



[image: image]









[image: ]






The Publishers would like to thank the following for permission to reproduce copyright material:


Adobe product screenshots reprinted with permission from Adobe Systems Incorporated.


Photo credits


t = top. b = bottom, l = left, c = centre, r = right


p. 1 © Kevin Wells; p. 3 © Kevin Wells; p. 4 © James Quine / Alamy Stock Photo; p. 8 © Couperfield - Fotolia; p. 10 © Pens Forms / Alamy Stock Photo; p. 13 t © Zoonar GmbH / Alamy Stock Photo, b © scanrail /123RF; p. 15 © Sergey Jarochkin/123RF; p. 17 © Illustration Works / Alamy Stock Photo; p. 19 © Illia Uriadnikov/123RF; p. 20 © zerbor/123RF; p. 22 © Cultura RM / Alamy Stock Photo; p. 23 © Kevin Wells; p. 24 © Kevin Wells; p. 25 © Kevin Wells; p. t 27 © Kristina Afanasyeva /123RF, b © Kevin Wells; p. 28 © rashpil / Alamy Stock Photo; p. 29 © gmast3r /123RF; p. 30 © Kevin Wells; p. 31 © Aydin Buyuktas / Alamy Stock Photo; p. 33 © Eye Risk / Alamy Stock Photo; p. 34 © Sergii Lysenkov / Alamy Stock Photo; p. 39 © VisitBritain/Britain on View/VisitBritain/Getty Images; p. 40 © Kevin Wells; p. 41 l © Kevin Wells, r © Kevin Wells; p. 43 © Kevin Wells; p. 47 © Kevin Wells; p. 48 © Kevin Wells; p. 49 © Yuri_Arcurs/E+/Getty Images; p. 50 t © Kevin Wells, b © Kevin Wells; p. 53 © Kevin Wells; p. 70 © Kevin Wells; p. 71 © Kevin Wells; p. 72 © Kevin Wells; p. 73 © Kevin Wells; p. 74 © Kevin Wells; p. 77 © Kevin Wells


Every effort has been made to trace all copyright holders, but if any have been inadvertently overlooked the Publishers will be pleased to make the necessary arrangements at the first opportunity.


Although every effort has been made to ensure that website addresses are correct at time of going to press, Hodder Education cannot be held responsible for the content of any website mentioned in this book. It is sometimes possible to find a relocated web page by typing in the address of the home page for a website in the URL window of your browser.


Hachette UK’s policy is to use papers that are natural, renewable and recyclable products and made from wood grown in sustainable forests. The logging and manufacturing processes are expected to conform to the environmental regulations of the country of origin.


Orders: please contact Bookpoint Ltd, 130 Milton Park, Abingdon, Oxon OX14 4SB.


Telephone: +44 (0)1235 827720. Fax: +44 (0)1235 400454. Lines are open 9.00a.m.–5.00p.m., Monday to Saturday, with a 24-hour message answering service. Visit our website at www.hoddereducation.co.uk


© Kevin Wells 2017


First published in 2017 by


Hodder Education,


An Hachette UK Company


Carmelite House


50 Victoria Embankment


London EC4Y 0DZ


Impression number 10 9 8 7 6 5 4 3 2 1


Year 2021 2020 2019 2018 2017


All rights reserved. Apart from any use permitted under UK copyright law, no part of this publication may be reproduced or transmitted in any form or by any means, electronic or mechanical, including photocopying and recording, or held within any information storage and retrieval system, without permission in writing from the publisher or under licence from the Copyright Licensing Agency Limited. Further details of such licences (for reprographic reproduction) may be obtained from the Copyright Licensing Agency Limited, Saffron House, 6–10 Kirby Street, London EC1N 8TS.


Cover photo © iStock/Getty Images/Thinkstock


Typeset in Bembo Std Regular, 11/13 pt by Aptara, Inc.


Printed in Italy


A catalogue record for this title is available from the British Library


ISBN 978 1471 886683
eISBN 978 1471 886706





Features to help you succeed
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Think about it


These features are a prompt for you to pause your revision reading. They will help to develop your understanding by considering what would happen in a given situation.
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Check your understanding


These activities will help you to understand each topic in an interactive way.
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Now test yourself


These short, knowledge-based questions provide the first step in testing your learning. Answers are on p. 35 and 78–9.
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Exam tips


Expert tips are given throughout the book to help you polish your exam technique in order to maximise your marks in the exam.
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Exam practice


Practice exam questions are provided for each topic. Use them to consolidate your revision and practise your exam skills. Answers are on pp. 36–7.
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Key words


Clear, concise definitions of essential key terms are provided where they first appear.
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Get the most from this book


Everyone has to decide his or her own revision strategy, but it is essential to review your work, learn it and test your understanding. These Revision Notes will help you to do that in a planned way, topic by topic. Use this book as the cornerstone of your revision and don’t hesitate to write in it – personalise your notes and check your progress by ticking off each section as you revise.


Track your progress


Use the revision planner on pages v and vi to plan your revision, topic by topic. Make a note when you have:





•  revised and understood a topic



•  tested yourself



•  practised the exam questions and checked your answers at the back of the book.





You can also keep track of your revision by noting each topic heading in the book. You may find it helpful to add your own notes as you work through each topic.





Introduction – how to use this book



The Cambridge Nationals in Creative iMedia qualification comprises 12 different subject units. Each unit requires 30 hours of study time, which includes the time needed for the final assignment. There are three different sizes of qualifications:


Award in Creative iMedia: Complete two units, including the examined unit R081 (pre-production) and the mandatory R082 (digital graphics).


Certificate in Creative iMedia: Complete four units, including the examined unit R081, the mandatory R082 and two additional units from R083 to R092.


