
Curriculum Overview Plan for Year 10 [Imedia] 
 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

 
Topic 

RO82 Understanding and planning digital graphics RO82 Creating and Reviewing Graphics Complete RO82 
Graphics Coursework 

RO91 Designing a Game concept RO91 Designing a Game concept RO91 Designing a Game 
concept Complete 
Coursework. 

Learning objectives Understand how digital graphics are used, including: 
magazine covers, CD/DVD covers, adverts, web images and 
graphics, multimedia products, games 
Understand what a client brief is 
Identify the resources needed to create a digital graphic 
including: 
digital camera, Internet, scanner, computer system and 
software 
Identify the assets needed to create a  
digital graphic including:  
photographs, scanned images, library images, graphics  
and logos 
Understand why digital graphics are used, including: 
to entertain, to inform, to advertise, to promote and to 
educate 
Understand how different purposes and audiences influence 
the design and layout of digital graphics including the use of: 
Colour 
Composition 
White space 
Styles 
Understand the properties of digital graphics and their 
suitability for use in creating images, including: 
Pixel dimensions 
DPI / resolution 
Understand the properties of digital graphics and their 
suitability for use in creating images, including: 
Pixel dimensions 
DPI / resolution 
Interpret client requirements for a digital graphic based on a 
specific brief 
Be able to determine the target audience requirements for a 
digital graphic 
Produce a work plan for an original graphics creation 
Produce a visualisation diagram for a digital graphic 
Understand how legislation applies to images used in digital 
graphics, whether sourced or created including: 
Copyright 
Trademarks 
 
 

Understand where images and graphics can be sourced 
from 
Create a new document with correct properties 
Make use of the paintbrush tool and change brushes 
Be able to change the brightness and contrast of an 
image 
Source appropriate images for use in a digital graphic 
Create assets for use in a digital graphic 
Understand technical features of assets including pixel 
dimensions, DPI and resolution 
Understand how to use an assets table 
Understand features of graphic products such as: 
Rule of thirds 
Margins 
Compile an image using basic techniques such as: 
Crop and move 
Text 
Eraser 
Layers 
Be able to add shapes and change their stroke and fill 
Apply filters to a layer 
Be able to isolate images including: 
Image selection 
Selection tools: Magic wand, magnetic lasso, colour 
selection 
Understand features of graphic products such as: 
Giving objects space and highlighting key factors 
Understand how assets are saved to ensure technical 
compatibility with a final graphic – including  
file format, pixel dimensions, DPI and resolution 
Be able to export graphics with formats and properties 
appropriate for: 
Print 
Web 
Multimedia 
Be able to use version control 
Use other advanced tools: 
Layer styles 
Adjustment layers 
Text special effects – tracking and leading 
Be able to use the following tools and techniques: 
Masks 
Clone/Heal 

See Autumn 1 and 2 Read through live assignment 
Read through task lists 
Set up folders (physical) for new unit 
Set up folders (electronic) for new unit 
Learn about retro arcade games 
Produce a report or presentation that 
explores the evolution of Games and 
Gaming Platforms  
(Generations 1 – 8)  
 
 

Investigate how digital games and 
game platforms have evolved over 
time 
Compare the capabilities and 
limitations of different gaming 
platforms 
Produce a report or presentation 
that explores the characteristics of 
games 
Investigate:  
The evolution of the characteristics 
of different games from different 
genres 
Produce a document that explores 
Game Objectives  
Identify and explain: 
Game objectives from different 
digital games 
 

See Spring 2 and Summer 1 

Knowledge/ skills to 
be gained 
 

Understand why digital graphics are used, including: 
to entertain, to inform, to advertise, to promote and to 
educate 
Understand how digital graphics are used, including: 
magazine covers, CD/DVD covers, adverts, web images and 
graphics, multimedia products, games 
Understand how different purposes and audiences influence 
the design and layout of digital graphics including the use of: 
Colour 
Composition 
White space 
Understand the properties of digital graphics and their 
suitability for use in creating images, including: 

Compile an image using basic techniques such as: 
Crop and move 
Text 
Eraser 
Layers 
Understand how to make effective choices and uses of 
images 
Be able to change the brightness and contrast of an 
image 
Be able to add shapes and change their stroke and fill 
Make use of the paintbrush tool and change brushes 
Apply filters to a layer 
Be able to isolate images including: 

