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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 15 Create audio-visual promos

LO1 Understand the purpose of audio-visual promos

LO2 Be able to generate ideas for an original audio-visual promo

LO3 Be able to produce production materials for an original audio-visual 
promo idea 

LO4 Be able to finalise production materials for an original audio-visual promo 
idea

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 activities suggested in this Delivery Guide MUST NOT be used for 
assessment purposes. 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
Audio-visual promotion plays an important part in our day-to-day lives. Before new 
products are launched, companies rely on these promotions to gain interest in a new 
product or even to re-launch an old product. Getting the promo right can have a 
significant impact on the interest of a product or service and the business.

By completing this unit, you will understand audio-visual promos in terms of their use, 
how audiences are targeted and how existing audio-visual promos are constructed. You 
will be able to take a brief and from this be able to generate ideas and plans for an original 
audio-visual promo including understanding the legal, moral and ethical framework that 
you would work under in producing such a promo. You will be able to produce material 
for an audio-visual promo, carry out post-production processes to create the audio-visual 
promo, gain feedback to justify any decisions that are made and ensure the final promo 
meets the needs of the brief and matches the target audience.

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 15) Title of suggested activity Other units/LOs

LO1 The purpose of audio-visual promos Unit 3 Create a media product LO1 Be able to create a proposal with sample materials for an original media product to a 
client brief 

Types of audio-visual promo Unit 1 Media products and 
audiences

LO3 Understand how meaning is created in media products using codes and conventions

Unit 2 Pre-production and planning LO4 Be able to create and evaluate pre-production documents for a new media product 

Unit 3 Create a media product LO2 Be able to plan and develop pre-production materials for an original media product 
to a client brief

Audiences of audio-visual promos Unit 1 Media products and 
audiences

LO4 Be able to identify the target audiences of media products

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

Identifying audience needs Unit 1 Media products and 
audiences

LO3 Understand how meaning is created in media products using codes and conventions

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

Analysing camerawork
Analysis of editing and post-production techniques

Unit 1 Media products and 
audiences

LO3 Understand how meaning is created in media products using codes and conventions

LO2 Interpreting a client brief for a promo 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 plan and develop pre-production materials for an original media product 
to a client brief

Creating a storyboard for a promo Unit 1 Media products and 
audiences

LO3 Understand how meaning is created in media products using codes and conventions

Unit 2 Pre-production and planning LO3 Be able to plan the pre-production of a media product

Creating a recce in preparation for filming a promo
Completing a risk assessment in preparation for 
filming a promo 

Unit 2 Pre-production and planning LO2 Be able to interpret client requirements and target audience considerations 
LO4 Be able to create and evaluate pre-production documents for a new media product 

Considering copyright of assets for use in a promo
Applying regulatory guidelines when planning a 
promo 

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 LO4 Be able to create and evaluate pre-production documents for a new media product

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 15) Title of suggested activity Other units/LOs

LO3 Setting up camera equipment 
Setting up lighting equipment

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

Recording audio for a promo Unit 1 Media products and 
audiences

LO3 Understand how meaning is created in media products using codes and conventions

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

Unit 14 Radio production LO4 Be able to produce an original UK radio programme extract 

Unit 16 The creation and use of 
sound in media products

LO4 Be able to record, edit and review sound elements

Setting up a project file for a promo Unit 3 Create a media product LO3 Be able to create production materials for an original media product to a client brief

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

Unit 5 TV and short film production LO2 Be able to record production materials for an extract for an original TV programme or 
short film

Analysing how the promo uses generic conventions Unit 1 Media products and 
audiences

LO3 Understand how meaning is created in media products using codes and conventions

LO4 Export rushes for the promo in an appropriate format Unit 3 Create a media product LO4 Be able to carry out post-production techniques and processes for an original media 
product to a client brief

Create an offline edit for the promo Unit 3 Create a media product LO4 Be able to carry out post-production techniques and processes for an original media 
product to a client brief

Unit 21 Plan and deliver a pitch for a 
media product

LO2 Be able to create a proposal and pitch for an original media product based on a given 
brief 

Gain feedback on the promo Unit 21 Plan and deliver a pitch for a 
media product

LO2 Be able to create a proposal and pitch for an original media product based on a given 
brief 
LO3 Be able to pitch ideas on a proposed media product and respond to questions 

Applying visual effects to the promo Unit 3 Create a media product LO4 Be able to carry out post-production techniques and processes for an original media 
product to a client brief

Applying transitions to the promo Unit 3 Create a media product LO4 Be able to carry out post-production techniques and processes for an original media 
product to a client brief

Editing recorded audio for the promo Unit 14 Radio production LO4 Be able to produce an original UK radio programme extract 

Unit 16 The creation and use of 
sound in media products

LO4 Be able to record, edit and review sound elements
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KEY TERMS
Explanations of the key terms used within this unit, in the context of this unit

Key term Explanation

Assets These are the separate elements that learners will create and source to make their audio-visual promo. These include the original footage that they film 
themselves, along with the sound effects and music that they will find online. The sound is likely to be sourced on a website that supports Creative Commons 
content, such as freesound.org.

