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INTRODUCTION
This Delivery Guide has been developed to provide practitioners with a variety of 
creative and practical ideas to support the delivery of this qualification. The Guide 
is a collection of lesson ideas with associated activities, which you may find helpful 
as you plan your lessons. 

OCR has collaborated with current practitioners to ensure that the ideas put forward in 
this Delivery Guide are practical, realistic and dynamic. The Guide is structured by learning 
outcome so you can see how each activity helps you cover the requirements of this unit. 

We appreciate that practitioners are knowledgeable in relation to what works for them 
and their learners. Therefore, the resources we have produced should not restrict or 
impact on practitioners’ creativity to deliver excellent learning opportunities. 

Whether you are an experienced practitioner or new to the sector, we hope you find 
something in this guide which will help you to deliver excellent learning opportunities. 

If you have any feedback on this Delivery Guide or suggestions for other resources you 
would like OCR to develop, please email resources.feedback@ocr.org.uk. 

Unit 4 Interactive media product

LO1 Be able to compare interactive media products

LO2 Be able to initiate, plan and design a new interactive media product to a 
client brief

LO3 Be able to create a planned interactive media product

LO4 Be able to test the new interactive media product 

To find out more about this qualification, go to: http://www.ocr.org.uk/qualifications/
cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-
diploma-05843-05846-2016-suite

Please note 

The timings for the suggested activities in this Delivery Guide DO NOT relate to 
the Guided Learning Hours (GLHs) for each unit. 

Assessment guidance can be found within the Unit document available from  
www.ocr.org.uk. 

The latest version of this Delivery Guide can be downloaded from the OCR website.

UNIT AIM
Interactive media has now become established as an integral part of everyday life. From 
browsing the web to using smartphones, interactive media exists, but every product has 
been planned for an identified purpose.

By completing this unit, you will understand how interactive multimedia products are 
used for a range of purposes and across a range of platforms. You will learn how to design 
and create an interactive media product and test it using both technical and user tests.

2016 Suite
•	 New suite for first teaching September 2016
•	 Externally assessed content
•	 Eligible for Key Stage 5 performance points from 2018
•	 Designed to meet the DfE technical guidance

OPPORTUNITIES FOR ENGLISH AND 
MATHS SKILLS DEVELOPMENT AND WORK 
EXPERIENCE
We believe that being able to make good progress in English and maths is essential to 
learners in both of these contexts and on a range of learning programmes. To help you 
enable your learners to progress in these subjects, we have signposted opportunities for 
English and maths skills practice within this resource. We have also identified any potential 
work experience opportunities within the activities. These suggestions are for guidance 
only. They are not designed to replace your own subject knowledge and expertise in 
deciding what is most appropriate for your learners.

 English    Maths   Work

mailto:resources.feedback%40ocr.org.uk?subject=
http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite
http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite
http://www.ocr.org.uk/qualifications/cambridge-technicals-digital-media-certificate-extended-certificate-foundation-diploma-diploma-05843-05846-2016-suite
http://www.ocr.org.uk
http://www.ocr.org.uk/qualifications/by-type/cambridge-technicals/cambridge-technicals-2016/
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This unit (Unit 4) Title of suggested activity Other units/LOs

LO1 Using BBC Bitesize Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief
LO3 Be able to create a planned interactive media product

Purpose of interactive media products Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief

Unit 6 Social media and globalisation LO1 Understand how online and social media products are used

Benefits of interactive products used for advertising Unit 1 Media products and 
audiences

LO2 Understand how media products are advertised and distributed

Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief

Limitations Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief
LO3 Be able to create a planned interactive media product

Thinking about copyright of assets in interactive 
media products

Unit 1 Media products and 
audiences 

LO6 Be able to evaluate legal, ethical and regulatory issues associated with media products

Unit 2 Pre-production and planning LO1 Understand the factors that need to be considered during the planning of a media 
product
LO2 Be able to interpret client requirements and target audience considerations

Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief

Controlling interactive media products Unit 4 Interactive media product LO3 Be able to create a planned interactive media product

