording acou
levels set.at

(yes/no) {good

Spovrts field /
school playground

Spovts half

COPYRIGHT
PROTECTED
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licrophone worksheet

While completing the worksheet, make sure you list the reasons for your preferr

Noise- Direct-
. ossg Handheld rec Boundary
Location | cancelling . connected :
. microphone | microphone
microphone microphone
Why?

Classroom

Why?
Sports
field /
school
playground
why?

Sports hall

COPYRIGHT
PROTECTED
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ag
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Skills Workshop 5 - Writing copy and taking
print media products

4 STARTER

Put a range of
photographs, e
Envelopes S5
thoughts to Yy

the classroom, written on A4 envelopes;
a response to at least five questions by placing
-mbuted at random to groups of students, who discuss the

Questions to use:
e What is copy? Another word for text / written words
= Why is mode of address important when writing copy? 5o the copy oppegis
e What is the most important part of a photograph called? The focal point &
»  How would you show the size of a landscape in a photograph? Add in g per
o When would you use a persuasive device? To sway the reader to a particulo
¢ Print media is considered one of the most credible sources of information —
s What is the main purpose of print media? To share information that is both s
particular target audience

= | MAIN

Please note: Additional workshops may be reguired if you run out of tim
warkshop. You may wish to extend the workshop over four hours total, or condy
homework tasks instead. Extension tasks are time permitting. '

Writing copy A
Learners to look at examples of newspapers, magazines, comics, brochures and &
‘sood” and ‘bad’ examples of copy. Learners to discuss thess in groups, discuss t

rework/edit the copy to make it more persuasive. '

Examples (from Skills Workshop 2):

Newspapers — The Sun https://media.breitb
Magazines — Seventeen https://i.mdel n -
Comics — Avengers https://i
Brochures — Jaguar htt
IX15221005
Advertisem

COPYRIGHT
PROTECTED

2016/06/sun-804x3
/1/464379/464379-800w.
m/ ST9fo.j .ipg
ar.co.uk/Images/Jaguar-F-TYPE-Brochure
€m634-607354.pdf
‘https://www.adsoftheworld.com/media/print/ikea_ecas

Learners to watch clip on copy-editing: hitps:/ /www.youtube.com/watchPv=2x
Learners to put together a tips guide as a class on writing and editing copy.

Education

Extension task: Learners to write their own copy and learners to proofread each;:%;.

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 96 of 144




Taking photographs ;

Learners 1o take photographs of the following, focusing on either compaosition, a\
A portrait

A landscape

A food item

A fashion item

A building

A sporting activity

Macro activity {e.g. flowers, jewellery)

Capturing a moment {candid photographs)

Abstract photograph

ciiss the differences§
0? Were some photograg

Learners to share their photographs with the cl
different things, e.g. How did they adapt

#hirds concept, as this is also relevant here.

EXPS*ION

Go over the key elements covered in the lesson, reminding learners what §

PLENARY
Using the 4

{page 80), learners should sum up what th\
within 280 characters. 5

g | EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page 8} of the practice assignme

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 97 of 144
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Skills Workshop 6 - Image editing and manip,

techniques for print media products

text
cutting
marki

non-treated images and images that have been manipulated/edited, as well ex
graphics). A selection of images has been provided as resgurces for this lesson
sheet, these can also be found at zzed.uk/11775. Learners are to corr
treated and which images have been manipulated/edited, as well as graphics a

Answers:

lce cream image — not treated

Shopping — treated with a sepia filter

Mountains — treated {changed saturation, brightness and contrast levels)
Airplane window — not treated

Sports team — treated (gamma adjust level changed)

These images could also be used to demonstrate technigues such as cropping, 9(

MAIN

Arrange images around the classroom or on the interactive whiteboard (3

image manipulation

Learners to watch a clip on image manipulation in Photoshop -
https:/ fwww.youtube.comfwatch?v=PddiDUgpWns

Learners to create their own examples of image manipulation using software wc%
Publisher, Adobe Photoshop, GIMP (www.gimp.org) and present to the class exgy
, combining and:

new irmage. Learners to demonstrate the techniques of b
manipulation examples.

Creating graphics
Learners are to Iook ate
graphacs user‘*

®

Travel brochurP
Cormic strip

£

&

Challenge learners to use all of the following:

o Drawing tools s Objects
»  Lines .  Effects
e  Shapes s  Paths

»  Text «  Colour

papers, magazines, comics, brochures a:
ing software such as Canva (https://www.canva.cg

COPYRIGHT
PROTECTED

Education
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Cropping, scaling and resizing images 5
Using the photographs they created in the previous skills workshop, learners are§
such as Paint.NET or Fotor (https://www.fotor.com/ffeatures/crop.htmi}, to:
s cropimages to create a better composition
s scale and resize images to different sizes {front cover image, advert banner

banner for a web page, etc.} :

Learners to discuss how using technigues such as cropping, scaling and resizing x‘
publishing sector and scenarios in which these techniques would be utilised. :

Learners may choose to watch/refer to this clip on how to create graphics in Cars:
may be better allocated as homework — https://www.