Chiaroscuro lighting This is when lighting is used artistically to create strong contrasts between light and dark. It is considered a convention of film noir.

Codes and 
conventions

These are the familiar and predictable forms and production techniques used by the media to communicate certain ideas or to convey a desired meaning. 
Technical codes include camera angles, sound and lighting. Symbolic codes include the language, dress and actions of characters.

Diegetic sound This means natural sounds in the story world. This includes: dialogue (accent, dialect, mode of address); atmospheric sound (sound effects that create a ‘natural’/
realistic atmosphere. For example, seagulls, waves crashing would represent a coastal location); wild track (audio recording intended to be synchronised with film 
or video, but recorded separately such as sound effects gathered when the cameras were not rolling or extra takes of lines performed for audio only); foley sound 
(sound effects recorded in studio that are added to enhance effect).

Edit decision list The edit decision list (EDL) is a document that learners will use to record the in and out points of their footage. This can be created manually on paper, or 
alternatively professional software allows the export of the EDL into an xml document.

Non-diegetic sound This is sound that has been added in post-production to support the narrative: incidental music (melody that supports emotive and or dramatic scenes); sting (to 
signal a problem/enigma); sound motif (sound that is played more than once to signal a significant character); theme music (played at the start and end of a TV 
programme).

Recce This refers to a pre-filming visit to a location to work out its suitability for shooting, including access to necessary facilities such as electricity and water. It is an 
assessment of any potential lighting or sound issues that the film crew may encounter, and is closely related to location scouting for audio-visual promos.

Time-code This is an eight digit code on video footage and the precise video and audio editing points are identified during the shot logging and editing process. 

White balance White balance is the process of removing unrealistic colour, such as yellow lighting in an artificial light source or blue shades which can occur when filming in 
darker environments. White balance controls are featured on every digital video camera and are used to ensure the colour is as naturalistic as possible.
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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

The promo is not a medium in its 
own right

Tutors should ensure that learners are encouraged to look at the way in which 
promos are constructed and edited and understand that this is a genre in its own 
right. 

Learners should be encouraged to understand that, for example, if they are 
making a film trailer this should not turn into a short film with a chronological 
narrative.

These Wikihow web links help beginners look at the creative 
process for both of the two most popular promos that 
learners choose to produce.
http://www.wikihow.com/Make-a-Music-Video
http://www.wikihow.com/Make-a-Movie-Trailer

The amount of editing and special 
effects used to create a promo is 
often underestimated

Tutors should ensure that learners fully understand the editing that needs to 
be undertaken to create a professional product. Learners will need guiding in 
special effects and software will be required that allows for the creation of title 
sequences alongside visual edits.

Fridsma, F. and Gyncild, B. (2015) Adobe After Effects CC 
Classroom in a Book. London: Adobe.

This book is an excellent resource for learning Adobe After 
Effects and offers suggestions for a range of different title 
sequences.

MISCONCEPTIONS

http://www.wikihow.com/Make-a-Music-Video
http://www.wikihow.com/Make-a-Movie-Trailer
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SUGGESTED ACTIVITIES
LO No: 1

LO Title: Understand the purpose of audio-visual promos

Title of suggested activity Suggested activities Suggested timings Also related to

The purpose of audio-visual 
promos

Tutors could initially set a research task that will allow learners to understand the purpose of different 
audio-visual promos. This task will also allow learners to start to understand the different conventions 
associated with products created for different purposes. The four main purposes of audio-visual 
promos are to:
1. Entertain (e.g. film trailer)
2. Inform (e.g. public service information) 
3. Educate (e.g. online software tutorials)
4. Promote/advertise (e.g. music video, ident).

Learners can work in pairs to complete the following task. Tutors could ask learners to find an example 
of each of these audio-visual promo types and identify:
•	 the type of product
•	 the target audience
•	 where it is distributed
•	 how visuals and audio are used to communicate the purpose
•	 the length of the promo.

Learners could provide feedback to the group. As an extension activity, they could think about the 
potential differences and similarities between the four promos (one for each purpose) they have 
found.

1 hour Unit 3 LO1
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Title of suggested activity Suggested activities Suggested timings Also related to

Types of audio-visual promo Tutors could build on the activity above in order to guide learners more thoroughly on the different 
types of promos.

Tutors could ask learners, working in small teams, to name five different types of promos that they 
have seen in the last week. They are to identify the purpose of each one, based on the knowledge 
gained from the activity above. Learners could feed back ideas to the group.

