OCR iMedia
The learning in OCR iMedia is structured as follows.
Year 10:





Year 11:
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Half term 4


What hardware, software and peripherals are required to create a digital game?


Half term 5


How do you create a digital game? What skills will you need to do this?


Half term 6


What is pre-production?


What do we need to do to plan digital games and why is it important to do this?


How do we review a digital game? What makes them successful?


What documents are needed in this planning?


What is their purpose and contents?










Half term 1


How do you plan your own pre-production documents?


Half term 2


Half term 3


How do you create a digital graphic? What skills will you need to do this?


 What are the purpose and properties of digital graphics?


What do we need to include to produce them?


How do we review these documents? What makes them successful?


What do we need to do to plan a digital graphic and why is it important to do this?


What will we need to revise for the mocks?


How do we review a digital graphic? What makes them successful?










Half term 4


 A period of catch-up time to ensure all coursework is ready for moderation by OCR.


Half term 5


A period of revision in preparation for the final OCR iMedia formal exam. 


Half term 6


This is the formal exam period for all Year 11 students.










Half term 1


SAME AS COMPUTER SCIENCE


Half term 2


Half term 3


How do you create an interactive multimedia product? What skills will you need to do this? 


What are the uses and properties of interactive multimeda products?


What do we need to do to plan interactive multimedia products and why is it important to do this?


How do we review an interactive multimedia product? What makes them successful?