LO2 Designing an interactive product Unit 2 Pre-production and planning LO2 Be able to interpret client requirements and target audience considerations

Unit 4 Interactive media product LO3 Be able to create a planned interactive media product

Thinking about navigation of an interactive media 
product

Unit 4 Interactive media product LO3 Be able to create a planned interactive media product

Planning a user guide Unit 4 Interactive media product LO3 Be able to create a planned interactive media product

Optimisation and repurposing of file type and 
formats

Unit 3 Create a media product LO3 Be able to create production materials for an original media product to a client brief

Unit 4 Interactive media product LO3 Be able to create a planned interactive media product

Budgeting for the creation of a website or app Unit 2 Pre-production and planning LO1 Understand the factors that need to be considered during the planning of a media 
product
LO2 Be able to interpret client requirements and target audience considerations

Storyboarding, wireframes and flatplans Unit 2 Pre-production and planning LO2 Be able to interpret client requirements and target audience considerations

Unit 3 Create a media product LO2 Be able to create production materials for an original media product to a client brief

Unit 15 Create audio-visual promos LO2 Be able to generate ideas for an original audio-visual promo

The Suggested Activities in this Delivery Guide listed below have also been related to other Cambridge Technicals in Digital Media units/Learning Outcomes (LOs).  This could help with 
delivery planning and enable learners to cover multiple parts of units.

RELATED ACTIVITIES
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This unit (Unit 4) Title of suggested activity Other units/LOs

LO3 Creating files and folders Unit 3 Create a media product LO3 Be able to create production materials for an original media product to a client brief

Layout of components Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief
LO3 Be able to create a planned interactive media product

Version control systems Unit 3 Create a media product LO3 Be able to create production materials for an original media product to a client brief

Gather and import assets Unit 3 Create a media product LO3 Be able to create production materials for an original media product to a client brief

Drag-and-drop elements Unit 10 Create a digital animation LO3 Be able to create a planned animation

Creating forms Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief

LO4 Testing, functionality and accessibility Unit 10 Create a digital animation LO3 Be able to create a planned animation

Peer assessment Unit 3 Create a media product LO3 Be able to create production materials for an original media product to a client brief

Complete amendments and improvements Unit 4 Interactive media product LO3 Be able to create a planned interactive media product

Testing navigation Unit 4 Interactive media product LO2 Be able to initiate, plan and design a new interactive media product to a client brief

Loading times of content Unit 4 Interactive media product LO3 Be able to create a planned interactive media product
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KEY TERMS
Explanations of the key terms used within this unit, in the context of this unit

Key term Explanation

Accessibility In terms of providing accessibility for disabled users of the product (e.g. those with poor eyesight, deafness), alternative text and the ability to change fonts 
and sizes of text and images will need to be added into the code/software. The product will need to be responsive to the needs of the user by providing 
options that the user can set.

Comparative operators These are also used to control program statements and look at alternatives to a command (IF). This links to Learning Outcome 3 when learners are using 
HTML5 and JavaScript to code their interactive product.

Functionality This term is used at the Learning Outcome 4 testing stage of the interactive product, when the interactive elements are tested to check they work as 
expected. Loading times of assets and sound, links to internal and external content and planned navigation will be tested.

Graphical user interface 
(GUI)

The GUI is the interface that allows users to interact with electronic devices through graphics, icons, text and layout of workspaces.

House style The house style defines the colour scheme and font style of a specific brand or company and would be considered at the design stage of the interactive 
media product. This links to Learning Outcome 2 when learners are completing the visualisation diagrams, flat plans and wireframes as part of planning 
the design and layout of their interactive media product.

Interactive Allowing a two-way flow of information between a computer and a computer-user; responding to a user’s input.

MMORPG This is an acronym for massively multiplayer online role-playing games which are immersive, often global interactive media products. This links to Learning 
Outcome 1 when learners are investigating the different types of interactive media products.

