Year 11

RO82: Creating Digital Graphics (10
hour project).

Learning Outcome 1: Purpose and
properties of digital graphics including
file types, software, hardware.
Learning Outcome 2: planning - work
plan, brief analysis, pre-production
documents; legal considerations.
Learning Outcome 3: creating digital
graphics using appropriate hardware
and software (Adobe Photoshop)
Learning Outcome 4: Reviewing a
digital graphic, identifying how created
graphic meets client brief and
identifying areas of improvement and
further development

R092: Developing Digital Games.

Learning outcome 1: Understand game creation hardware,
software and peripherals. 2D and 3D game creation,
hardware and software used to create and test digital games|game algorithms, assets (sprites),

R092: Developing Digital Games.
Learning the use of Construct 2 to
create digital games including -

layers, sounds, event sheets,
games physics

Assessment on Learning Outcomes

R092: Creating Digital Graphics (10 hour
project). Learning Outcome 1:
Purpose and properties of multipage websites
Learning Outcome 2: planning - work plan,
brief analysis, pre-production documents;
legal considerations. Learning
Outcome 3: creating multipage website using
appropriate hardware and software (Adobe
Dreamweaver) Learning Outcome 4:
Reviewing multipage website, identifying how
created graphic meets client brief and
identifying areas of improvement and further
development

Revision of R081 in readiness
for first examination attempt

(2 allowed)

Revision of R081 in readiness for first
examination attempt (2 allowed)

R092 submission and external moderation
Public Examination
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