3 EXPOSITION

Go over th

‘covered in the lesson, reminding iearners whai
required ingh :

on techniques and creating/editing images.

4 | PLENARY

Using the
within 280 characters.

{page 80), learnsers should sum up what th

g | EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page 8} of the practice assignm Z
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Starter activity - image sele '

D
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Skills Workshop 7 - Creating vector graphﬁw%

for interactive media products

q STARTER
Using the

: ntaining one or more small icons, associated with a partﬂcuiar

Also called Favicons.

#  Character sprites — bitmap graphics that can be either a static image oran a
videc games

e Graphical user interface (GUI} — pronounced ‘gooey’ — symbols/pictures us
interactive media products. Examples include icons, menus, scroll bars and

s Environments and terrain — describes the ‘game world’; critical to storytellin
include open world and linear world. 5
Vector graphic — a form of computer graphic, typically designed with curved

»  Logo — A symbol, an image, text, shapes or a combination of these to ir,'ienthﬁ*férs

2 | MAIN

workshop.

To demonstrate understanding and use, learners are to use free online softwares

icons and sprites; alternatively, learners may hand draw their creations:
Creating buttons — http://buttonoptimizer.com

Creating icons — https://iconsflow.com

Creating sprites — hitps://www.piskelapp.com

Games :
Roblox https://www.roblox.com/?v=rc&rbx_source=5&rbx_medium=cpa&rbx_.
Popa’s Donuteria https://www.games.co.uk/game/papas-donuteriz

Pleass note: An additional workshop may be reguired if you run out of ts“

oy

Creating graphics
Learners are to look at examples of websi
software such as Canva (https://w
graphics such as a game a\

nd ére to identify gra

before they ber" swiyoutube.com/watch?v=7VMhwICnivibg
3 | EXWD
Go over the key elements covered in the lesson, reminding learners what

required in creating buttons, graphics, icons and character sprites.

4 | PLENARY

Using the
within 280 characters.

g | EXTENSION OR HOMEWORK

Learners to continue working on task 2 (page &} of the practice assignm

{page 80}, learners should sum up what tho
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Buttons

EHac rn
FHES O

web

associate

A sym bo
combinaty
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Skills Workshop 8 - Creating 3D assets, ‘ﬁzakam
photographs, image editing and image manipi
for interactive media products

ects, taking photographs, cropping, scaling and
izing images and image manipulation
hniques

and image manipulation technigues and ask every learner to prepare three ques
the concepts. Revisit the questions at the end of the workshop to ensure that lea
guestions. Learners can use the to write the questions and

9 | MAIN

Pleass note: Additional workshops may be reguired if you run out of tim:
workshop. ’

3D models and objects A
Learners to discuss the purpose of 3D models and objects in interactive media pi
examples of websites and games and identify 3D models and objects. Learners t¢
as Tinkercad {https://www.tinkercad.com) to create their own 3D model and/o¢

Examples to look at:
Mini Hatch Price List — hitps://www.carparisonleasing.co.uk/files/7b6/Mini%20:
Bryant Dental — https://bryant.dental
Hinderer & Wolff — https:/fhinderer-wolff fr/cepages-alsace
¥masTree game — hitps:/ fxmastree-game.com

Drone flight experience — http:/ /dronevr.certify-ed.com

Taking photographs

Learners to take photographs of the following items fo
» A portrait

¢  Alandscape

»  Afooditem

® A fashlon |tem

ither compositios

COPYRIGHT
PROTECTED

«  Macro a®wvity (e.g. flowers, jewellery)
e Capturing a moment {candid photographs)
s Abstract photograph

Learners to share their photographs with the class and to discuss the differences% ‘ EdUCG‘tIOﬂ
different things, e.g. How did they adapt to each scenario? Were some }ZBhO’EOgE‘B%
others? What did they learn during the procass? :
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Refer learners to the rule of thirds concept, as this is also relevant here.

Cropping, scaling and resizing images

Learners are to take the graphics they created in the previous workshop and are&%\s

such as Paint.NET or Fotor {https://www.fotor.com/features/crop.htmi}; learne
s  Cropimages to create a betier composition 5

s Scale and resize images to different sizes {website advert banner, game grap

Learners to discuss how using technigues, such as cropping, scaling and resizing
interactive media sector and scenarios in which these techniques would be utilis

image manipulation techniques
Learners to watch a clip on image manipulation in

Learners to create their own ge manipulation and present to theé

created the new image.

and image 224 i their image manipulation examples.

ttps:/ iwww,you%i

nonstrate the techniques of blending, cots

3 EXPS®ION

Go over the key elements covered in the lesson, reminding learners wha
required in 3D models, objects, taking photographs, cropping, scaling and resizin
technigues.