Learners could then use the following list to help identify at least two examples of each different type 
of audio-visual promo:
1. Music video (e.g. http://www.mtv.co.uk/music/videos)
2. Advertisement (e.g. http://www.creativebloq.com/3d/top-tv-commercials-12121024)
3. Promo documentary (e.g. for an educational establishment http://www.utcsheffield.org.uk/

showcase/film/creative-industrious/)
4. Trailer – film, TV programme, game, animation (e.g. http://trailers.apple.com/ or http://www.tvguide.

com/special/fall-preview/videos/ or http://www.gametrailers.com/)
5. Television ident for a new programme (e.g. https://theident.gallery/)

Learners could then think about the ways in which the following are used in each of their examples to 
communicate meaning:
•	 titles and graphics
•	 use of transitions 
•	 editing techniques (e.g. continuity and non-continuity)
•	 narrative (e.g. structure)
•	 performance (e.g. use of actors, performers)
•	 use of non-diegetic sound (e.g. background music, incidental music)
•	 use of diegetic sound (e.g. dialogue).

Learners could present this as a mind map and provide feedback to the group to demonstrate 
understanding.

2 hours Unit 1 LO3
Unit 2 LO4
Unit 3 LO2

http://www.mtv.co.uk/music/videos
http://www.creativebloq.com/3d/top-tv-commercials-12121024
http://www.utcsheffield.org.uk/showcase/film/creative-industrious/
http://www.utcsheffield.org.uk/showcase/film/creative-industrious/
http://trailers.apple.com/
http://www.tvguide.com/special/fall-preview/videos/
http://www.tvguide.com/special/fall-preview/videos/
http://www.gametrailers.com/
https://theident.gallery/
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Title of suggested activity Suggested activities Suggested timings Also related to

Audiences of audio-visual 
promos

Building on the activity above, tutors could guide learners in further investigation of target audiences.

Learners could pick one of the audio-visual promos identified in the activity above. They could create 
a mood board to show the tutor that they fully understand who the target audience is for the promo.

Learners could then select at least 10 related images which display the gender, age, social grade and 
subculture of the audience.

The following resources from Bauer can be used to help learners understand how producers link 
target audiences to brands:
http://www.bauermedia.co.uk/brands/kerrang

Learners could then to write an audience profile or imaginary entity for a typical audience member. 
This provides learners with a piece of creative writing that further examines the demographic of the 
audience for their chosen audio-visual promo.

As an extension task, learners can work in pairs to discuss their choices or present their ideas to the 
whole group.

1 hour Unit 1 LO4
Unit 2 LO2

Identifying audience needs Building on the activity above, tutors could reinforce the ways that producers target a specific 
audience with content.

Learners could use the same promo they created the audience profile for in the activity above and 
identify how the producer could encode the product in order to specifically appeal to a particular 
audience.

Learners could come up with 10 ways that the product would appeal to the audience and justify their 
ideas in relation to genre, including: aspects of mise-en-scene, camerawork, editing and use of sound.

Learners could use this for future reference for their research requirements for Learning Outcome 1.

30 minutes Unit 1 LO3
Unit 2 LO2

http://www.bauermedia.co.uk/brands/kerrang
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Title of suggested activity Suggested activities Suggested timings Also related to

Analysing camerawork Tutors will need to build on work completed in Unit 1 in order that learners can demonstrate 
understanding of camerawork conventions.

Learners could select a different promo to the one discussed in the activities above. They could look at 
the range of shot types, movements, composition and angles used throughout the promo in relation 
to the intended purpose and message.

Using semiotic terminology, learners could explain the connotations of the specific camerawork used. 
They could select:
•	 three shot types
•	 three key movements
•	 three composition choices
•	 three angles and write the connotations.

Using a table with two columns, learners should label the first column ‘denotation’ and list in this 
column the camera technique (e.g. close up). They should label the second column ‘connotation’ and 
list in this column the meaning behind each camera technique.

Learners could use their findings for future reference to aid their Learning Outcome 1 research and 
final submission.

1 hour Unit 1 LO3

Analysis of editing and post-
production techniques

Tutors will need to build on work completed in Unit 1, which should be completed first, in order that 
learners can demonstrate understanding of editing techniques.

Using the same promo they analysed in the activity above, learners could look at the range of 
continuity editing and non-continuity techniques used, pace of editing, use of transitions and use of 
titles and graphics. 

Using semiotic terminology, learners could explain the connotations of the specific editing and post-
production that has been used. They could select: 
•	 five continuity or non-continuity techniques
•	 three key pacing choices
•	 three transitions and titles.

Using a table with two columns, learners should label the first column ‘denotation’ and list in this 
column the editing technique (e.g. jump cut). They should label the second column ‘connotation’ and 
list in this column the meaning behind each editing technique.

Learners could use their findings for future reference to aid their Learning Outcome 1.

1 hour Unit 1 LO3
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LO No: 2

LO Title: Be able to generate ideas for an original audio-visual promo

Title of suggested activity Suggested activities Suggested timings Also related to

Interpreting a client brief for 
a promo

Tutors could guide learners in how to interpret a brief, building on learning from Unit 2.

