
Curriculum Overview Plan for Year 11 [Imedia] 
 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

 
Topic 

RO81 Pre-production A RO81 Pre-production B RO92 Developing a digital game RO92 Developing a digital 
game 

RO81 Retake if required  

Learning 
objectives 

Understand the purpose and uses for mood boards 
Understand the purpose and uses for mind maps / spider 
diagrams 
Describe the content of mind maps / spider diagrams 
Understand the purpose and uses for visualisation 
diagrams 
Understand the purpose and uses for storyboards 
Understand the purpose and uses for scripts 
Be able to use suitable naming conventions including 
version control and organisational requirements 
Identify and explain the use of camera shots including 
close up, mid shots and long shots; camera angles 
including over the shoulder, low angle and aerial; camera 
movement including pan, tilt, zoom and using a track and 
dolly; lighting including types and direction; camera 
types including still cameras, video cameras, virtual 
cameras 
Describe the content of storyboards 
Describe the content of scripts 
Understand the properties and limitations of file formats 
for still images, audio, moving images – including video 
and animation 
Understand the properties and limitations of file formats 
for: 
Still images 
Audio 
Moving images – including video and animation 
Be able to identify appropriate file formats for: 
Pre-production documents 
Final products in line with client requirements 
 
 

Produce a work plan and production schedule to include 
tasks, activities, work flow, timescales 
Describe the hardware, techniques and software used for 
creating electronic pre-production documents 
Understand how certification and classification works with 
creative media 
Interpret client requirements for pre-production including 
purpose, theme, style, genre and content 
Base interpretations on a specific brief including by client 
discussion, reviewing a written brief, script or specification 
Identify timescales for production based on target audience 
and end user requirements 
Understand the importance of identifying the target 
audience including their gender, age, ethnicity, income, 
location and accessibility 
Understand the importance of identifying the target 
audience including their gender, age, ethnicity, income, 
location and accessibility 
Understand the health and safety considerations when 
creating digital media products including the use of risk 
assessments, location recces and safe working practices 
Understand the legislation regarding assets that need to be 
sourced, including copyright, trademarks, intellectual 
property 
Understand the purpose and uses for scripts 
Understand how legislation applies to creative media 
production including data protection, privacy, defamation 

Explore digital game creation software, 
hardware and peripherals 
Plan the digital game  

Create the digital game 
Review the game 

  

Knowledge/ skills 
to be gained 
 

Describe the content of mood boards 
Create a mood board 
Review a mood board and identify areas for 
improvement 
Describe the content of mind maps / spider diagrams 
Create a mind map / spider diagram 
Review a mind map / spider diagram and identify areas 
for improvement 
Understand the purpose and uses for visualisation 
diagrams 
Describe the content of visualisation diagrams including 
images, graphics, logos and text 
Create a visualisation diagram 
Review a visualisation diagram and identify areas for 
improvement 
Identify and explain the use of: 
Camera shots including close up, mid shots and long 
shots 
Camera angles including over the shoulder, low angle 
and aerial 
Camera movement including pan, tilt, zoom and using a 
track and dolly 
Lighting including types and direction 

Interpret client requirements for pre-production including 
purpose, theme, style, genre and content 
Base interpretations on a specific brief including by client 
discussion, reviewing a written brief, script or specification 
Identify timescales for production based on target audience 
and end user requirements 
Be able to conduct and analyse research for a creative digital 
media product including: 
Using primary sources 
Using secondary sources 
Produce a work plan and production schedule to include: 
Tasks 
Activities 
Work Flow 
Timescales 
Resources 
Milestones 
Contingencies 
Describe the hardware, techniques and software  
used for: 
Digitising paper-based documents 
Creating electronic pre-production documents 
 
Describe the content of scripts 
Analyse a script 

Demonstrate that you understand the 
software and hardware available for 
creating and testing games. 
Decide which is the most appropriate for 
the client and target audience 
investigate the 2D and 3D software 
available to create digital games, 
identifying the capabilities and 
limitations of each 
 
investigate the various types of 
hardware and peripherals which might 
be used to create games and play games 
 
identify the gaming platform hardware 
and used when testing digital games. 
 

obtain the assets identified in 
your planning to create the 
digital game 
store the assets in a suitable 
form and location. 
import the assets into a game 
environment 
position and manipulate 
game objects in the game 
environment using 
appropriate geometric 
parameters 
set the properties and 
parameters for game objects 
and environment 
create game play interaction 
and controls 
identify any algorithms used 
for the game play and their 
function through the game 
create the playable digital 
game 
test the game using the test 
plan 
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Camera types including still cameras, video cameras, 
virtual cameras (for animations, 3D modelling or 
computer games) 
Describe the content of storyboards 
Create a storyboard 
Review a storyboard and identify areas for improvement 
Understand the purpose and uses for scripts 
Describe the content of scripts 
Analyse a script 
Review a script and identify areas for improvement 
Be able to use suitable naming conventions including 
version control and organisational requirements 
Be able to identify appropriate file formats for pre-
production documents and final products in line with 
client requirements 
Review a mood board and identify areas for 
improvement 
Review a mind map / spider diagram and identify areas 
for improvement 
Review a visualisation diagram and identify areas for 
improvement 
Review a storyboard and identify areas for improvement 
Analyse a script and identify areas for improvement 
 

Review a script and identify areas for improvement 
 

save, export and publish the 
completed game. 
review how the components 
of the final digital game work 
together to meet the client’s 
requirements 
explain how and where the 
digital game could be 
improved 
describe areas for further 
development, giving reasons 
for your choices. 

Assessment 
 

Homework, topic tests and external examination Homework, topic tests and external examination Externally set assignment marked 
internally 

Externally set assignment 
marked internally 

  

Links with 
prior/subsequent 
learning 

RO82,91 and 92 RO82,91 and 92 KS3 Scratch and Gdevelop units 
RO81 

KS3 Scratch and Gdevelop 
units 
RO81 

  

Literacy/numeracy 
skills 
 

Pre-productions, mood board, mind map, visualisation 
diagram, storyboard, script, voiceover, still image, 
graphic, typography, colour scheme/palette, scene, 
timing, close up, mid shot, long shot, extreme close up, 
extreme long shot, over the shoulder, low angle, high 
angle, aerial, pan, tilt, zoom, track and dolly, lighting, 
dialogue, internal location, external location, virtual 
camera, emotion, file format, file extension, versions 
 

Purpose, theme, style, genre, brief, specification, timescale, 
target audience, end user requirements, primary source, 
secondary source, task, activity, work flow, timescale, 
resource, milestone, contingency, work plan, production 
schedule, gender, age, ethnicity, income, location, 
accessibility, digitise, health and safety, risk assessment, 
recce, safe working practices, copyright, trade mark, 
intellectual property, data protection, privacy, defamation, 
libel, slander, certification, classification 
 

Peripherals, capabilities, assets, digital, 
hardware, software, environment, 
requirements, components, geometric 
parameters, algorithms 

Peripherals, capabilities, 
assets, digital, hardware, 
software, environment, 
requirements, components, 
geometric parameters, 
algorithms 

  

 