4 PLENARY

Using the
within 280 characters.

& | EXTENSION OR HOMEWORK

Learners to continue working on task 2 {(page 8} of the practice assignme
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Questions worksheet

GQuestion

BTEC L1/2 Tech Awards Teaching Pack, Component 2

Page 106 of 144

COPYRIGHT
PROTECTED

/g .
/o9

Education




Skills Workshop 1 - Editing audio and video
moving image media productions

rs should understand: X editing
ills and techniques related to S importing
iting audio and video including

porting audio, multitrack editing
atch volume, playback levels ..c.c

nchronising

lume, normalisation titles

lance, cough i o compression
evig equalisation
itin crossfade

colour correctio

4 | STARTER

Learners to play a game of VEach card will have a key p
learners cannot use 1o describe the key point. Learners must then describe the
using those words. This can be done in groups or as a whole-class activity.

= | MAIN

Please note: Additional workshops will be required if you run out of tim
workshop. You may want to do a short tutorial of how to use the software listed
the tasks. Alkernatively, you could go through the activities with the class.

Editing audio to create a music bad {backing track)
Using audio editing software, e.g. Audacity (https://www.audacityteam.org/}. Lo
following activities:
» Import and play an existing audio file

e  Select audio to work on

=  Apply an audio effect, e.g. change tempo, change speed, change pitch, add
campression, amplitude, modulation, delay, equais everb, noise red
Add two tracks together (multitrack edit :

COPYRIGHT
PROTECTED

For audio to Use as part of this activity, websites such as https://www.backgrous
free music. Learners to select an audio clip and present back to the class. This cad
group activity, :

ag

Education
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Editing video
Begin this part of the workshop showing Alfred Hitchcock tatking about the Kules
https:/ fyvoutu.be/DiSr7QMppid f

Using video editing software, e.g. Blender (https:/lwww,biender,org!featuresié*

complete the following activities:

» import and play an existing video file

o  Select a video extract to work on

»  Edit the video seguence — does the editing create a new meaning?

e  Add a title ;

=  Apply a visual effect, e.g. filter, change speed, colour correcticn, distortion,
time effects, and transform effects :

e  Apply an audio and visual transition, e.g.

=  Apply a cutaway

e  Edit the video to includ

ade-out, crossfade, i

¥Mple of a motion graphic, e.g. graphic, title, animation or key fra;
»  Add audio and synchronise the audio to the action in the video s
»  Create a rough cut

22

The Blender tutorials website is a great “how to’ resource — https:[/www.bﬁendéx

have been supplied to support studeﬁ%‘é

g | EXPOSITION

Go over the key elements covered in the lesson, reminding learners what

required for editing audio and editing video,

4 | PLENARY

Using the
within 280 characters.

{page 80), learners should sum up what tha

g | EXTENSION OR HOMEWORK

Learners to continue working on task 2 (page 8} of the practice assignme;

COPYRIGHT
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Forbidden words!

DIALOGUE
Spoken
Script
Order

EQUIPMENT LIST
De ‘

RECORDING SCHEDULE
Plan
Timetable
Time

RECORDING LEVELS
Pitch
Distortion
Testing

SOUND SCRIPT
Vibrations
Written
Plan

BTEC L1/2 Tech Awards Teaching Pack, Component 2
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Editi

ng audio checklist

5

import and play an existing audio file

Select audio to work on

Add two tracks together (mixing audio)

Apply an audio effect, e.s

uction

Apply an audio transition, e.g. add a facz

n, compression, amplitude, maodus

h changing volumes, playback levels, normalisation, pan

Evidence provided

COPYRIGHT
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Editing video checklist

import and play an existing video file

Select a video extract to work on

Edit the video sequence — does the editing create a ne

Add a title

5

Apply a visual effect, e.¢
masking, keaag i

a

transform effects

Apply a trXZgme n,we.g. add a fade-in/fade-out

speed, colour correction, distortic

Apply a cutaway

Edit the video to include a shot reverse shot

Edit the video to include an eye-line match

Add an example of a2 motion graphic, e.g. graphic, title, animation or key%

Add audio and synchronise the audio to the action in the video

Create a rough cut

Evidence provided
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Skills Workshop 2 - Creating page layouts am
impact for print media pmdut‘ts

guestions / glve answers regarding pIannmg skills and techniques in creating puly
recelve, You may wish to set the questions to ensure learner understanding. ‘

Cuestions o use:
»  Whatis a sketch? A simple and quick drawing that can be used as a busis for

o What is a flat plan? A page plan of a publication that shows how it is loid oui"??