Diploma in Creative iMedia: Complete eight units, including the examined unit R081, the mandatory R082 and six additional units from R083 to R092.


This book is separated into two parts that cover the two mandatory units. The first part is for the examined R081 unit on pre-production. For this you can work through the content as a revision guide, checking your progress and understanding along the way. You should then be in a position to work through some practice papers, which your teacher may provide before your final examination in January or June. The second part is for the R082 coursework unit on creating digital graphics. The content of this part can be used alongside your learning before starting on your final assignment.





Introduction to Unit R081 Pre-Production Skills



Pre-production is an important step in the planning for any creative media project. It enables you to create the right product in a suitable style so that it will meet the client’s requirements and will satisfy them. The knowledge and skills developed in this core unit will help you in all of the additional coursework units.


Preparing for the exam


As part of this unit, you will learn about the importance of planning and pre-production when being involved with creative media projects. In this revision guide we will review the key points to prepare you for the exam. You can use this guide as a workbook with opportunities to revise and then test what you have learned. The three main areas covered by the exam are:





•  knowledge of pre-production concepts, techniques and planning considerations



•  skills in creating and reviewing the different types of pre-production documents



•  understanding of pre-production concepts. You will be able to evidence your understanding by applying your knowledge to a specific scenario that is found in the exam paper.





Exam command words


Create – you need to actually draw the answer.


Describe – your answer must include some characteristics in addition to stating what it is. You could use words to express an overall concept, idea or need so that it is clear for the reader/listener.


Discuss – your answer must give both sides of the argument.


Evaluate – you must apply your knowledge and understanding in order to arrive at an overall judgement that takes into account a number of different factors.


Explain – your answer must include comments on the purposes and reasons for your statement. An easy way to think of this is to state what and why!


Identify – your answer just states what it is.


Justify – you must give reasons to support your choice or statement.


Exam key words


Improvements – a description of what is needed to make the product better.


Items – objects that are on a document.


Purpose – what is it used for. The reason.


Strengths – the best parts about something, i.e. what works really well.


Weaknesses – the worst parts or those that need to be better.



How to use this book



Exam technique is about answering the question and not just writing about something that you know. Marks are only given where it shows that you understand what is being asked. Some questions will have an applied context. Your answer must relate to this, so include a reference or connection to the scenario as part of your answer. An applied context means it is similar to what it would be like in a real-world scenario when creating digital media. Bear in mind that it is only your first answer(s) that will support any marks – multiple attempts won’t be given marks even if the right answer is at the end.
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Exam tip


The number of dotted lines in the answer space are a clue as to how much you should write. For example, a question that has 3 marks available would typically have 3 answer lines.
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LO1 Understand the purpose and content of pre-production



The purpose, uses and content of different pre-production documents


Mood boards


A mood board is a collection of sample materials and products. It can be either a physical mood board or a digital mood board.


A physical mood board is, for example, created on a notice board or large piece of paper/card using pictures and samples that are fixed to it.


A digital mood board is, for example, created in any software application that supports multiple images, graphics, text and other content.
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Purpose of a mood board





•  To assist the generation of ideas by collecting a wide range of material that will give a ‘feel’ for what is needed.



•  To stimulate creativity and innovative approaches.
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Exam tip


Remember that the purpose = what it is going to be used for.
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Uses of a mood board





•  For any creative media project as a starting point.



•  To collect samples, materials and a range of relevant content.



•  As a constant reminder of possible styles.





Note that the use of a mood board is not to show what a product will look like.


Content of a mood board





•  Images – from anything that is relevant or related, such as existing similar products, photographs, logos, screenshots from films, advertisements, posters.



•  Colours – especially those that fit the brief or have been used before in a similar product.



•  Text, key words, fonts and styles.



•  Textures, fabrics and other materials.



•  For a digital mood board – potentially sounds and video clips.





Mind maps/spider diagrams


A mind map or spider diagram is a way of organising thoughts and ideas. It is based around a central theme (or node) and has branches off for the different aspects using sub-nodes.
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Purpose of a mind map/spider diagram





•  To quickly generate outline ideas.



•  To develop and show links between different thoughts, aspects and processes of a project.





Uses of a mind map/spider diagram





•  To show the development and options for ideas in any project.



•  To show the connections and links between different parts of the project.





Content of a mind map/spider diagram





•  Central node with the main theme.



•  Sub-nodes with interconnecting lines or branches for the different parts.



•  Text at each sub-node for key points, ideas, activities, requirements etc.



•  Images can also be used on sub-nodes.
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Check your understanding


Label each part of the diagram using the words provided.


Words/phrases to use:





•  Node



•  Sub-node



•  Branch



•  Main theme or idea.
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Visualisation diagrams


This is a rough drawing or sketch of what the final static image product is intended to look like. Typically, it is hand drawn, but good art skills are not essential – it is the concept, layout and content of the product that is being illustrated. A static or still image is one that does not move, so something like a magazine advert, DVD cover or website page would be good examples, although don’t use these for anything that has a timeline, such as a video.
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Purpose of a visualisation diagram





•  To plan the layout of a static or still image in a visual manner.



•  To show how a finished item might look.





Uses of a visualisation diagram





•  To give to a client or production team to show what the intended product will look like, for example:







    •  CD/DVD/Blu-ray™ cover


    •  poster, e.g. for a film, event or advertisement


    •  game scene or display screen, e.g. for the game environment or game menus


    •  comic book page layout


    •  web page/multimedia page layout


    •  magazine front cover or advertisement for use on an inside page.
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Think about it


A graphic designer needs to create something that the client will be happy with so they need to be given enough information on content and layout to do this – otherwise the work could be unsuitable and the client might hire another designer instead.
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Figure 1.3 Example of a visualisation diagram
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Figure 1.2 Example of the content for a mind map or spider diagram