Multimedia Multimedia products and networks include a combination of text, audio, still images, animation, video, or interactive content forms. Multimedia products 
are often interactive products.

Navigation This is the system on an interactive product that allows a user to move around and make choices about which content to access.

Plug-in In terms of creating an interactive media product a plug-in is an add-on or extension to the software being used that allows an added feature. Very often 
this is to aid customisation (this is common with web design where Java or Adobe Flash plug-ins allow certain content to load/be accessed by a user). 

Simulation This is a representation or imitation of something in the real world. This may include attempts to replicate environments and spaces or vocational, work-
based situations.

Timeline This is the main area within digital media software where you place the raw content. In interactive media you will place your components within the 
timeline. There will be a series of still images and other assets, such as sound, that will be placed on separate layers. 

User testing This is when the client or target audience will test the functionality of the interactive media product. All interactive links will be tested.

Version control Naming of project files over time as different versions so that you and your client can track changes to production work.

Video on demand Video on demand (VOD) services such as YouTube allow users to select and watch/listen to video or audio content when they choose to. This links to 
Learning Outcome 1 when learners are investigating the different types of functions, such as play, pause and stop, that are part of interactive media 
products.

Viral When a piece of media becomes popular through the process of Internet sharing, typically through social media and sharing websites. Online interactive 
products are often viral products. This is part of Learning Outcome 1 when learners are investigating the different types of interactive media products and 
how they are viewed and shared.
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Some common misconceptions and guidance on how they could be overcome

What is the misconception? How can this be overcome? Resources which could help

Learning html and css This needs to be done in bitesize chunks to enable learners keen to follow the 
Level 3 Interactive pathway a chance to learn raw html and css code and control 
of design features as part of final production work in Learning Outcome 3. Not 
all learners will have studied interactive design at Level 2. Whilst the tutors 
can provide their own code templates for learners to follow, there are small, 
manageable tasks on established tutorial websites that can be embedded into 
teaching content.

This link will help learners to develop knowledge of html and 
css, alongside providing support tasks for the programming 
languages JavaScript and Python. 
https://www.codecademy.com/

This link provides a series of web tutorials that will aid learner 
understanding of web and app design principles. Learners 
can access this in their own time using any web browser and 
the tasks allow learners to practise basic to advanced html 
and css tasks. 
http://www.w3schools.com/

Learners can use templates to aid 
learning and completion of the Unit

This is not a Computing unit, so learners are allowed to use established templates 
in software to build their product in Learning Outcome 3 (e.g. there are 
interactive media product templates in Adobe Flash and Adobe Animate, Word-
press website templates, Wix and Weebly templates). For websites built using 
templates, basic code will still need to be taught but grades will not be adversely 
affected.

Whilst the following may restrict what learners produce, they 
provide template-based structures that can be followed:

This is a cloud-based web development platform that allows 
users to create HTML5 websites and mobile sites through the 
use of their online drag-and-drop tools. Learners can access 
this from home. 
http://www.wix.com

Weebly is a web-hosting service featuring a drag-and-drop 
website builder. Learners can access this from home.  
http://www.weebly.com

MISCONCEPTIONS

https://www.codecademy.com/
http://www.w3schools.com/
http://www.wix.com
http://www.weebly.com
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SUGGESTED ACTIVITIES
LO No: 1

LO Title: Be able to compare interactive media products

Title of suggested activity Suggested activities Suggested timings Also related to

Using BBC Bitesize This is a practical task for learners that will allow them to engage with the core concepts of Learning 
Outcome 1.

To begin, the tutor could list the different types of components and interactive features and controls 
that are part of interactive media products (e.g. animation, buttons, video, text, images and navigation 
elements).

Many of these controls are found on a wide range of material on the BBC Bitesize educational resource 
http://www.bbc.co.uk/education. 

The tutor could ask individual learners to pick three educational resources on the site. Learners write 
down at least five components or interactive and control features that are found on each of the 
resources. Learners are then to work with a partner and compare features. 

Learners could provide feedback to the group with their answers.

