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Computing — Year 11, iMedia

AUTUMN

Half Term 1 Half Term 2 Half Term 3 Half Term 4 Half Term 5 Half Term 6
Animation & Audio | Animation & Audio | Animation & Audio = Animation & Audio | Media Industry (M)
- Using Assets - Animation Skills - Audio Skills - Text, Check - Exam
Media Industry (MI) | Media Industry (Ml) & Review Preparation

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:

Techniques to obtain,
create and manage
assets

For example, using
drawing and editing
tools to create
objects, characters
and backgrounds,
using image editing
and/or animation
software and saving
them ready for use
What legal issues
affect the media
industry, such as
copyright and
permissions for
taking images plus
data protection

e How to apply tools &
techniques to create
animation

e For example, to
generate and
enhance movement,
such as timelines,
tweening, keyframes
and onion skinning
layering, libraries,

e What are the
properties and
formats of files used
in the media industry

e For example, sample
rate and bit depth for
audio files or DPI/PPI
resolution for static
image files

e How to apply tools &
techniques using
audio for animation

e For example, using
techniques for
creating sounds, such
as recording or
locating stock music
and sound effects

e How to edit sounds in
audio editing
software

e How to insert audio
into animation
software to
synchronise
movement with
sounds

How to apply
techniques to
test/check and
review animation
with audio

For example, the
structure, content
and use of test
plans, checklists and
success criteria

How to devise
improvements and
further
developments

For example, further
developments in
terms of client
requirements and
target audience

Media industry
sectors and
products, such as
film, TV and games
Sources and types
of research, such
as the pros/cons of
primary/secondary
data

Job roles in the
media industry and
how they contribute
to the creation of
media products,
such as web
designer, game
developer

How to tackle
guestions in exam
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Key Tier 3 disciplinary
vocabulary

Key Tier 3 disciplinary
vocabulary

Key Tier 3 disciplinary
vocabulary

Key Tier 3 disciplinary
vocabular:

Key Tier 3 disciplinary
vocabulary

e Import, export, save |e

e Scan, digitise
e Asset management

Symbols, library,
timeline, layering,
frames, key frame,
motion tween,
shape tween

e Soundtrack,

recording, libraries
e Edit, mix, trim, split
e Synchronisation

e Test plan, checklist,
success criteria

e Production and post-
production

e Frame rate, lag,
smoothness

e Volume, mixing,
distortion, clarity

See all previous
vocabulary




