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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 unit and 
learning outcome so you can see how each activity helps you cover the requirements of 
this unit.

We’ve also included some English and maths activities. These are designed to 
demonstrate the importance of English and maths skills within real life job roles; 
and to help those learners who may be re-sitting their English or maths GCSE.

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. 

To find out more about this qualification, go to: https://www.ocr.org.uk/qualifications/
cambridge-technicals/digital-media-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  
https://www.ocr.org.uk/qualifications/cambridge-technicals/digital-media-2016-suite/. 

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

This Delivery Guide MUST NOT be used directly for assessment purposes. It is intended 
to support the teaching and learning of the unit specified.

mailto:resources.feedback%40ocr.org.uk?subject=
https://www.ocr.org.uk/qualifications/cambridge-technicals/digital-media-2016-suite/
https://www.ocr.org.uk/qualifications/cambridge-technicals/digital-media-2016-suite/
https://www.ocr.org.uk/qualifications/cambridge-technicals/digital-media-2016-suite/
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KEY TERMS
Explanations of the key terms used within this unit, in the context of this unit

Key term Explanation

Animator Has the responsibility for creating the animation elements in a media product.

Assets All the elements which would be required to make a media product. In this unit this could include images, video, animation, sound, text or music.

Content Author The content author will produce the creative aspects of a digital media product e.g. script, blogs, articles.

Crowd funding Raising money by asking small groups of people to invest in a digital media product, usually via the internet. A good example of this is Kickstarter.

Digital publishing Online publishing of media products such as e-books, online magazines and websites.

Distribution The way a digital media product will reach its target audience.

Graphic Artist The graphic artist will create specific designs for a digital media product e.g. layout design; character design.

Industry For this unit, industry refers to the organisations involved in the production of digital media products.

Interactive The ways in which the audience can engage with a digital media product.

Mass audiences A broad, mainstream audience for a digital media product.

Multi-media product A digital media product which combines elements such as audio, video, text, image and animation to create an interactive experience for the user.

Niche audiences A specific target audience for a digital media product.

Programmer The person responsible for coding the various elements of a digital media product.

Proof Reader The person responsible for reading and checking the accuracy of any written content.

Prototype A model or sample which is built to test the concept of an idea and which explores different aspects of the intended final design.

Regulation Rules maintained by specific media authorities.
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COMMON MISCONCEPTIONS
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 product being made is the 
final product and not just the 
prototype.

Learners should be guided in understanding the difference between a prototype and the 
final product and why it is important.

This article by Kathryn McElroy published by O’Reilly Media, 
on 4 April 2016 explains what a prototype is and why it is 
important.
https://www.oreilly.com/ideas/prototyping-physical-digital-
products

This article by Will Fanguy, 21 March 2018 outlines the 
difference between a prototype and a wireframe.
https://www.invisionapp.com/inside-design/wireframe-
prototype-difference/

https://www.oreilly.com/ideas/prototyping-physical-digital-products
https://www.oreilly.com/ideas/prototyping-physical-digital-products
https://www.invisionapp.com/inside-design/wireframe-prototype-difference/
https://www.invisionapp.com/inside-design/wireframe-prototype-difference/
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SUGGESTED ACTIVITIES

LO1 Be able to research the different digital media sectors, their products and the job roles within them
Title of suggested activity Suggested activities Suggested timings Also related to

Different digital media 
sectors and their products

Tutors could put learners into groups of three and allocate each group a digital media sector from the i.e. 
elements of the teaching content LO1.1. The group should find out about how various elements of the 
sector create and use digital media products. Using the elements listed in the teaching content LO1.2, the 
learners should then select one product as a case study to research and present to the rest of the group.

Learners could also look for useful articles on the Guardian website Digital Media section.
https://www.theguardian.com/media/digital-media

This blog published by Christy Roland, 7 July 2017 explains about the development of digital media 
convergence.
https://shape.att.com/blog/examples-of-convergence

English extension activity

During their research into a digital media sector, each group could make a list of specialist words used in 
the sector. At the end of the presentations, the whole group could compile a vocabulary list, perhaps for 
display, and have a quiz to test each group’s understanding of all the words and also how to spell them. 

