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Activity posters are provided for each of the posters above.

Alf Topic on a Page posters are provided in A3 and A4 formais.



Teacher’s Introduction

This resource is primarily intended to be used during revision by students
studlying BTEC Tech Award Level 1/2 in Creative Media Production:
Component 2: Developing Digital Media Production Skills {teaching from
September 2022).

Abways check the exam board website
for new information, including
changes to the specification and
sample assessment material.

As a revision tool, this resource does not aim to cover the material in
depth but rather provide visual ‘mind maps’ of the Component 2 section of the specification, which students can
use as the basis of their revision, covering all the key terminology and knowladge that they need for their
assessment. The resource is especially suited to visual learners, and those learners who find it hard to revise from
written notes.

The rasource consists of:
12 completed mind maps, which provide solutions to the activity mind maps, labelled: —

e 12 activity mind maps {partially complete} for students to complete, labelled:
All mind maps are provided in A3 and A4 formaots.

How to use this resource:

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

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

e  The resource also includes partially completed mind maps. Students could be encouraged to complete the
exercises as a way of recapping knowledge from the topic at the end of teaching. More-able students couid,
additionally, be asked to think of further examples to illustrate the points, whereas lower-ability students
could provide more illustrations or colour-code the mind maps to aid memory of the key topics.
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+ Page mock-ups raesearching data,

+ Determine budget acquiring images,
and timeline (set etc.)
deadlines} + Design

+ Editing
+ Review and refine

+ Version comparison
+ Final approval

+ Distribution

D

N

NN\

)

COPYRIGHT
PROTECTED

N

Pre-production | production

diting

nts, + Review and refine
1 5it0ting news, v§fs;on Cf?nﬁp?rason
curating customer 7 Fs‘na approva
reviews, etc.) + Distribution

+ Design

+ Prototyping

+ Create and approve
creative bri

+ Determing
and timeli
deadlines)

+ Create story
and script

+ Wireframes

+ Determing
equipment list

+ Qutline production
scheduie and shot tist

£

i

o

=

£

L

SEER—

\Q’\‘:\'
|
.

-




Shooting Interion
the tighting conditiens and plan ca 5 and shots.
Camers sebtings cammera's white batance, expo: me rate for
eptimal image q tnose the appropriate lens [ focus s S,
Stabifisatiom: Use & i isure steady sho
Compost i3 i of thirds, le g lines, symrmaetry.
Sound: External ricrophanes for high-g v audio, minimise background noise.

Shaating Exterior:
Weather considerations: Check weather conditions. Adjust
compensate for v; ght lavels.
Natural Bght: ULl g
i incorpor
Safety: Consider saf
Audio: Use windshi

Dynamic shots
ihe sense of m

by showing a character

a Cutaway shot, the g

A

%95

dju

j
m

recording levals that are too high or too law.

2rgin, to accommodate unexpacted spike:
eak meters or VU meters, to vis
6. Monitosing during recording - use headphones [ studio monitor
7. Test recardings - check the reco
§, Adjusting levels for different sources
9. Consider envivonmental factors -

Types of Microphonas:
Noise-cand
Handhaid
Direct connected
Boundary

g - set

iting ang mix;
digital audio werkstat
4. Adding to the production - integrate the created audio into the overall production.
5. Guality controd - review and fine-tune to ensure clarity, consistency and coherence

COPYRIGHT
PROTECTED




Persuasive
Devices

Ashot
used to
look
down an

Where an image is
split inte nine equal
parts, where
important elements
should be

Ifluminates
part of the
subject 1o

Accuracy

intersections to

cyeate more tension create Creates low contrast
and interest, rather contrast hetween light and

than having the between light
subject positioned i b and dark
re. areas.

k areas.