45 minutes Unit 4 LO2, LO3

http://www.bbc.co.uk/education
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Title of suggested activity Suggested activities Suggested timings Also related to

Purpose of interactive media 
products

Tutors could divide learners into small groups. Each group will look at one different type of 
interactive media product (e.g. website, app, video game, online quiz, online tutorial, social media 
and simulation). Learners are to think about the purpose of the product (e.g. educational, social 
networking, marketing, entertainment) and make notes about how they think the product meets 
its purpose.  The tutor may guide learners in terms of looking at whether the function, navigation, 
layout and basic content aid the original purpose (e.g. to inform, educate, market, advertise, social 
networking, e-commerce).

Tutors could choose interactive products that are used in the local area, and employer presentations 
could focus on the ways in which interactive media products are used as part of the business.

Resources to help overall that look at interactive media products:
http://phygital.co.uk/experiential-production/

Learners could present ideas in a presentation to the group. This will encourage summarising of 
information and communication skills.

If tutors are struggling for examples of interactive media products with different purposes then the 
selection below can be used:
http://www.connected-earth.com/Learningresources/Funandgames/index.htm
http://www.slideshare.net/southafrica.net/tourism-in-a-web-20-world-a-complete-multimedia-
presentation
http://www.rossiterandco.com/multimedia-interactive-presentation
http://www.rspb.org.uk/discoverandenjoynature/families/children/play/avianresurrection.aspx

50 minutes Unit 4 LO2
Unit 6 LO1

Benefits of interactive 
products used for advertising

Tutors could think about helping learners understand the benefits by picking a specific purpose, 
such as advertising. The e-consultancy website provides some good examples of interactive media 
products that have been used as part of promoting well-known brands:
https://econsultancy.com/blog/7165-14-brilliant-examples-of-brands-using-interactive-offline-
advertising/

In pairs, learners could look at the examples of interactive advertising methods on the website and 
think about the benefits to the company of having the particular interactive product help promote its 
business. Learners could discuss this work in small teams and provide feedback to the group.

Learners could then pick one specific brand on the website and think about another type of 
interactive media product that could be used as a promotional tool. They are to work in pairs to come 
up with a concept and decide how audiences would access it and list at least three benefits the 
product would have for the company.

1.5 hours Unit 1 LO2
Unit 4 LO2

http://phygital.co.uk/experiential-production/
http://www.connected-earth.com/Learningresources/Funandgames/index.htm
http://www.slideshare.net/southafrica.net/tourism-in-a-web-20-world-a-complete-multimedia-presentation
http://www.slideshare.net/southafrica.net/tourism-in-a-web-20-world-a-complete-multimedia-presentation
http://www.rossiterandco.com/multimedia-interactive-presentation
http://www.rspb.org.uk/discoverandenjoynature/families/children/play/avianresurrection.aspx
https://econsultancy.com/blog/7165-14-brilliant-examples-of-brands-using-interactive-offline-advertising/
https://econsultancy.com/blog/7165-14-brilliant-examples-of-brands-using-interactive-offline-advertising/
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Title of suggested activity Suggested activities Suggested timings Also related to

Limitations Alongside looking at the benefits of interactive media products, tutors could also ensure that learners 
understand the limitations that some products may have in general, particularly when used across 
different platforms.

Tutors could ask learners to work in pairs and to access from a desktop computer a website of their 
choice that has a range of video on demand, sound and image content. Learners could investigate 
the website using the following criteria: a) download time of content, b) requirement for plug-ins, c) 
type of content.

Learners could then access the same website on a mobile or tablet device and compare the above 
criteria. Appearance and functionality of the website on a mobile or tablet should also be assessed.

Learners could provide feedback to the group stating any major issues they found and providing a list 
of limitations that would need to be thought about whilst planning their brief in Learning Outcome 2.

1 hour Unit 4 LO2, LO3

Thinking about copyright of 
assets in interactive media 
products

Tutors could build on work completed on copyright in Units 1 and 2.

