
Y10 iMedia – Autumn 1 – Interactive Media Product 

Section A: Key vocabulary

Vocab Definition

Design Brief A short statement of what is 
required from a design.

Audience
A particular group at which a 

product or advertisement is aimed.

Features
A feature is a part of something that 

makes it special or able to work 

better.

Experiment

A test done in order to learn 

something or to discover if 

something works or is true.

Sources

A place, person, or thing from which 

something originates or can be 

obtained.

NCFE LEVEL 2 

https://www.qualhub.co.uk/qualification-

search/qualification-detail/ncfe-level-2-technical-award-in-

interactive-media-4568

The qualification consists of:

To be awarded the Technical Award in Interactive Media, 

learners are required to successfully complete 4 mandatory 

units. Learners must also achieve a minimum of a Pass in the 

external assessment. External Exam = 15 hours 

Section B: Unit 1 Criteria

Unit 1 
LO1:
Understand what is required for the development of an 
interactive media product:
- the features of an interactive media product
navigation, links, hit counters, help, multimedia, leader 
boards, levels, power-ups, credits.
- the target audiences of interactive media products
age, interests, location, lifestyle, income, gender
https://www.bbc.co.uk/bitesize/guides/zy24p39/revision/1
- the sources, processes and techniques needed for the 
development of an interactive media product
Sources, eg internet, books, technical manuals, magazines.
Techniques, eg sound editing, animation, video editing, 
image manipulation, interactive media authoring software
- health and safety issues related to computer use
comfortable workstations, adjustable chairs, foot supports, 
correct lighting, frequent breaks.
https://www.bbc.co.uk/bitesize/guides/zkyg87h/revision/1

L02:

Experiment with interactive media products and their 

production in relation to a brief:

- experimentation of processes and techniques needed for 

the development of an interactive media product

- experimentation with software solutions

Fireworks, Photoshop, iLLustrator, Movie Maker, 

Dreamweaver, PowerPoint.

- experimentation with hardware options

Digital Camera, Graphics Tablet, Mobile Phone (at home)

L03:

Review their experimentation with interactive media 

products: 

- selection of processes and techniques 

- use of software

- feedback

- skills development

Section C: Grading for Unit 1

Unit 1 LO1

Unit 1 LO2

Unit 1 LO3

https://www.qualhub.co.uk/qualification-search/qualification-detail/ncfe-level-2-technical-award-in-interactive-media-4568
https://www.bbc.co.uk/bitesize/guides/zy24p39/revision/1
https://www.bbc.co.uk/bitesize/guides/zkyg87h/revision/1
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Experiment

A test done in order to learn 

something or to discover if 

something works or is true.

Source

A place, person, or thing from which 

something originates or can be 

obtained.

Processes
A series of actions or steps taken in 

order to achieve a particular end.

Techniques 
A technique is a method of doing 

something.

Feedback

Information or statements of 

opinion about something, such as a 

new product, that can tell you if it is 

successful or liked.

Skills

A skill is the learned ability to 

perform an action with determined 

results with good execution.
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