See Autumn 1 and 2 Produce a report or presentation that: 

 Identifies client requirements 
for the game 

 Identifies characteristics & 
requirements of the target 
audience 

 Identifies what criteria must be 
met for the game to be 
successful 

Generate a number of ideas for a game 
which will meet the client requirements 
Each idea must include: 

Choose one idea from your game 
ideas 
Write a Game Proposal  
Create a range of visualisations of 
your game idea 
Create a document that discusses 
the Legal issues and restrictions on 
assets, ideas and concepts 
Provide evidence that you have 
saved electronic files using file and 
folder names and structures which 
are consistent and appropriate 

See Spring 2 and Summer 1 
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Pixel dimensions 
DPI / resolution 
Understand how legislation applies to images used in digital 
graphics, whether sourced or created including: 
Intellectual property use 
Permissions and implications of use 
Understand where images and graphics can be sourced from 
Source appropriate images for use in a digital graphic 
Create assets for use in a digital graphic 
Understand technical features of assets including pixel 
dimensions, DPI and resolution 
Understand how to use an assets table 
Understand features of graphic products such as: 
Rule of thirds 
Print safe area 
Create a new document with correct properties 
 

Image selection 
Selection tools: Magic wand, magnetic lasso, colour 
selection 
Use other advanced tools: 
Layer styles 
Adjustment layers 
Text special effects – tracking and leading 
Understand features of graphic products such as: 
Giving objects space and highlighting key factors 
Be able to use the following tools and techniques: 
Masks 
Clone/Heal 
Understand how assets are saved to ensure technical 
compatibility with a final graphic – including  
file format, pixel dimensions, DPI and resolution 
Be able to export graphics with formats and properties 
appropriate for: 
Print 
Web 
Multimedia 
Be able to use version control 

 Outlines for the idea and how 
you would meet the criteria for 
the game 

Each idea could include: 

 Outlines 

 Genre 

 Concept  

 Narrative 

 Characters 

 Locations 
 

 Review how the 
components, narratives 
and gameplay work 
together to meet the 
client’s requirements 

 Explain how and where 
the game could be 
improved 

Describe areas for further 
development, giving reasons for 
your choices 
 

Assessment 
 

Written Assessment and Coursework Written Assessment and Coursework Exam set 
Coursework 
assignment 

Exam set Coursework assignment Exam set Coursework assignment Exam set Coursework 
assignment 

Links with 
prior/subsequent 
learning 

KS3: Graphics 
 
RO81 Preproduction 
 
Future: 
RO82 Creating and Reviewing Graphics 

KS3: Graphics 
 
RO81 Preproduction 
 
past: 
RO82 Understanding and planning digital graphics 

KS3: Graphics 
 
RO81 Preproduction 
 
 
RO82 Understanding 
and planning digital 
graphics 

KS3: GDevelop and Scratch Games 
 
RO92 Developing a Digital Game 

KS3: GDevelop and Scratch Games 
 
RO92 Developing a Digital Game 

KS3: GDevelop and Scratch 
Games 
 
RO92 Developing a Digital 
Game 

Literacy/numeracy 
skills 
 

Client requirements, brief, target audience, work plan, Gantt 
chart, tasks, activities / sub-tasks, workflow, timescales, 
resources, milestones, contingencies, visualisation diagram, 
assets, photographs, scanned images, library images, graphics, 
logos, resources, digital camera, internet, scanner, computer 
system, software, graphics tablet, legislation, copyright, 
trademarks, logos, intellectual property, permissions, model 
release form 
 

Pixel dimensions, DPI, resolution, asset sourcing, asset 
creating, stock, stock library, compatibility, isolating, 
asset table, print safe area, margin, rule of thirds, move, 
transform, crop, layers, opacity, eraser, adjustment 
layers, text, effective, brush, shape, text, filter, 
brightness, contrast, tracking, leading, selection, magic 
wand, magnetic lasso, colour selection, black & white, 
layer styles, masks, clone, heal, feathering, colour 
balance, gradient fill, review, export, TIFF, PDF, version 
control, brief, requirements, review, improvements 
 

See Autumn 1 and 2    

 