Tutors guide learners to pick three apps of their choice on their mobile or smartphones. The apps 
should be interactive games or quizzes and use social networking or links to an online shop. Learners 
work in pairs so those who do not have smartphones can work with someone who does.

Learners could look at the apps and pick out at least three components from each app that may be 
subject to copyright. Learners feed back their findings to the rest of the group and state how they 
might resolve any copyright issues.

30 minutes Unit 1 LO6
Unit 2 LO1, LO2
Unit 4 LO2

Controlling interactive  
media products

Tutors could remind learners that they will need to think carefully about how interactive media 
products are controlled by users and that they should think about this in terms of navigation and 
functionality.

Learners could investigate the controls on three different types of interactive product (e.g. games app, 
website, kiosk product, and online tutorial), testing them out and looking at how the controls work 
(e.g. hyperlinks, stop, play, game/character movements). Tutors should inform learners that controls 
are designed depending on how a human can interact and this impacts on the design of the interface 
of the interactive product. Learners should think about the platform that it is being accessed on.

Learners could then choose one of the products then screen grab at least five pages or screens of 
the interactive product, annotate the main controls and how they aid the functionality for the user in 
relation to the purpose of the product. Their findings can be created as a vlog with screen recording 
and voice-over.

1.5 hours Unit 4 LO3
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LO No: 2

LO Title: Be able to initiate, plan and design a new interactive media product to a client brief

Title of suggested activity Suggested activities Suggested timings Also related to

Designing an interactive 
product

Learners could think about the design of an interactive product in relation to a client brief. In 
preparation for planning, the following two tasks will allow learners to think about existing products 
and how they might be redesigned in order to better meet the purpose and needs of the audience.

Using the quiz website http://www.jetpunk.com/, tutors ask learners to pick one quiz and redesign 
the quiz to make it more appealing. Learners could create a mind map that outlines the purpose, 
audience, potential new content and format.

Learners could then create a mood board that will demonstrate how a new colour scheme has been 
thought about and could include images and graphics to be featured on the quiz.

Learners could pick some potential assets that could be used for the re-design of the quiz and judge 
whether there are likely to be any copyright and/or royalty considerations.

1 hour Unit 2 LO2
Unit 4 LO3

Thinking about navigation of 
an interactive media product

As part of the design process learners need to think about the navigation of their interactive media 
product. It is important learners are provided with the correct tools in terms of creating navigation or 
a site map.

To enable learners to gain skills in creating a navigation map, learners could choose an interactive 
product from the following list:
1) news website
2) shopping website
3) games app
4) an app to help teach a foreign language
5) social networking app or website.

Learners could start constructing a navigation map using:
http://www.subhub.com/blog/website-navigation-guide/

Learners must consider accessibility and platform.

1 hour Unit 4 LO3

SUGGESTED ACTIVITIES

http://www.jetpunk.com/
http://www.subhub.com/blog/website-navigation-guide/
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Title of suggested activity Suggested activities Suggested timings Also related to

Planning a user guide Most interactive media products use components such as sound, graphics and text to guide the user. 
Based on the product learners designed for a navigation map in the activity above, tutors could ask 
learners to create a presentation explaining how they would use various media to guide a new user in 
a walkthrough, which demonstrates their first experience of the product and allows them to gain full 
knowledge of its functionality.

The following resources show how walkthroughs can be presented:
http://www.advancedlinkmanager.com/feats-walkthrough.html 
https://www.youtube.com/watch?v=z8TE-YZW5m0 
http://support.hostgator.com/articles/hosting-guide/publish-your-site/weebly/weebly-site-builder-
tutorial-and-walkthrough-part-1 

Learners will present this as a pitch to the class.

1 hour Unit 4 LO3

Optimisation and 
repurposing of file type and 
formats

Tutors give learners six file types in different media (two images, two video, two audio).These assets 
will be used for a start/home page for a new drinks brand. The tutor will suggest that an interactive 
product needs to be created for the drinks brand that will utilise these in different platforms (e.g. kiosk, 
website, and app). 