1 hour 
 
 
 
 

30 minutes

Unit 1, L01, L02

Unit 3, L02

Unit 6, L01

Job roles Tutors could start by putting learners into pairs. Each pair is given a briefing document about a specific job role 
from a digital media sector. The task is that one of the learners will be interviewed for the job by the other learner. 
The learners could then be given 20 minutes to decide on the role they wish to take, research the job role and 
prepare for the interview. The learners could then take part in a role play interview.  At the end of the interview, 
each learner should assess the other’s knowledge of the job role in the form of a peer assessment review. 

This article from MindTools.com explains the importance of role playing in developing communication 
skills.
https://www.mindtools.com/CommSkll/RolePlaying.htm

This is a useful list of different media jobs published on the Balance Careers website by Alison Doyle 
updated 2 October 2018.
https://www.thebalancecareers.com/media-job-titles-2061502 

The below websites are useful sources of job profiles for digital media industry roles.
https://www.screenskills.com/education-training/job-profiles/ 
https://www.prospects.ac.uk/job-profiles 

1 hour Unit 6 L01

Unit 10, L01, L02

https://www.theguardian.com/media/digital-media
https://shape.att.com/blog/examples-of-convergence
https://www.mindtools.com/CommSkll/RolePlaying.htm
https://www.thebalancecareers.com/media-job-titles-2061502
https://www.screenskills.com/education-training/job-profiles/
https://www.prospects.ac.uk/job-profiles
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LO2 Understand how different genres, purposes and audiences influence the development of a digital media concept
Title of suggested activity Suggested activities Suggested timings Also related to

Online digital media 
product resource

Tutors could put learners into pairs and task them with producing an online educational resource for a specific 
digital media product. The following list is a suggestion of possible products:

• a mainstream Hollywood film

• a TV reality show

• an advertising campaign

• an online newspaper

• a local radio show

• a video game.

Learners could be start by researching the layout, design and content of online education resources. Examples 
of online teaching resources can be found in the BFI Education and research section
https://www.bfi.org.uk/education-research/education/education-resources

The learners could then produce an online resource for the digital media product they have been allocated 
using their research as a basis for layout and design.  In the resource they should identify the different purposes 
of the digital media product as listed in the teaching content for L02.1.

Once they have completed the resource, they could present their resource to the rest of the group. Feedback 
could be obtained using the online survey tool Survey Monkey.
https://www.surveymonkey.com/

2 hours Unit 1, L02

Unit 6, L01, L02

Unit 9, L01

Audience research Learners could work individually to produce a report about how different audiences consume and interact 
with digital media products. 

They could start by identifying a digital media sector and then choose two digital media products aimed at 
different audiences from that sector. Tutors could use the following suggestions as a guide:
• TV soap opera
• film
• online newspapers
• video games
• advertising campaigns
• radio shows
• digital magazines.

The learners could use the NS-SEC classification system to identify the different types of audiences for their digital 
media products. They could then explore how audiences are being targeted by the digital media products and 
why the products appeal to that target audience. The areas they could discuss include mass/niche, age, gender, 
location and ethnicity. They could then write a report comparing the ways in which the two products target their 
audiences and why. The report could be presented as either a PowerPoint or a written report.

1 hour 30 minutes Unit 2, L01

Unit 3, L01

Unit 6, L02

Unit 9, L02

https://www.bfi.org.uk/education-research/education/education-resources
https://www.surveymonkey.com/
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LO2 Understand how different genres, purposes and audiences influence the development of a digital media concept
Title of suggested activity Suggested activities Suggested timings Also related to

Audience research 
(continued)

The following websites may be useful resources for tutors when guiding learners.

The Office for National Statistics https://www.ons.gov.uk/methodology/classificationsandstandards/
otherclassifications/thenationalstatisticssocioeconomicclassificationnssecrebasedonsoc2010

This is a website link to the design agency “Fabrik” explaining how to identify potential target audiences. It 
could be a useful starting point for learners.
http://fabrikbrands.com/target-audience-definition/

Media Knowall, a website aimed at Media Studies tutors and learners.
http://mediaknowall.com/gcse/keyconceptsgcse/keycon.php?pageID=audience

English extension activity

The report is a Level 2 skill, so, having written their report comparing the ways in which the two products 
target their audiences and why, the tutor could select one example of a written report. In groups, learners 
could then review the report, looking at:

• whether the level of detail is appropriate for the audience and purpose

• whether appropriate format and structure have been used (paragraphs, bullet points, tables etc.)