Tutors could use the following scenario as a practice brief in order to reinforce skills:
You are required to create a promo for the launch of a new energy drink called ‘Energise’ by the drinks 
company FruitGo. The target audience is 16–30-year-olds interested in team sports such as hockey, football 
and netball. The drink will be sold throughout the UK at all well-known supermarkets.

Learners, working in small groups, could use the above scenario to create a mind map that interprets 
what the client is asking for. This could include ideas about what content could be included in the 
promo. Learners could generate at least 10 ideas for possible content (referencing: genre, narrative, 
mise-en-scene, camerawork, editing, post-production and use of music).

Learners could then provide feedback to the group, justifying their decisions in relation to the brief.

1 hour Unit 2 LO2
Unit 3 LO2

SUGGESTED ACTIVITIES
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Title of suggested activity Suggested activities Suggested timings Also related to

Creating a storyboard for a 
promo

Tutors will need to guide learners in the creation of a storyboard for a promo. This could build on 
learning from Units 1, 2 and 3.

As an initial research task, tutors could ask learners to work in pairs and access one storyboard from 
the resource: 
http://flavorwire.com/349534/awesome-storyboards-from-15-of-your-favorite-films 

Learners could examine the conventions of storyboards and write a short report on the following:
•	 scene content (written annotation)
•	 scene content (images)
•	 shot type annotations
•	 movement annotations
•	 sound effects annotations
•	 editing annotations.

Learners could feed back their findings to the group.

Using the scenario in the activity above, learners could create a storyboard for the brief or task and it 
could include all elements from the list in the task above. Learners could use support resources such 
as: http://www.storyboardthat.com/.

Learners could share their storyboards with the rest of the group.

1.5 hours Unit 1 LO3
Unit 2 LO3

http://flavorwire.com/349534/awesome-storyboards-from-15-of-your-favorite-films
http://www.storyboardthat.com/
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Title of suggested activity Suggested activities Suggested timings Also related to

Creating a recce in 
preparation for filming a 
promo

Tutors will need to guide learners in the creation of recces with specific reference to the production of 
promos.

Based on the scenario in the activity above, or alternative tutor practice brief, learners could find a 
potential location (this may be a studio or an outdoor location, or any location that the centre could 
use to potentially film the scenario) and complete a recce for the location.

Tutors could guide learners through sample recce resources such as:
http://medialab.st-andrews.ac.uk/training/documents/BBC_recce_checklist.pdf
http://screenhi.co.uk/production/recce
http://www.camberwellstudios.co.uk/film-production-guides/film-making-tips/53-what-to-look-for-
in-a-film-studio-recce-.html 

Tutors could guide learners through what they need to assess when completing a recce.

Learners could present the results of their recce to the group and use it as part of their continuous 
learning portfolio.

45 minutes Unit 2 LO2, LO4

Completing a risk assessment 
in preparation for filming a 
promo

Tutors will need to guide learners in the creation of risk assessments with specific reference to the 
production of promos.

Using the Interpreting a client brief for a promo activity as a starting point, tutors could ask learners 
to consider the health and safety risks involved with filming a promo to a brief, including: lifting 
equipment, water damage, heights, darkness, working alone, transport. 

Tutors could use sample risk assessment resources such as:
http://screenhi.co.uk/production/risk-assessment
http://www.myiportfolio.net/blogs/blog213/year-one/year-two/production-folder/health-safety-risk-
assessment/ 

Tutors could guide learners toward what they need to assess when completing a risk assessment 
when filming in different locations and why hazards need to be outlined.

Using a practice brief set by the tutor or the scenario in the Interpreting a client brief for a promo 
activity, learners could find a potential location (this may be a TV or drama studio if the centre has 
such facilities) and complete a risk assessment. They should link this to specific ideas for content and 
narrative that they discussed in the Interpreting a client brief for a promo activity.

45 minutes Unit 2 LO2, LO4

http://medialab.st-andrews.ac.uk/training/documents/BBC_recce_checklist.pdf
http://screenhi.co.uk/production/recce
http://www.camberwellstudios.co.uk/film-production-guides/film-making-tips/53-what-to-look-for-in-a-film-studio-recce-.html
http://www.camberwellstudios.co.uk/film-production-guides/film-making-tips/53-what-to-look-for-in-a-film-studio-recce-.html
http://screenhi.co.uk/production/risk-assessment
http://www.myiportfolio.net/blogs/blog213/year-one/year-two/production-folder/health-safety-risk-assessment/
http://www.myiportfolio.net/blogs/blog213/year-one/year-two/production-folder/health-safety-risk-assessment/


C
A

M
BRID

G
E TEC

H
N

IC
A

LS IN
 D

IG
ITA

L M
ED

IA
LEVEL 3 U

N
IT 15

16

Title of suggested activity Suggested activities Suggested timings Also related to

Considering copyright of 
assets for use in a promo

Tutors need to reinforce the point that learners need to consider the copyright of assets.