Learners are to utilise knowledge acquired in Units 2 and 3 to repurpose the six assets for use in the 
various different platforms using industry standard software.

Learners are then to explain their choices of file type to the rest of the class.

1.5 hours Unit 3 LO3
Unit 4 LO3

http://www.advancedlinkmanager.com/feats-walkthrough.html
https://www.youtube.com/watch?v=z8TE-YZW5m0
http://support.hostgator.com/articles/hosting-guide/publish-your-site/weebly/weebly-site-builder-tutorial-and-walkthrough-part-1
http://support.hostgator.com/articles/hosting-guide/publish-your-site/weebly/weebly-site-builder-tutorial-and-walkthrough-part-1
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Title of suggested activity Suggested activities Suggested timings Also related to

Budgeting for the creation of 
a website or app

As part of planning, learners will need to investigate how much the product would cost to make. 
This will include further considerations of copyright and any royalty payments for assets and can be 
completed as an extension of work completed in Learning Outcome 1.

Learners could work in pairs to think about the set up costs for a website or an app. Answers could 
include: buying the domain name, hosting costs, paying for assets or production of content.

Tutors could then ask learners to look at a commercial website (e.g. film, TV programme, video game, 
consumer product) and then to work in small teams to discuss what assets might be subject to 
copyright and how much the website would cost to host. Tutors will lead a Q&A discussion so that 
learners fully appreciate the potential costs in setting up a website or creating a new app.

Learners working in small teams think about the budget for a short brief set by the tutor. This 
could be to create, for example, a website for a new local band called Astrid Lounge. They are to 
write down what elements might be subject to copyright and how much a photography shoot or 
copywriting might cost. They should also look at how much the domain name may have cost, using 
a resource such as http://www.websitebuildertop10.com/free-domain-name-search-and-registration, 
and how long a year’s hosting for the website would cost using a resource such as http://www.
webhostingbest10.com/.

Learners are then to present their ideas to the group, linking them to the brief.

1 hour Unit 2 LO1, LO2

Storyboarding, wireframes 
and flatplans

Learners will need to think about planning out their interactive product and this task aids the thought 
process of visually planning out their learning brief.

Learners could work in teams and think about the set learning brief. Alternatively they could use the 
scenario in the activity above to create a new website for a local band.

Learners could create a wireframe or storyboard the content for the home or entry page. They could 
think about layout, house style and colour scheme and main interactive features and demonstrate 
that they can position them in as a visualisation.

Learners could make justifications for their choice in relation to purpose and audience and provide 
feedback to the group.

1.5 hours Unit 2 LO2
Unit 3 LO2
Unit 15 LO2

http://www.websitebuildertop10.com/free-domain-name-search-and-registration
http://www.webhostingbest10.com/
http://www.webhostingbest10.com/
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SUGGESTED ACTIVITIES
LO No: 3

LO Title: Be able to create a planned interactive media product

Title of suggested activity Suggested activities Suggested timings Also related to

Creating files and folders Tutors could guide learners in the creation of a suitable file directory for the development of their 
interactive media product. Tutors could stress the importance of naming conventions and separation 
of different types of media (e.g. audio, images, videos, pages).

Tutors could provide learners with at least 15 different files for use on a website app including assets 
such as logos, background, fonts and sound effects. Learners are then asked to put the files and assets 
into the correct folders.

30 minutes Unit 3 LO3

Layout of components Tutors could ask learners to think about how current interactive apps are laid out – this will be in 
preparation for importing their own assets. Learners could then lay out their components and assets 
in the software they are using. 

Learners could work in pairs to think about one existing smartphone app and evaluate the ways in 
which the product components, user controls and layout meet the needs of the purpose and the user. 
Learners could also comment on the way in which the layout can change depending on the device or 
platform it is being viewed on (e.g. monitor v. mobile viewing, landscape v. portrait on smartphones). 

The tutor could give learners a presentation on common app components (e.g. scroll bars, buttons, 
text, menu bars and sliders). 