S S

akes image:

Helps us to understand the
; . without cutting

iting, as changes made t

/ CF YOS

size of an when shown - >
14 +healing . e OBt {uniike cropping). Re not affect the others,
. i eal next to ancthar object s image qual
Rermoving unwanted _~7 +cloning arfects image qua
nuter areas of 2 +conte

+dodge b i ftering varicus
. ¥ the image,

o e e

Se ns iny
isotating specifi

area while leay
image

agement

Tracing hand- Drawing lines eutiises RIS L ceeeccem———manan
drawmn straigh t dashed

sketches

attow dasigners to work non-
destructively, as i
placed on a separate
casier to edit, rean
effects indep

Effects

ffects in graphic design refer to various visu
objects or entire comp ns, Commeon effect;
biurs and textures, which add depth, dimens

Ettipsas
Palygons

Drawing paths

Drawing tools

Graphic design seftware p
range of
wols, bru

Transforming objects
ivas resizing, rotating, skewing and flippi
sliows users to perfo
precise numeric inputs.

Transfor
positio

24
es, shapes and text tools.
daesigners to create
ious elements, such

i ed
illustraticns and photc
editi y iose

Design principles
tinderstanding design princigles such as balance, contrast, & i

COPYRIGHT
PROTECTED




Uses three-dimensional graphics, such as
objects, textures or models, 1o create a
maore realistic and immaersive envi :fonm(;ni

Characters

~

Flat graphics that can be either z static image or an
animatad graphic included in the overall game world,

moving independently of the gama’s environment Objects
% interactive
N elements that
Sprites Gl player:
. environ
ZlD graphic involves sculpti
elements to g i L
re use}f Creating rigging and
present oxtures animating the
involves assets to make

objects ar
ef:e_crs. They are  jnuaties de:
typicaily smali,

Weapons -, _

designing or
photographing
surface

Models are
essential for

i
i
i
them come slive. |
)
h
;

visually spp

1]
1]
1]
1]
1]
]
)
]
]
h
]
t
t
1
1]
1]
1]
1]
1]
1
1]
]
]
]
:
]
1]
t
t
i
H characters,
1]
1]
1]
1]
)
]
]
]
]
h
]
t
t
1
1]
1]
1]
i
1]
1]
1]
]
)
]
]
]
1]
t
t
t
t
1

animated ; . s and other b sat creating
and immers3 abject assels terms, sucl creating
images that are elements that involves h;za‘l.er-’;o) >u(«hl and interactive 30 |
crucial forvisual  Guecapes ar cilitate user creating = ‘?Er_«vmfta . experiences. |
storytelfingand oo that settne  P2vigationand detailed and o et n
gameplay. rthe interaction. GUI recognisable 20 S
interactive design shoui or3n applyingthem
interactive prioritise represer;t:“,'io':s 1o 3D modals.
experience. e g MO, tish-quality
P usability and High-quality 7 ,///
friendliness. f’"hjﬁce_ t"j"l /////ﬁ’ i
oversil visua ,{W/ Rufe of thisds: An image is split into
) 'Wﬁ nine equ;l p:aﬂ.s: w.here ‘T?G,H?Pt
elements shouid be pesitioned

’ 7
: i . ////;/, along these imaginary lines
Lo o T

= storytelling
drawing

ving unwanted outer
5 of a photograph

= the
drawings
that fill in
the action
hetween the
key positions
and
hreakdowns

COPYRIGHT
PROTECTED

Helps us to understand the
; size of an object when shown
[ - S, 5 25 ’ i next to another object

cro

isgmetric




The way data is arranged logically within a file. Compatible file
formats for video include: MP4, MPEG-2, DV, HDV and MOV files.