Using planning undertaken in the Interpreting a client brief for a promo activity, learners could make a 
list of all the assets that they need to create or source.

Learners could then create a table that outlines all of these assets. In column one, they could include 
the asset name; in column two, they could cite the purpose of the asset; and in column three they 
could remark on any potential copyright problems that will need to be addressed along with a 
potential source for the asset.

Tutors could ask learners to demonstrate that they know where they can access assets. Tutors could 
demonstrate Creative Commons resources such as:
https://www.freesound.org/
https://audionetwork.lgfl.org.uk/terms.aspx

Learners could justify the use of the chosen assets, in relation to the practice promo scenario, during a 
Q&A with the rest of the group.

45 minutes Unit 1 LO6
Unit 2 LO4

https://www.freesound.org/
https://audionetwork.lgfl.org.uk/terms.aspx
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Title of suggested activity Suggested activities Suggested timings Also related to

Applying regulatory 
guidelines when planning a 
promo

Tutors need to remind learners that they should follow regulatory guidelines when planning the 
content for a promo. This is likely to build on learning from Units 1 and 2.

As a starting point, tutors could use the following resource to summarise key broadcast codes:
http://stakeholders.ofcom.org.uk/binaries/broadcast/code-july-15/Ofcom_Broadcast_Code_
July_2015.pdf

Tutors could use the BBFC certification guidance for those completing film trailers:
http://www.bbfc.co.uk/what-classification/guidelines

Tutors could use the ASA resources for those producing adverts:
https://www.asa.org.uk/Consumers/What-we-cover.aspx?gclid=CjwKEAjwgPe4BRCB66GG8PO69QkSJ
AC4EhHhEKncHTdiRL4FHcXf5507v-EzvhJNAEtlwCe_EpwRYBoCxSvw_wcB

Using their planning for the scenario in the Interpreting a client brief for a promo activity, learners 
could consider the following:
•	 audience
•	 distribution
•	 scheduling time (e.g. is it before the watershed if a music video or trailer for a game or TV 

programme)
•	 certification (for film trailer)
•	 type of content (gaming, film trailer, music video).

Learners could then decide what rules they will need to abide by from the main regulatory bodies. 
Learners could justify their thoughts about how the rules will impact on the content of their promo. 
Learners could offer three alternative suggestions to ensure the content meets regulatory guidelines. 
This could be presented in the form of a short report or mind map.

1 hour Unit 1 LO6
Unit 2 LO4

http://stakeholders.ofcom.org.uk/binaries/broadcast/code-july-15/Ofcom_Broadcast_Code_July_2015.pdf
http://stakeholders.ofcom.org.uk/binaries/broadcast/code-july-15/Ofcom_Broadcast_Code_July_2015.pdf
http://www.bbfc.co.uk/what-classification/guidelines
https://www.asa.org.uk/Consumers/What-we-cover.aspx?gclid=CjwKEAjwgPe4BRCB66GG8PO69QkSJAC4EhHhEKncHTdiRL4FHcXf5507v-EzvhJNAEtlwCe_EpwRYBoCxSvw_wcB
https://www.asa.org.uk/Consumers/What-we-cover.aspx?gclid=CjwKEAjwgPe4BRCB66GG8PO69QkSJAC4EhHhEKncHTdiRL4FHcXf5507v-EzvhJNAEtlwCe_EpwRYBoCxSvw_wcB
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SUGGESTED ACTIVITIES
LO No: 3

LO Title: Be able to produce production materials for an original audio-visual promo idea 

Title of suggested activity Suggested activities Suggested timings Also related to

Setting up camera 
equipment

Tutors will need to ensure that learners can set up camera equipment so that they can produce their 
promo.

Tutors could ask learners to work in small teams. They could be given a video or DSLR camera and a 
tripod. Learners could demonstrate how to:
•	 set up the tripod 
•	 mount a camera on a tripod and check it is level
•	 mount a camera on a slider, jib or dolly mount
•	 turn camera on and set the white balance
•	 focus a camera on a subject/object
•	 record video footage for 10 seconds.

Based on a practice brief set by the tutor or the scenario in the Interpreting a client brief for a promo 
activity in Learning Outcome 2 and using the storyboards created in Creating a storyboard for a 
promo in Learning Outcome 2, learners could record at least 10 seconds of footage for the promo. The 
footage could be shot using a variety of shot types.

Learners could provide evidence of their participation by taking location photos using a camera or 
smartphone.

1 hour Unit 3 LO3
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Title of suggested activity Suggested activities Suggested timings Also related to

Setting up lighting 
equipment 

Tutors will need to ensure that learners can set up lighting equipment in order to be able to film their 
promo. Tutors could use the knowledge learners gained from Unit 1 to support understanding of 
lighting. 

Learners could be given the lighting equipment available at the centre (e.g. studio lights, softboxes, 
spotlights) and they could set up a scene from their practice brief. Learners could manipulate the 
lighting in order to demonstrate they can create the following techniques:
•	 high key lighting
•	 low key lighting
•	 arrangement of a three point lighting set-up
•	 chiaroscuro.