= What do you call the page layout of a proposed design? Composition
o Why would you use a mock-up? As a visual draft to convey how visual elem
starting production
s What does typography mean? Refers to the woy text is arranged and presers
s What is a masthead? The title of o publication
»  What is white space? Empty space around the content and functional elem

e What is a running head? Also caffed u page header, it refers to the line at thg

that provides important information

2 MAIN

Baragraph and character styles, text wrap and columns
Learners to each have a copy of the . Learners are to refine the samg
»  Adding in paragraphs f
»  (Changing character styles (font family and size)

e  Adding relevant images to break up the text and ad
»  Adding columns

e  Adda pull quote

=  Adda headline

»  Addsubheadings

d contrast the sample copy and their refined version, di '
cter styles, text wrap and columns have been used and the effs

Learners td
paragraphs, ¥

Creating a visual hierarchy :
Visuol Bierarchy definition: the arrangement or presentation of elements in o wo

Learners to read a piece on visual hisrarchy - https://visme.ce/blag!visuai—hier%,\é

B

S
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Learners to choose images and demonstrate a before and after image of:
Size and scale

Colour and contrast
Typographic hierarchy
Spacing

Proximity

Negative space
Alignment

Rule of odds
Repetition

Leading lines

Rule of thirds
Perspective

Using white space
Learners to read a piec

3

https://xd.oge

learnersto
&

e

Active white space

Passive white space

Micro white space

Macro white space

Learners to revisit their design comps / mock-ups and evaluate the use of white

®

&

®

g | EXPOSITION

/principles/web-design/what-is-white-space-in-des

examples of newspapers, magazines, comics, brochure and ag

hierarchy and using white space.

PLENARY

Go over the key elements covered in the lesson, reminding learners wh 5
required in combining/shaping and refining paragraph and character styles, text

4
Using the page 80), iearners should sum up what th

within 280 characters.

g | EXTENSION OR HOMEWORK

N

Learners to continue working on task 2 (page 8} of the practice assignme

COPYRIGHT
PROTECTED
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Sample copy

It seemed that that day was going to be no different from any other day.
day that changed my life foraver. The date was 12» July 2022, Another g
cards so | was looking forward to spending my day off enjoying the sun.
for a run in the local park. | was running along at a good pace, | remembe
my face while listening to my music, not very loud but loud enough to blo
sound of my feel thudding against the tarmac. Out of nowhere, | heard a
| stopped dead in my tracks, maybe | had imagined 1?7 | passed it off, a
Turning my music back on, | picked up my pace. Further along the tarm
me. | remember thinking at the time how odd it was that.he didn’t have
me, in what seemed like slow motion, as | saw h L moving to say

a shiver down my spine. All of
uncomfortable almost vuln

closer and MWV a pale, bloodied face looking back at me. | will never for
rang the police, spluttering and stumbling over my words. Within minute
turned out, | was the key withess to a murder, not only that, but a murder
the one that was all over the news, who had just disappeared without
police station to give a statement, to remember anything | could o h
remembered the man who had passed me. From my withess statement,
media were all over it. This person needed (o be caught not just for the
safety of the community. The victim’s family came forward and urged
information, anything to get the perpetrator behind bars. For a while, th
was a break in the cass, a substantial break in fact. The forensic team ha
foliicles on the victim that didn’t belong io her. They had found a partial
police finally located the suspect and he was arrested. Afier hours and h
was guestioned, and then came my part to identify the killer; it was the
that fateful morning. | saw them instantly, cold, hard and without remors
he would've got away with it. | couldn’t let thal happen. There has been s
— he's serving life in prison. As they say, life goes on but I'm a changed
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Skills Workshop 3 - Designing print media pa{

4 | STARTER

Ask learners to teach you on page layout
complete novice (alternatively, if a learr
guestions until they explain all th

2 | MA

Learners to choose an existing print media product of their choice and as

the page layout, page design, typography and colours. Learners to compare and ;
they create.

3 EXPOSITION

Go over the key elements covered in the lesson, reminding learners Whagz
required in combining/shaping and refining page layouts, page design, typograph

i)

4 | PLENARY

{page 80), learners should sum up what th.\;

Using the
within 280 characters.

5 EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page &) of the practice assignme};};

COPYRIGHT
PROTECTED
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Skills Workshop 4 - Editing text for print med

4 | STARTER

Learners to use the e'suitable captions &

2 | MAIN

Opy;editing: https://youtu.be/gsKisrsBHFk

Learners to
Learners togly

[55 guide as a class on editing copy.

