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Computing — Year 10, iMedia

Half Term 1 Half Term 2 Half Term 3 Half Term 4 Half Term 5 Half Term 6
Visual Identity (VI), VI, DG & Ml VI, DG & M VI, DG & Ml Vi, DG & MI New Unit
Digital Graphics (DG) & - Tools & - Advanced Tools - Project - Project - Animation
Media Industry (MI) Techniques & Conventions (Coursework) Continued & Audio

By the end of this term,
pupils will know:

By the end of this term,
pupils will know:

By the end of this term,
pupils will know:

By the end of this term,
pupils will know:

By the end of this term,
pupils will know:

By the end of this term,
pupils will know:

How visual identity
and digital graphics
are used in the ‘real’
world, such as
branding for business
What key features
and design elements
are used

How style, content
and layout are
tailored for specific
audiences

Extend graphics skills
from KS3 to be able
to source, create and
prepare assets for
use within digital
graphics

e How documents and

techniques are used
to plan visual identity
and digital graphics

e How client

requirements are
defined and used

e How audience
demographics are
used, such as
segmentation.

e How to plan work
and generate ideas

e How to use tools and
techniques in
software to create
visual identity and
digital graphics

e Understand the

conventions or
‘codes’ used in
graphic design to
convey meaning &
create impact with
audiences, such as
colour & typography

e Extend skillset using
techniques to create
visual identity and
digital graphics using
tools such as Adobe
[llustrator

e Understand and
apply techniques to
save and export
digital graphics

e How to start their
coursework project
by focusing on a set
brief or scenario

e Apply techniques to
plan project work,
such as using
‘standard’ types of
documents

e Apply techniques to
generate ideas, such
as ‘standard’ tools

e Apply techniques to
source and generate
assets to start
implementing
personal ideas in
response to set brief

e Apply tools and
techniques in
software to create
digital graphics in
response to set
scenario about
visual identity

e Refine work to
ensure it conveys
meaning & creates
impact with defined
audience, such as
colour & typography

e Document use of
tools and
techniques

e Save/export work
using appropriate
file types

e How features and
conventions are
used in animation
and audio

e How conventions
are used to convey
meaning, create
impact and/or
engage audiences,
such as camera
techniques, lighting,
movement and
transitions

e How pre-production
and planning
documents and
techniques are used
with animation with
audio
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Key Tier 3 disciplinary

Key Tier 3 disciplinary

Key Tier 3 disciplinary

Key Tier 3 disciplinary

Key Tier 3 disciplinary

Key Tier 3 disciplinary

vocabulary vocabulary vocabulary vocabular: vocabulary vocabulary
e Vector, bitmap e (lient brief, mind e Colour theory, e Scenario e See vocabulary e Stop motion, time-
graphics, scalability, map, mood board, palette, hex codes, e Seevocabulary identified earlier lapse, motion
pixelation, colour visualization RGB codes identified earlier capture, CFl, cel

depth

e Dimensions,
resolution, layers

e Shapes, symbols,
handles, points,
anchors

e Tools, line, pencil,
brush, selection,
lasso, marquee

diagram, gantt
chart
e Brand, house style
e Morphological
matrix, thumbnail
sketches, scamps
e Alignment,
whitespace

e Serif/sans-serif fonts

e Shape builder, offset
paths, patterns,
clipping masks

e Re-touching

e Save, export, file
types e.qg. GIF, JPG,
PSD

e Compression,
resolution, file size

e Copyright, licence,
proprietary

animation, cut out,
flipbook

e Mis-en-scene

e Storyboard, script,
timeline

e Narration/voiceover,
diegetic sounds,
foley, sfx, dialogue