Learners could then work in teams to evaluate the different connotations of these lighting techniques.

Based on a practice brief set by the tutor or the scenario in the Interpreting a client brief for a promo 
activity in Learning Outcome 2 and using the storyboards created in Creating a storyboard for a 
promo in Learning Outcome 2, learners could record at least 10 seconds of footage for the promo. The 
footage could be shot using a variety of lighting techniques relevant to the scenario.

Learners could evidence their participation by taking location photos using a camera or smartphone.

1 hour Unit 3 LO3
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Title of suggested activity Suggested activities Suggested timings Also related to

Recording audio for a promo Tutors will need to guide learners in setting up audio recording equipment to ensure they can record 
sound when filming their promo.

Learners could be given the sound equipment available at the centre (e.g. headphones, on-camera 
microphones, booms and windshields, lapel microphones) and they could explore the diegetic sound 
that could be used for their practice brief.

Learners could then choose at least two of the following types of diegetic sound and record a sample 
using the audio equipment:
•	 dialogue from the script
•	 foley sound effects
•	 wildtrack
•	 atmospheric sound.

Learners could then work in teams to evaluate the quality of the sound recordings in relation to the 
practice brief.

Learners could evidence their participation by taking location photos using a camera or smartphone.

2 hours Unit 1 LO3
Unit 3 LO3
Unit 14 LO4
Unit 16 LO4

Setting up a project file for a 
promo

Tutors could demonstrate how to import footage into video editing software (e.g. Adobe Premiere or 
Final Cut). Learners could evidence their learning through screen grabs or screen recording (e.g. using 
Captivate or free software, such as CamStudio http://camstudio.org/).

Using the footage they have filmed in the activities above, learners could set up a project file using 
post-production software with properties that will create an exported file of suitable quality for 
television and/or film distribution. For example, if the footage has been filmed in HD, this option 
should be chosen when setting up a project file – the properties should be set at 1080p (50i) at 25 
frames per second. Learners will need to decide whether the project they are creating is to be set at a 
standard or widescreen ratio.

Learners could set up a folder on their desktop where all their footage will be placed and transfer the 
footage into this from an SD card or camera before they start.

Learners could import the desired footage. Once the footage is imported, they could set the in and 
out points using editing software.

Learners could save their project with a suitable name and version (e.g. practice_promo_
scenario_V.01).

1 hour Unit 3 LO3

http://camstudio.org/
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Title of suggested activity Suggested activities Suggested timings Also related to

Logging rushes Tutors could remind learners that when producing a promo, there may be hours of both usable and 
unusable footage which needs to be viewed and logged. 

As a starting point, tutors could ask learners to gather the footage they have filmed from the activities 
above. In many cases, software can do this for learners, but it is useful that they practice this skill with 
the early takes of their production footage manually.

Logged rushes will usually be time-coded and it is important that learners become familiar with this.

Learners, working in teams, could select at least three pieces of footage and try to gather at least three 
useable scenes/pieces. They could look at the in-point and the out-point of each useable piece by 
viewing it on the camera and could then write the time-code into a log template such as those found 
at:
http://www.videomaker.com/video-production-forms-download 

Learners could evaluate the rushes and as a group detail what they could change in terms of camera 
and lighting techniques.

Learners could feed back their experiences to the group.

1 hour Unit 3 LO3
Unit 5 LO2

Analysing how the promo 
uses generic conventions

Using the Setting up camera equipment activity as a starting point, tutors could encourage learners 
to think about further areas of development for their promo in terms of meeting established codes 
and conventions for the promo’s genre. It could be helpful if learners consider the conventions of TV 
adverts.

Learners could select a TV advert that is similar in genre to the production that they plan to create. 
Learners could then examine the production and compare it to their own. They could assess the 
production using the following criteria:
•	 mise-en-scene (locations, props, costume, lighting, colour palette)
•	 camerawork techniques (movement, shot types, angles, composition)
•	 editing techniques (range of continuity and non-continuity specifically in relation to genre e.g. often 

there are no flashbacks in soap opera but these can be common in horror and action films)
•	 visual effects and extended post-production (transitions, titles and graphics)
•	 use of sound (diegetic and non-diegetic techniques).

Learners could add details of any recommended improvements, with specific reference to genre 
conventions and production techniques, to their evaluation of the rushes in the Logging rushes 
activity.

1 hour Unit 1 LO3

http://www.videomaker.com/video-production-forms-download
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SUGGESTED ACTIVITIES
LO No: 4

LO Title: Be able to finalise production materials for an original audio-visual promo idea

Title of suggested activity Suggested activities Suggested timings Also related to

Export rushes for the promo 
in an appropriate format

Tutors will need to remind learners that they have to evidence their early production work. Learners 
could evidence their learning through screen grabs or screen recordings (e.g. using Captivate or free 
software such as CamStudio http://camstudio.org/).