Learners could then use these ideas to redesign the existing smartphone app to better suit their 
individual requirements. They will evaluate why they have made changes to the layout, controls and 
design of components.

When the learners undertake Learning Outcome 3, in terms of the client brief they are provided 
with, they must use the prior learning in this activity to provide a rationale for use of the assets in the 
software.

50 minutes Unit 4 LO2, LO3
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Title of suggested activity Suggested activities Suggested timings Also related to

Version control systems It is very important that learners think about the means of tracking the material they have produced 
so that they can work to a client brief. 

Whilst tutors may or may not have access to systems such as https://git-scm.com/about/staging-area, 
it would be good if learners were to understand professional/open source systems in order that they 
can track their development and changes throughout.

Tutors could ask learners to work in pairs to access the https://git-scm.com website and investigate 
the purpose of a version control system.

Learners could source or create assets for their learning brief. Learners could repurpose assets based 
on the Learning Outcome 2 tasks completed and in relation to the requirements of the set brief.

Using the software they are working in, learners could import at least one asset. This should be saved 
as V.01. Learners could then import a further one or two assets. This should be saved as V.02. Each 
time the learner makes a significant change to their work, including importing assets and changing 
interactivity, they save the changes with a different version name or number.

1.5 hours Unit 3 LO3

Gather and import assets Tutors could remind learners that all assets sourced or created during completion of tasks in Learning 
Outcome 2 must have the relevant permissions sought.

Whilst planning in Learning Outcome 2 might suggest that a certain asset would be appropriate, such 
as music, the assets should be assessed in terms of appropriateness for brief, purpose and audience. 

Learners could create a table that allows them to document the appropriateness of each asset for the 
brief. They could tick each item to indicate that the sourced or created asset meets the requirements. 
This could also be done as a group task.

1 hour Unit 3 LO3

https://git-scm.com/about/staging-area
https://git-scm.com
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Title of suggested activity Suggested activities Suggested timings Also related to

Drag-and-drop elements Whilst learners will be working in different software, they can gain a basic understanding of how to 
create drag-and-drop elements that are common components of interactive media products. 

Tutors could show learners the software at: https://www.buildbox.com, which is a games editor.

Learners could access the software and pick a games template of their choice that relates to their 
interests.

Learners could source five photographs or other assets (video or sound) that they can use as practice 
materials.

Learners could follow tutor instructions and the Buildbox guide to add images or other assets to 
create at least one interactive drag-and-drop function in the game.

1 hour Unit 10 LO3

Creating forms Forms are a common feature of interactive media products. They are used in all types of websites, 
apps and games products.

Tutors could show learners the software at: http://www.jotform.com, which is an online form creator.

Learners could register on a free licence to access the software individually and pick a template of 
their choice that relates to a tutor-set task (such as creating a website for a new local band) or one that 
can be used to relate to the set brief. 

Learners could follow tutor instructions and the JotForm guide to create a form. Whilst the results may 
not be able to be exported owing to costs, this allows learners to see how forms are constructed and 
the type of content that needs to be included. It will also show them how they can create one that 
can be embedded into an interactive product.

Learners could evaluate how they created the form and how this practice might relate to the brief in 
terms of content and the interactivity a form would require to gain the information needed.

1 hour Unit 4 LO2

https://www.buildbox.com
http://www.jotform.com
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SUGGESTED ACTIVITIES
LO No: 4

LO Title: Be able to test the new interactive media product

Title of suggested activity Suggested activities Suggested timings Also related to

Testing, functionality and 
accessibility

Tutors could reinforce the importance of testing the interactive elements across different platforms. 
Learners could be guided in how to create test plans that will access interactive elements.

Learners could create a test plan or use a template that is set to test each interactive element, page by 
page, or screen by screen. Learners could test the interactive elements and note if each is working as 
expected, recording any problems. Issues such as functionality and usability should be noted.

Learners could then be asked to test the interactive product on different platforms and different 
browsers where appropriate. Any issues across platforms and loading times of content on different 
browsers will need noting in the test plan.