//// ,

3{ R ;OQG;;DE;S;;H— . TRH\;M!NG FQOTAGE ///'/ /////////// //

The units for sample rate are samples per secand {sps) or
hertz (i4z). The higher the sample rate, the betier the quality.
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Colour has a significant
impact on the visual appeal
of a website. Thoughtfully
chosen colours can create
inviting and aestheti
pleasing design :

BOOTSTRAP

A responsive framewaricis a collection of pre-designed and pre-
built HTML, €SS and javaScript components and templates to
save time and effort, including:

& Responsive grid system to create flexible layouts that

automatically adapt to different screen sizes {baae;

column layout to position content)
Pre-designed components such as
buttons, forms, mar, §00 S
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& Ensure consiste:
& Create visually ap
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Larger font sizes
enhance readability,
making it easier for
visitors to read the

Sprites | Models | Objects

Gravity | Collision | Detection |
Rotation and revolution | Speed of
objacts

th vision
impairments; or older
individuals who may

have difficulty reading

Lighting effects | Shadow | Bump maps |
Blending animation

Sound effects | Music | Voice-avers
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How well a media pmduct

satisfies audience needs
and serves its purpose

How much
contentis
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Continuity of movement

Canventional continuity

Refine work ar
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What's going weli?
What's not working?

What does success look ike?

method to improve t
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What tools are helping you right now?

= Cameras or other film

equipment caught in reflections
=» Cbjects disappearing and
reappearing from the scene

= Actor’s eyelines not matching
between shots

=> Actors using different physical
movements from shot to shot
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Low-fidelity wireframes are basic and
simplified wireframas usin, ie
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,  OF flow of information.
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Shooting Interion
Preparation:
Camera settings:
4 Stabilisation:
Composition:

Shooting Exterior:

iderations:
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Types of Microphones: %
+  Moise-cancelling
+  Handheld

+  Direct connected
+  Boundary

+  Radic

+  Preferred
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Tracing hand-
drawmn
sketches

Drawing lines

Drawing paths

Drawing tools Transforming objects

Design principles




objects,

Flat graphics that can be either z static image or an
animatad graphic included in the overall game world, .
moving independently of the gama’s environment Objects

¥

Sprites . GUi
pre Environments

and terrain

Uses three-dimensional graphics, such as

maore realistic and immaersive environm

textures or models, to create a

~

. Weapons
e

BACKGROUNDS
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= storytelling ™
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and
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information Visualisation: Visyal Transitions:

Giveaking News Alerts: Title Sequences and introductions:

Storytelling and Marrative Enhancemeant: Engaging Social Media Content:




Tahles

:

Columns and
gutters

Margins
Frames

Paths

! Aligning objects !

Page size

Page
numbering

Text wr

Master
pages

hnprove the personaltism of your text by using words
such as 'you' and ‘your' rather than 'we' and 'our

Masthead
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KA

Coverlines
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Running
Heads
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Language

Emationat
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& an
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& WHO
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Text
Alignmen

Font Enhancements

Design Aspects:
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© ZigZag Education, 2023

a collection of pre-designed and pre-

SOOTSTRAP
A responsive frameworic i

g built HTML, €SS and javaScript components and templates to
: save time and effort, including:

s & Responsive grid system to create flexible layouts that
; automatically adapt to different scraen sizes {bas

= column layout to position content)

& Pre-designed components such
buttons, forms, mor §00 S
carousels

& Ensura consistes

& Create visusily ap%

S

Satt

Site navigation

Sprites | Models | Objects

Gravity | Collision | Detection | )
Rotation and revolution | Speed of
objacts

Lighting effects | Shadow | Bump maps | : .
Blending animation ;

Sound effects | Music | Voice-avers
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in filins, this is known as
values

A website shﬂuid have a mintmum of 200
um of 1000 words per page

According to movie
The Simpsons h

istakes.com
e most TV H
ristakes of all time

rd

efully checking
or &i7Ors in a text
bafore publishing
A demonstration or
an explanation that
details each stage

Why Use 17

improves quality angd
eliminates mistakes

o correctly

Prevents

£
hnical concepts

‘defective’ media
products from reaching
aucience and damagi

Refine work ar

Zstions to ask yourself:
What's going weli?
What's not working?
What tools are helping you right now?
What does success look iika?

ng

= Cameras or other film

wught in reflections
=> Objects disappearing and
reappearing from the scene
= Actor’s eyelines not matching
between shots
=3 Actors using different physicat
movemeants from shet to shot
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