Once learners have set all the in and out points for their early footage, as logged in the activities 
in Learning Outcome 3, they could then export three pieces of footage under the guidance of the 
tutor. Export settings should be set to ensure the material is fit for the purpose of the practice brief or 
scenario given by the tutor.

To further evidence their learning, learners could upload their rushes to a learning blog, or save them 
as part of a digital production folder. If this is the case, the H.264 option can be selected and learners 
can export the material as an mp4 file. Learners could be encouraged to name the exports with 
suitable file names (e.g. rushes_1_V.01.mp4).

Learners could then evaluate the quality of the rushes in relation to further development in order to 
fulfil the practice brief or scenario.

1.5 hours Unit 3 LO4

http://camstudio.org/
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Title of suggested activity Suggested activities Suggested timings Also related to

Create an offline edit for the 
promo

Tutors could encourage learners to develop the shot logging skills learnt in Learning Outcome 2 and 
then to create an edit log/decision list. This could ensure learners have documented the creation of an 
offline edit.

Learners could ensure that they have all footage imported. Before any special effects or audio 
editing is to take place, learners should create an offline edit. This will show where understanding of 
continuity and non-continuity editing techniques, discussed in Unit 1, have been developed.

Learners could, throughout the process of documenting footage, complete an edit decision list (EDL). 
This enables learners to note down all the in and out points on the footage. The following resource 
could help learners: http://www.dependentfilms.net/files.html.

Digital edit decision lists are also now widely used, and tutors could encourage learners to complete 
these using available software. Resources to aid this process can be found at: http://www.videomaker.
com/article/c3/17029-shot-lists-and-edit-decision-lists-keeping-organized.

Once all footage has been documented on the EDL, the footage can be exported in an appropriate 
format. Learners could be encouraged to name the offline edit with a suitable file name (e.g. offline_
edit_V.01.mp4).

Learners could then evaluate the quality of the offline edit and consider the next steps for any further 
development, including visual and audio effects that need adding in order to fulfil the practice brief or 
scenario.

1 hour Unit 3 LO4
Unit 21 LO2

http://www.dependentfilms.net/files.html
http://www.videomaker.com/article/c3/17029-shot-lists-and-edit-decision-lists-keeping-organized
http://www.videomaker.com/article/c3/17029-shot-lists-and-edit-decision-lists-keeping-organized
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Title of suggested activity Suggested activities Suggested timings Also related to

Gain feedback on the promo Tutors need to encourage learners to create a presentation in order that they can demonstrate the 
promo as an offline edit, to gain feedback from a client or focus group.

Learners, working in production teams, could plan and create a presentation that enables them to 
discuss:
•	 the purpose of their promo
•	 the target audience
•	 distribution and scheduling
•	 the genre
•	 the production techniques used.

Learners could refer to any stylistic models they know of from research undertaken in Learning 
Outcome 1.

Learners could contact their client (or use their tutor or other members of the group) and form a 
focus group, on an identified day and at a set time. Learners could provide evidence of this contact 
via email or social media. The presentation must feature an embedded version of their offline edit. 
Learners could ensure that the presentation room is set up appropriately and that all of the required 
technology is ready for use. Learners could then make their presentation. 

1 hour Unit 21 LO2, LO3

Applying visual effects to the 
promo

Under tutor guidance, learners could reflect on their offline edit and make an initial list of all the visual 
effects that they wish to use in relation to specific promo conventions relevant to the practice brief or 
scenario.

Tutors could demonstrate how to use the technical software for applying visual effects: for example, 
Adobe Premiere, Final Cut Pro and Adobe After Effects.

Learners could then add at least three of the following to their offline edit:
•	 titles and logos 
•	 brightness, contrast and lighting
•	 colour control
•	 logos and graphic elements
•	 transitions (including: cross dissolve, dissolve, fade, dip to white or black, wipe, graphic match).

A range of support tutorials can be found at:
http://www.videocopilot.net/tutorials/visual_effects/

Learners could assess the impact the added visual effects have had on their offline edit. The new edit 
should be exported in an appropriate format. Learners could be encouraged to name the new edit 
with a suitable file name (e.g. visual effects_edit_V.01.mp4).

2 hours Unit 3 LO4

http://www.videocopilot.net/tutorials/visual_effects/
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Title of suggested activity Suggested activities Suggested timings Also related to

Applying transitions to the 
promo

Under tutor guidance learners could reflect on their online edit once visual effects have been added 
when completing the activity above. Learners could make an initial list of all the transitions that they 
wish to use in relation to specific promo conventions relevant to the practice brief or scenario.

Learners could add at least three of the following to their offline edit:
•	 cross dissolve
•	 dissolve
•	 fade
•	 dip to white or black
•	 wipe
•	 graphic match.

A range of support tutorials can be found at: http://www.videocopilot.net/tutorials/visual_effects/.