Free anline 6py éditing tools such as SlickWrite checks copy for grammatical er
@ bttps:/ fwww.slickwrite.com/#ledit

] EXPOSITION

Recap the keywords reminding tearnars of the importance of

—» Readability

—» Adding suitable captions

—» Editing to fit available space :
You may also wish to define the differences between copy editing and proofrea
Tasks involved in copy editing include checking written material for grammar, spelling, s
it’s prepared for proofreading. In proofreading, major changes aren’t made to the copy;
text and formatting errors and confirm the material is ready for publication.

4 | PLENARY

Using the

t {page 80), learners should sum up what th
within 280 characters. f

5 EXTENSION ORHOMEWORK

Learners to continue working on task 2 (page 8) of the practice assignm

COPYRIGHT
PROTECTED
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Caption this worksheet

COPYRIGHT
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Skills Workshop 5 - Using web design smftw&%

interactive media products

4 STARTER

= https: //w.ww.uwe.ac.uk/
= https:/fwww.sportengland.org/

2 | MAIN

Using web design software, learners to complete th
in using web design software 10 carry out basic functions.

A good starting point for tutorials = https:/ fwww.wischools.com/css/default.a

g | EXPOSITION

Summarise the skills fearnt in the workshop covering off the keywords.,

4 | PLENARY

Learners 1o create a website design checklist.

5 EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page 8} of the practice assignme
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feb design W@rksheeE

Activity What | did

Set up a site

Add a border

Create a HTML table to
present information

Add page content

Create a navigation bar

Create a text link

COPYRIGHT
PROTECTED

Add a video / animation

[

ag

Education

Use C8S coding to stvle a
HTML document
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B

Skills Workshop 6 - Creating digital pubi%catii

media products

4 | STARTER

Give learners exam blications to look at. Learners to ider"é}\i
Exam pEes tousgs i
strinity.ac.uk/undergraduate-prospectus- 2022/buui¢;
,arnergoodman co.uk/cms/document/May_2018___ Cybar i
= hitps: //extremereach com/video-benchmarks-2021-q2/ '

» hitps:/ fwww.nationalgeographic.com/magazine/fissus/march-2022

5 | MAIN

Using digital publication software, learners to complete the
their ability in using digital publication software to carry out basic functions.

Discuss best practice approach to design, content and functionality.

a | EXPOSITION

Summarise the skills learnt in the workshop covering off the keywords.

4 | PLENARY

Learners to create a digital publication checklist.

5 | EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page 8} of the practice assignmeﬁéﬁé
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Digital publication works

Activity

What | did

Set up a digital publication

Create/add an animation

Create/add a form

Create/add a movie

Create/add a sound clip

Create/add a button

Add a video / animatior

Add a page transition

Use a text wrap

BTEC L1/2 Tech Awards Teaching Pack, Component 2
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Skills Workshop 7 - Designing user interface:
media products

4 | STARTER

Give learners examg
Examples to usg

faces to look at. Learners to identify;é{g

< Menu-Driven Interfaces e.g. Menu bar
» Command Line Interfaces e.g. MS-DOS {C)

5 | MAIN

Using digital appropriate software, learners to complete the
their ability in designing user interfaces.

Discuss best practice approach to design, content, functionality and readability.

a | EXPOSITION

Summarise the skills learnt in the workshop covering off the keywords.

4 | PLENARY

Learners to create a user interface checklist on what a good user interfac
@ intuitive user navigation
= consistency

® feedback on user actions
= familiar elements

@ attractive visuals

& | EXTENSION OR HOMEWORK

COPYRIGHT
PROTECTED

Learners to continue working on task 2 (p:

€'practice assignm

ag

Education

BTEC L1/2 Tech Awards Teaching Pack, Component 2 Page 122 of 144




User interface workshe

Activity

What | did

import an asset

Add spacing

Add a divider

Use alignment to arrange an
object

Add navigation

Add a button

Add a drop-down list

Add a clear call to action

COPYRIGHT
PROTECTED
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Skills Workshop 8 - Using game engines for i
media products |

4 | STARTER

Start the workshop.!
= What are gazae €,

o Jding is used in game engines?
C# (C Sharp) — relative straightforward coding typical used by smaller game studis
» Name an example of 2 game engine ~
Godot, Armory 3D, MonoGame, Unreal Engine

= Mame the components of a game engine (hint: there are five) ;
Game logic, rendering engine, audio engine, physics engine and artificial intel!igg;‘gis};

A useful introduction video to how game engines work can be found at

. Pu=T3redl WatRPE | g
hitps:/fwww.youtube.com/watch?v=DKrdLKetBZE @ U

9 | MAIN

Using digital appropriate software, learners 1o complete the
their ability in using game engines. You may want to do a short tutorial firston t