• accuracy of spelling and punctuation

• whether complex sentences have been used accurately.

Groups could then share their reviews. If time allows, they could, in groups, redraft the original report based on 
the reviews.

Maths extension activity

In pairs, learners could be given a digital media sector and investigate the figures for audience age ranges for 
that sector.  This data could then be presented in a graphical format.

If the whole group used a pie chart and the same age groups, the charts could be compared and discussed.

20 minutes  
+ 20 minutes

45 minutes

https://www.ons.gov.uk/methodology/classificationsandstandards/otherclassifications/thenationalstatisticssocioeconomicclassificationnssecrebasedonsoc2010
https://www.ons.gov.uk/methodology/classificationsandstandards/otherclassifications/thenationalstatisticssocioeconomicclassificationnssecrebasedonsoc2010
http://fabrikbrands.com/target-audience-definition/
http://mediaknowall.com/gcse/keyconceptsgcse/keycon.php?pageID=audience
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LO3 Be able to plan and produce the prototype of a digital media product
Title of suggested activity Suggested activities Suggested timings Also related to

Interpreting a brief Tutors could start by putting learners into pairs and acting as the client provide them with a “live” brief. 
The learners need to annotate the brief and make notes identifying the purpose, content, distribution 
method, target audience and regulation issues. 
Learners should then turn their notes into a treatment for the brief and present the treatment to the 
tutor as the client for feedback.

The following websites may be useful resources for tutors when guiding learners. 

The Ideas Foundation works with companies and brands to provide live briefs for learners to work on.
https://www.ideasfoundation.org.uk/get-involved/resources/creative-briefs/

This article on “How to interpret a Publisher’s design brief and turn it into something beautiful” was 
posted on 29 January 2015 by EMC design.
https://emcdesignltd.wordpress.com/2015/01/29/how-to-interpret-a-publishers-design-brief-and-turn-
it-into-something-beautiful/

This article published on The Videomaker Website by Earl Chessher  
1 November 2010 would be a useful for learners when writing the treatment.
https://www.videomaker.com/article/c18/14588-pre-production-planning-approaches-to-creating-a-
video-treatment-that-works-for-you

1 hour Unit 2, L01

Unit 5, L01

Unit 6, L03

Unit 8, L01, L02

Unit 9, L02

Planning documentation Building on the previous activity, the learners should work individually and use the treatment they have 
produced to identify three key planning documents which would be required e.g. shooting schedule; 
storyboard; call sheet.   

The learners could be then be tasked with identifying and collecting a variety of examples of their 
chosen planning documents. They could then use these examples to write a report on the content and 
purpose of that specific piece of documentation.

The learners could then produce their own planning documents for the treatment they have written. 
They should ensure that each document follows professional layout and conventions. Once they 
have completed the documents, they could produce a comparative analysis of their work with their 
exemplars. 

The following websites may be useful resources for tutors when guiding learners.

The following blog was published on the Lights Film School Website by Lauren McGrail.
https://www.lightsfilmschool.com/blog/3-production-documents-for-your-film-shoot-aet

The following guide on planning for a production was published on the Media Productions page of the 
University of Auckland website.
http://www.mediaproductions.ac.nz/en/video-production.html

1 hour 30 minutes Unit 2, L03

Unit 5, L02

Unit 6, L03

Unit 8, L01, L02

Unit 9, L02

https://emcdesignltd.wordpress.com/2015/01/29/how-to-interpret-a-publishers-design-brief-and-turn-it-into-something-beautiful/
https://emcdesignltd.wordpress.com/2015/01/29/how-to-interpret-a-publishers-design-brief-and-turn-it-into-something-beautiful/
https://www.videomaker.com/article/c18/14588-pre-production-planning-approaches-to-creating-a-video-treatment-that-works-for-you
https://www.videomaker.com/article/c18/14588-pre-production-planning-approaches-to-creating-a-video-treatment-that-works-for-you
https://www.lightsfilmschool.com/blog/3-production-documents-for-your-film-shoot-aet
http://www.mediaproductions.ac.nz/en/video-production.html
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LO4 Be able to present a prototype of a digital media product to gather and review feedback
Title of suggested activity Suggested activities Suggested timings Also related to

Presentation techniques Tutors could start by putting learners into groups of three or four and task them to produce a mind map 
of good and bad presentation techniques.