Learners could assess the impact that the use of transitions has had on their offline edit. The new edit 
should be exported in an appropriate format. Learners could be encouraged to name the new edit 
with a suitable file name (e.g. transitions_edit_V.01.mp4).

Learners could evaluate their progress and the impact of the transitions when working on the two 
activities above.

1 hour Unit 3 LO4

http://www.videocopilot.net/tutorials/visual_effects/
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Title of suggested activity Suggested activities Suggested timings Also related to

Editing recorded audio for 
the promo

Under tutor guidance learners could reflect on their edit completed in the activities above. Learners 
could make an initial list of all the diegetic sound elements that they wish to use in relation to 
specific TV promo genres relevant to the practice brief or scenario. Learners may need to revise their 
production timescales if more audio recording is required. This could be particularly relevant if learners 
complete a film trailer for the actual task.

Tutors could demonstrate how to use the technical software for applying effects: for example, Adobe 
Premiere, Final Cut Pro and Adobe After Effects.

Based on the material recorded during the Recording audio for a promo activity in Learning Outcome 
3, learners could import the soundtrack or use the sound recorded by the camera. 

Learners could then edit at least two of the following in order to improve the sound: 
•	 audio levels of dialogue
•	 wildtrack and levels
•	 atmospheric sound and levels
•	 foley and other sound effects
•	 audio levels and transitions.

Learners could assess the impact that the editing of diegetic sound has had on their promo, analysing 
the improvements to the overall production. The new edit should be exported in an appropriate 
format. Learners could be encouraged to name the new edit with a suitable file name (e.g. diegetic_
audio_edit_V.01.mp4).

Learners could provide feedback to the group and could then plan to use the non-diegetic sound edit 
in the promo.

2 hours Unit 14 LO4
Unit 16 LO4



Th
e 

sm
al

l p
ri

nt Cambridge Technicals Level 3 

Digital Media  
textbook

Developed in partnership 
with Hodder Education this 
book covers a range of units 
within this qualification. http://
www.hoddereducation.co.uk/
Product/9781471874734 

Publication date: 30 Sep 2016

OCR is part of Cambridge Assessment, a department of the University of 
Cambridge. For staff training purposes and as part of our quality assurance 
programme your call may be recorded or monitored. 

© OCR 2016 Oxford Cambridge and RSA Examinations is a Company 
Limited by Guarantee. Registered in England. Registered office 1 Hills 
Road, Cambridge CB1 2EU. Registered company number 3484466.  
OCR is an exempt charity.

ocr.org.uk/media
OCR customer contact centre

We’d like to know your view on the resources we produce.  By 
clicking on the ‘Like’ or ‘Dislike’ button you can help us to ensure 
that our resources work for you.  When the email template pops 
up please add additional comments if you wish and then just click 
‘Send’.  Thank you.

Whether you already offer OCR qualifications, are new to OCR, or 
are considering switching from your current provider/awarding 
organisation, you can request more information by completing the 
Expression of Interest form which can be found here:  
www.ocr.org.uk/expression-of-interest

OCR Resources: the small print
OCR’s resources are provided to support the delivery of OCR 
qualifications, but in no way constitute an endorsed teaching 
method that is required by OCR. Whilst every effort is made 
to ensure the accuracy of the content, OCR cannot be held 
responsible for any errors or omissions within these resources.  
We update our resources on a regular basis, so please check the 
OCR website to ensure you have the most up to date version.

This resource may be freely copied and distributed, as long as  
the OCR logo and this small print remain intact and OCR is 
acknowledged as the originator of this work. 

OCR acknowledges the use of the following content:
Cover image: Milles Studio/Shutterstock.com
Square down and Square up: alexwhite/Shutterstock.com

Please get in touch if you want to discuss the accessibility of 
resources we offer to support delivery of our qualifications: 
resources.feedback@ocr.org.uk

Looking for a resource?
There is now a quick and easy search tool to help find free resources 
for your qualification:

www.ocr.org.uk/i-want-to/find-resources/

http://www.hoddereducation.co.uk/Product/9781471874734
http://www.hoddereducation.co.uk/Product/9781471874734
http://www.hoddereducation.co.uk/Product/9781471874734
http://www.ocr.org.uk/media
http://www.ocr.org.uk/expression-of-interest
mailto:resources.feedback%40ocr.org.uk?subject=
http://www.ocr.org.uk/i-want-to/find-resources/
mailto:resources.feedback%40ocr.org.uk?subject=I%20liked%20the%20Cambridge%20Technicals%20Level%203%20Digital%20Media%20U15%20Delivery%20Guide
mailto:resources.feedback%40ocr.org.uk?subject=I%20disliked%20the%20Cambridge%20Technicals%20Level%203%20Digital%20Media%20U15%20Delivery%20Guide

	Contents
	Introduction
	Related Activities
	Key Terms
	Misconceptions
	Learning Outcome 1
	Learning Outcome 2
	Learning Outcome 3
	Learning Outcome 4