Open source game engines include:

= Godot https://godotengine.org/

= Armory 3D https://armory3d.org/

= MonoGame https://www. monogame.net/
= Unreal Engine hitps:/fwww.unrealengine.com/

Discuss best practice approach to using game engines. A useful video to share w
Godot game engine — https://www.youtube.com/watch?v=QftpPi5i¥ry ‘

COPYRIGHT
PROTECTED

3 | EXPOSITION

Summarise the key learnings{

g EXTENSION OR HOMEWORK

Learners to continue working on task 2 {page 8} of the practice assignm

ag
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Game engine worksheel

Activity

What | did

import an asset
{poly/pixel counts)

Edit an asset
(poly/pixel cou

Set up levels

Create a game environment

Create an animation
{sprite, model or object)

Add physics to the game world
{e.g. gravity, collision,
detection, rotation, revolution,

speed of objects)

COPYRIGHT

PROTECTED

[

Add sound
{e.g. sound effects, music,
dialogue, voice-overs)

ag
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Top tips worksheet
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Skills Workshop 9 - Adding interactivity inge

interactive media products

STARTER

i

Test learners’ understanding on all tt
prepare three questions for the works':¢:
middie of the classroom. Enc.
1o take the seat,

pick a learner at random and a
o0 ask their questions for two minug

If guidance ; wed, ask learners to explain the following:

< character controllers

@ scripts

= triggers

= buttons

= actions

= colliders

= pickups

= game mechanics (scoring systems, inventory, win condition}

9 | MAIN

of interactivity in ga.

games. Learners to complete the following activities:

e  Look at existing interactive media examples of structure and design of scre
backgrounds and scenery, sound and lighting and recommend ways to refi
demonstrate the changes they would make through creating these change
demonstrate understanding.

Examples to use:

Pokémon Go game app 5

Black Negative — http://blacknegative.com/#1/home/ (a Creative Marketing

Evo ‘Energy Consumption’ Guide — https:/ fwww.evoenergy.co.ukfuk-ene
e  Revisit previous workshops on sound and lighting to support learners’ undeé
& Learners to discuss playability and usability of inter ‘media products.

g3 | EXPOSITION

Learners to use the free online software Wix (hitps://www.wix.com) an\\

Go over the key elem
for active users as onge

ive observers.

Using the

t (page 80), learners should sum up what the
within 280 characters. :

g | EXTENSION OR HOMEWORK

he workshop, reminding learners ¢

Learners to continue working on task 2 {page 8} of the practice assignm
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The templates below will help vour learners to evidence their own progress and
practices throughout Component 2. They can be used as part of the plenary or f
Included templates: :
% Skills audit — ongoing review

% Content review

< Testlog

% learner target sheet

4 Skills workshop / practical workshop record sheet
“% Terminology tracker sheet

% Skills workshop / practical workshop checkli
<  Assignment planning sheet
% Evidence checklist

% Teacher observatio
% Evidencou

COPYRIGHT
PROTECTED
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Test log

Name of learner:

e

Class:

Date:

Test and review relating t
Audio / movizg i
Print L ks
Enteractivm

ooad

Area related to:
Functionality
Consistency
Continuity
Communication
Accessibility
Usability

goooon

Testing carried out:

Actions / next steps:

COPYRIGHT
PROTECTED

Task com§ i :
YES — | am %5y with my work

NO - needs improvement

Date completed:

ag

Education
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Learner target sheet

Name of learner:

Class:

Date:

Target relating to:
Audic / moving image

Specify:

e

Learner response: Actions: How will | get there? Know Pve got to my target:
that | achieved my target?

Target achieved date:

COPYRIGHT
PROTECTED

Evidence:

[

ag
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Skills workshop / practical workshop

Name of learner:

Class:

Date:

Target relating to:
Audio / moving image
Print :

O
O Specify:

Skill focus:

Aim of the lesson:

What | learnt:

COPYRIGHT
PROTECTED
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Skills workshop / practical workshop (:%E’

Name of learner:

Class:

Date:

Workshop relating to:
Audio / moving image
Print _
interactivifl

Al Media pre-production processes and practices

A2 Media pre-production skills and technigues

B1 Media production and post-production processes and practices
B2 Media production skills and technigues

B3 Media post-production skilis and technigues

| have learnt how to:

COPYRIGHT
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Terminology tracker she

Name of learner:

Class:

Date:

Terminology relating to:
Audio / moving image
Print
interactivy

Al Media pre-production processes and practices

A2 Media pre-production skills and techniques

21 Media production and posi-production processes and practices
B2 Media production skills and techniques

B3 Media post-production skills and technigues

COPYRIGHT
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Assignment planning shee¢