The learners could then share their ideas with the rest of the group. Tutors could show the learners 
examples of pitches and ask them to analyse the effectiveness of the pitches.  They could then use this 
analysis to create a quiz using Quizlet.  Quizlet is a mobile and web-based study tool which uses flash 
cards as a way of engaging learners. https://quizlet.com/en-gb

The following websites may be useful resources for tutors when guiding learners.

An article by Amy Andrew for Thisismoney.co.uk. Published 29 December 2014. 
https://www.thisismoney.co.uk/money/smallbusiness/article-2883755/The-five-worst-pitches-Apprentice-
improved.html

BBC One - The Apprentice, Series 6, Advertising, Cleaning products ...
Two sales pitches for cleaning products taken from the ‘The Apprentice’.  1 August 2012. These two 
pitches are good examples of good and bad pitches.
https://www.bbc.co.uk/programmes/p00wsgbh

Good Presentation VS Bad Presentation YouTube  Published 15 May 2017
https://www.youtube.com/watch?v=V8eLdbKXGzk

1 hour 30 minutes Unit 5, L05

Unit 6, L04

Unit 9, L02, L03

https://quizlet.com/en-gb
https://www.thisismoney.co.uk/money/smallbusiness/article-2883755/The-five-worst-pitches-Apprentice-improved.html
https://www.thisismoney.co.uk/money/smallbusiness/article-2883755/The-five-worst-pitches-Apprentice-improved.html
https://www.bbc.co.uk/programmes/p00wsgbh
https://www.youtube.com/watch?v=V8eLdbKXGzk
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LO4 Be able to present a prototype of a digital media product to gather and review feedback
Title of suggested activity Suggested activities Suggested timings Also related to

Financing a media 
production

Tutors could put learners into groups, allocate them a digital media product and task them with 
identifying 5 different methods of raising finance for the product. The learners could explore the 
advantages and disadvantages of each method and present their findings to the rest of the group for 
feedback.

Tutors may find the following websites useful resources when guiding learners.

Guide on finding finance for video games, published on the Games Hub website 4 October 2017.
http://thegameshub.com/fund-indie-game/

Sources of funding for UK filmmakers, BFI website.
https://www.bfi.org.uk/sources-funding-uk/sources-funding-uk-filmmaker

The 5 Best Ways to Raise Capital, Drew Hendricks, 16 July 2014
https://www.forbes.com/sites/drewhendricks/2014/07/16/the-5-best-ways-to-raise-capital/#3e8b23115f42

The below video from YouTube includes examples of film financing.
Film Finance - Raising Money for A Movie   Published on 2 July 2014.
https://www.youtube.com/watch?v=_tg1zT_2pyo

Maths extension activity

One of the suggested methods of funding a video game is to work on it part time, although, as it states 
on the website, this may lead to slow progress.

Learners could be tasked with investigating this further by estimating some figures and comparing the 
development time.

They could find out how long it took, in man hours, to develop a particular game and translate this into 
a part time project. How much longer would it take if only 2 or 3 hours could be allocated per day? What 
would the saving in development cost be? What would the positive and negative points be?

1 hour

20 minutes

Unit 2, L02

Unit 6, L04

Unit 9, L02

http://thegameshub.com/fund-indie-game/
https://www.bfi.org.uk/sources-funding-uk/sources-funding-uk-filmmaker
https://www.forbes.com/sites/drewhendricks/2014/07/16/the-5-best-ways-to-raise-capital/#3e8b23115f42
https://www.youtube.com/watch?v=_tg1zT_2pyo
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