Learners could focus on whether the elements in the product are appropriate for people with 
disabilities. All settings that allow users to resize material (e.g. images, text) should be tested. All 
content should be checked for having alternative text for added accessibility for users across a range 
of platforms.

Learners could present their findings their tutor during a one-to-one session and discuss at least one 
solution for each of the problems found.

1 hour Unit 10 LO3

Peer assessment Once the test plan has been created by the learner and any solutions to issues given, tutors should 
encourage learners to assess and test each others’ interactive products.

Learner assessors could use the learner’s test plan and conduct a full test on the interactive functions. 
Any further amendments to the interactive elements and functionality should be documented on the 
sheet with a rationale provided.

Learners could then discuss the suitability of the actual product in terms of navigation, layout and 
house style in relation to the target audience. Accessibility, in terms of reading and proofreading 
material, should be completed by the learner assessor. This can be done by use of a questionnaire or 
focus group.

Learners could evaluate the assessor’s feedback and create an action plan detailing timescale for 
amendments before client testing.

2 hours Unit 3 LO3
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Title of suggested activity Suggested activities Suggested timings Also related to

Client presentation and 
testing 

As part of employer- and brief-led learning, learners will need to present their final project to the tutor 
or real client. Tutors could set pitch times for a five-minute demonstration of the product that can be 
accompanied by a presentation and explanation of the construction process.

Each learner could present their ideas to the tutor or class or client, demonstrating the interactive 
functions in relation to the brief and target audience. The learners must ensure that they have 
comprehensive knowledge about how the interactive elements have been created in order to show 
the tutor or client how the product works and how it can be maintained at admin level.

The client or tutor could test the product and give the learner feedback in direct response to the brief 
and vision. The test plan can be used alongside a client questionnaire.

1 hour

Complete amendments and 
improvements

To ensure the interactive media product works as per client requirements and specification in relation 
to target audience and purpose, the learner will need to complete any amendments and re-test 
functionality and accessibility.

The learner could amend the test plan as per assessor, tutor or client feedback. All feedback given 
should be recorded, and the process of how the learner has updated the work demonstrated.

Learners could work with a partner to re-test and explain the amendments to the work. All final proof-
reading should be recorded before presentation to client or tutor.

2 hours Unit 4 LO3

Testing navigation As part of the testing process, learners need to think about whether the navigation of their product is 
fit for purpose. 

Learners could pick a commercial interactive media product that is similar to the one they have 
created for the brief. They could then compare the navigation of the two and give at least five 
similarities or differences in the navigation.

Learners could make suggestions about which one is easier to navigate, why this is and give 
suggestions as to what could be changed about either the commercial product or their interactive 
product.

1.5 hours Unit 4 LO2
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Title of suggested activity Suggested activities Suggested timings Also related to

Loading times of content As part of the testing process, learners need to think specifically about how long their content takes 
to load across platforms. Whilst this may be problematic, as not all centres will be using software that 
allows a product to be accessed on a mobile or tablet device, learners can still think about some of 
the following tasks.

Learners could pick a commercial interactive media product that is similar to the one they have 
created for the learning brief. They could then load the product onto a desktop computer and 
look at how much time content such as video, audio and images take to load, making brief notes 
about timings. This should be tried in at least two different browsers (e.g. Safari and Firefox). They 
should then, if possible, load the product onto a smartphone or tablet and assess whether there is 
any difference in loading times. They could also discuss any noticeable issues with connection (e.g. 
whether there are issues loading when connecting a smartphone via Wi-Fi or 4G/3G technologies).

Any differences that are found could form part of a discussion with the rest of the group and 
suggestions made to decrease the loading time of particular or notable assets.

Learners could then, if possible, and if they are creating a website or app product that is on an external 
server (such as with Wix, Weebly or use of Cloud9), load their product onto a desktop and then onto a 
mobile or tablet device and make notes on any differences. 

Learners could also compare their work against any commercial product they investigated in the 
activities above.

1.5 hours Unit 4 LO3
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