Name of learner:

Class:

Date:

Evidence related to:

Al Media pre-production :
" : : 5 and technigues

d post-production processes and practices

Kiction skills and techniques

B3 Media post-production skills and techniques

Assignment task related to:
Audio / moving image
Print

interactive media

Assignment task outline:

COPYRIGHT
PROTECTED

[
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Evidence checklist

Name of learner:

Class:

Date:

Evidence related to:
Audio / moving imag

Print
fnteractivig O
Other O Specify:

Evidence | have:

e

Evidence | need to get:

COPYRIGHT
PROTECTED
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Teacher observation she

Name of learner:

Name of teacher:

B2oao

interactive media

Teacher observation:

Learner response:

COPYRIGHT
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Evidence overview

Audio / moving image

googoooudougooooodd

e

g0 oooodoo

interactive media

gopoooooogdoodoodd

rint

Storyboards
Shot fists
Lighting test shots

Prop/costume/make-up list

Location scout information, e.g. recce photographs
Shooting schedules
Script drafting
Permissions for filming
Personnel required
Equipment booking
Dialogue / sound script
Equipment list

C .-»-KS; e.g. interior/exterior
Setting of recording levels
Copyright clearances

Health and safety {risk assessment}

Screenshots

Asset sources, e.g. images, videos
Test shots

Prop/costurne list

Shot list

Styles

text wrap, page layouts, compositional grids

Page mock-ups, e.g. thumbnail sketches, annotated sketches, digital drafis

Health and safety {risk assessment}

Screenshots
Templates and formats
Colours

Font size tests

Font types tests

Text and image alignment

Mock-ups of page layouts, e.g. annotated ske
Site map

Sourced assets, e.g. videos, i
Health and safety (risk oo

tneplay, online multiplayer features

Sketches, annotated drawings, e.g. characters, environments
Written or visual storylines

Assets

Scripts

Storyboards (illustrating game progression or specific animation sequences}

Templates and formats, e.g. colours, font size, font types, hierarchy of type

rafts, navigaﬁor%
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Aberrant reading falso
referred to gs oppositionol
reading}

In reference to Stuart Hall's reception theory .
interprets meaning that is different from the in
producer :

R

Access

Refers to a means of approach, e.g. making m
now than ever before

Active media

Media that requires audienc

interaction and

Active viw"

% product, contributes and becomes part of the

ence/consumer/viewer that fully inter

element of control over how they interact wit

Analogue

A type of broadcast transmitting sound and im
and radio freguencies. This was the original te
is an older and now outdated system of broad
digital broadcasting

Anchorage

Where the meaning of a media text is establish

Audience profiling

A detailed breakdown {profile) defining the ty
interested in a particular media text. Producer
when creating a new media text, such as a tel
who the primary audience would be. Audienc
securing advertising sponsorship and deals wi
similar audience profile. An audience profile u

e Age e Asp
e Buying habits e Ge

* Interests e Life
* Lovalty to brands * Me

= NRS social grade » (¢

Audience research
methods

Finding out information about the audience th
as questionnaires, surveys, focus groups {prim
research and archive researc!; (secondary ress

i

Audience statistics

The coIIection fr:
figures, s

ata in terms of ¢i
es that can be used to a

Audio beds

@s sound running underneath a track og
ic or background noise :

Audio effg :

Refers to sound that is artificially created or er§

Balance Making adjustments to colour to make the im
Blockin The process of a director mapping out the cha
& before filming begins '
. A series of intended promotions to promote a '
Campaign

video game reaching out to a large audience i

Characterisation

Characters within a narrative, i.e. depictions o
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Closed narrative

A narrative with a clear sense of an ending an

Codes and conventions

Elements such as visuals and sound, that creat
are typical of a particular genre or type of me

Community Media
Organisation

Run by a community and provides an alternati
broadcasting

Connotation

What a phrase or word suggests or implies, eg
and destruction

{onvenience

Convergence

Creative &

' Refers to all areas of media production, ranging

Where two or mor
An example is *

interactive

Cross~-media

Where a media product can be distributed acr
platforms, e.g. the Angry Birds franchise is an
media {game for different media platforms, m

Demographics

Used to describe the audience of a media procf
age, gender and NRS social grade, e.g. the aud)
magazine can be described as predominately fg
grade and between the ages of 20 and 40

BB

The literal meaning of a word or phrase, e.g. tf

Denotation N , ;
would be an institution that educates children.

