


At Bottisham Village College, we are striving to create a five-year curriculum plan that builds effective revision 
strategies into homework and lessons, to ensure that students are able to place powerful knowledge into their long-
term memories. Additionally, we hope that this will help build effective learning strategies from early in their time 
here at the college. 
Based on evidence, we know that regular recall activities are the best way of achieving this goal and committing 
powerful knowledge into the students’ memories. 
At the start of each term, we shall publish all the knowledge organisers that students will require for their studies in 
each curriculum area. These will cover a range of aspects: facts, dates, characters, quotes, precise definitions and 
important vocabulary. We are clear: if this fundamental knowledge is secured, students can then develop their 
higher-level skills of analysis and critical understanding with greater depth. 
They will be given an electronic A4 Knowledge Organiser (KO) booklet for each term containing all of the knowledge 
required. In lessons, Bottisham staff will be regularly testing this fundamental knowledge, using short-quizzes or 
even more formal “Faculty Knowledge Tests”. 
The best way to use these organisers at home, is to follow a simple mantra: 
 

1. Look at a certain aspects of a particular knowledge organiser 

2. Cover up part of their knowledge organiser 

3. Write it out from memory 

4. Check and correct any spelling mistakes, missing bits or 

mistakes 

So simple but so effective. 



Contents
TA 1 – The Media Industry
1.1 Media Industry Sectors and Products
1.2 Job Roles in the media industry

TA 2 – Factors influencing product design
2.1 Factors influencing product design
2.2 Client Requirements
2.3 Audience demographics and segmentation
2.4 Research & Data
2.5 Media Codes

TA 3 – Pre-production planning
3.1 Work planning
3.2 Documents for generating ideas
3.3 Planning documents
3.4 Legal Issues

TA 4 – Distribution considerations
4.1 Distribution platforms
4.2 Properties of image files
4.3 Properties of audio files
4.4 Properties of video (moving image) files

Unit R093: Creative iMedia in the media industry (terminal written exam unit)
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Contents
TA 1 – Develop visual identity
1.1 Purpose, elements and design of visual identity

TA 2 – Plan digital graphics for products
2.1 Graphic design and conventions
2.2 Properties of digital graphics and use of assets
2.3 Techniques to plan visual identity and digital graphics

TA 3 – Create visual identity and digital graphics
3.1 Tools and techniques of imaging editing software used to create digital graphics
3.2 Technical skills to source, create and prepare assets for use within digital graphics 
3.3 Techniques to save and export visual identity and digital graphics

Unit R094: Visual identity and digital graphics
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Contents
TA 1 – Plan interactive digital media
1.1 Types of interactive digital media, content and associated hardware
1.2 Features and conventions of interactive digital media
1.3 Resources required to create interactive digital media products
1.4 Pre-production and planning documentation and techniques for interactive digital media

TA 2 – Create interactive digital media
2.1 Technical skills to create and/or edit and manage assets for use within interactive digital media products
2.2 Technical skills to create interactive digital media
2.3 Techniques to save and export/publish interactive digital media

TA 3 – Review interactive digital media
3.1 Techniques to test/check and review interactive digital media
3.2 Improvements and further developments

Unit R097: Interactive digital media
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