Devices The collective term to describe technological ¢
MP3/MP4 players, laptops, PCs, games consol
A type of broadcast that works by translating

Digital data rather than transmitting through analoguy

of broadcast, e.g. satellite television

Bistribution

Making a media product available to the audienﬁéﬁé
promotion :

Encoding

Refers to how media messages are prod uced

Exhibition/consumption

The showing of am

Flow

ce orientated and the a¢

type that has a set of typical conventions

Group coriS‘umption

Media platforms and devices that carn be enjo '
the same time, e.g. MMORPGs (massively mul ;
games} ’

lconography Images or symbols that are associated with a ;LZ
A systern of beliefs, ideas and values that are ¢
idecliogy
people
immediacy Refers to an immediate involvement with som
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independent media
producer

Describes a media producer who uses private r

individual consumption

Media platforms and devices that can be enjo
reading an e-magazine

Interactivity

Digital media that encourages audience partic”é"'

Juxtaposition

The placing of two opposing elements nex{ to
their differences

Mainstream audience

Describes a large target audience that consum
popular culture (mainstr ‘media texts

Media conglomerate

A media comnz s multiple mass m

kise en scéne

Tent of objects in the frame, e.g.
, lighting, props and sets :

| How a media text speaks to an audience

Motion graphics

Describes animation that creates the illusion o
combined with audio for multimedia products

RMultistrand narrative

A number of different storylines within a sing
mass audience

Marrative

Describes an account of connected events

Narrative devices

Technigues that move the narrative forward,

Megotiated reading

In reference to Stuart Hall's reception theory <
depending on what the audience bringsto a m
beliefs, values and personal experiences

Niche audience

Describes a small target audience that share u

MRS social grade

A system of audience demographic classificati
occupation of the audience. This system is use;

Omniscient narrator

A narrative mode in which the narrator knows
fruth and believability to the plot

Open narrative

A narrative with no clear ending

Oppositional reading

In reference to Stuart Hall’s reception theory -

Passive media

f media texts, e.g. television can i
‘Some extent

An audience/consumer/viewer that does not f
the product or its associated content, nor do &
influence production in any way

Personalisation

Adjusting content for a particular individual. C
user’s experience and add value, e.g. being abiy

Platforms

Describes how media products are distributed
view, cinema release, digital download, DVD, r
pages), streaming 5
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Plot

Defines the events that make up a story

Polysemic reading

A media text that has multiple meanings

Polysemy

Refers to a word or phrase that may have man

Portability

Refers to an object able to be moved with eas

Post-production

Tasks that are done after filming begins. These
» editing video footage s res
o adding SFX ® cre
e adding titles, graphics, colour/exposure co

Preferred reading

In reference to Stuart X

media text cre: dia producer

Pre-prod {2

“‘done before production begins.
ng sets s cas
costume design and preparation = pro
e prop design and preparation ®  scri
e recce (a visit to locations to check their sui
e securing financial backing and budgeting

Primary audience

Also known as the target audience; who the m

Primary research

Information obtained first-hand from the audi

Primary source

First-hand or contemporary account of an eve
events, observations, focus groups, BARB figu
interviews, artefacts ‘

Product

Term used to describe the type of media that %\
magazine, educational game, film :

Production

The shooting of footage

Production design

Creation of the physical world of a TV program

Public service
broadcaster

Broadcasting intended for public benefit rathe§

Qualitative research

Collecting and analysing hon-numerical dota ta
correlations, or test hypotheses

Qluantitative research

Collecting and analysing numerical data to des
correlations, or test hypotti: es 5

Representation

and idgas are port :
rns to easily understand the w

How people,.

Secondary 2;

es viewers who are considered to be o
audience and who can affect consumption sta

Secondary research

Research that has already been conducted by
found in books and journals and on the Intern

Secondary source

Information created iater by someone who did
topic first hand, e.g. journals, newspaper article
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Different parts of the creative industry. These §

s audio ® uk
Sectors . UL

= websites s gan

+ moving image {film/video and TV}
Sets Artificially constructed scenery used in moving
Silence Describes the complete absence of sound A

Typical traits associated with a particular socia
Stereotype . .

conventional and are continuously repeated at
Story Recounting the sequenc ents

Framework the e narrative in a pa
Structure narratius

“What are used in media products, e.g. colour,

ically start at the beginning ar§

composition or navigation, mise er scéne, ligh

Synahronisuﬁg

Matching sound to the visuals on the screen

Synergy

Describes two or more media sectors working |
effect is considered to be greater than the long

individual media sectors.

Target audience

Refers to a group of people who the media pr

Technological Describes the coming together of more than o
convergence that can be distributed across a range of medi
Themes Topics of discussion in a narrative, e.g. coming
Tone Refers to the level of brightness

User-generated content

Content that can be created by the media use
podcasts, mobile phone photography

Yisual effects

Refers to realistic imagery created by CGl

Webedia

An industry term to describe media created b\,

without the need for media professionals
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