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Introduction 
 

In this series, students were able to respond to the SelfHealth commission that centred on 

mental health awareness.  The particular circumstances around the timing of this 

examination which saw the controlled assessment take place following the disrupted 

return to educational settings in January, did not stop a significant number of candidates 

and centres opting to enter this exam.  Many students had clearly prepared well in the 

time allotted to research and develop ideas before the Christmas break.   
 

 

Introduction to the Overall Performance of the Unit 
 

Overall, there were some excellent responses for this paper with many students electing 

to sit the exam perhaps because they were confident following their careful preparation in 

the allocated period leading up to the exam.  Many students continued with the practice 

as typified by some examples in the sample of marked learner work published by Pearson.  

This tends to lead to quite formulaic responses, particularly for the rationale activity, with 

some students struggling to write meaningful passages to every suggested heading.  

Similarly, the exam, this series does not require students to use a template (for the 

Proposal activity, for example) and where students were directed to, this led again to 

students sometimes struggling to complete every section as outlined.   

 

Within Activity 1, we are still seeing a lot of primary research from learners that often does 

not support or inform their ideas development (either due to the small sample size or due 

to a lack of linking this research to the ideas).  Secondary research into the topic or into 

similar existing products is much more useful for this activity.  Stronger candidates tend to 

be able to carry out purposeful secondary research and then link this to their ideas 

development so that the reader can see and understand how the ideas have been 

formulated.   

 

For Activity 2, a number of learners exceeded the word limit, and these were unable to 

access the higher levels of the mark scheme that focus on the efficient use of the structure 

of the pitch (limiting their marks for this activity).  Centres should remind candidates of the 

requirement to stay within the 350-word limit to avoid restricting their marks towards the 

bottom of the mark band for this part of the paper.   

 

Activities 3 and 4 carry 20 marks each for this paper and perhaps differentiate between 

the strongest and weakest candidates the most.  There were numerous examples where 

students appeared to embark on ideas for media products that they had limited direct 

experience in producing.  A media student without a great deal of games development 

experience may have opted to respond to this commission through producing a game 

leading to them being unable to fully describe the production steps and techniques 

required to fulfil this idea in Activity 3 (focussing perhaps more on and justifying the 

content).  Compared with some of their fellow students who were able perhaps to 

describe particular filming techniques in detail and the effect that these would have on the 
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viewer, the learner proposing an idea out of their field of experience was at a distinct 

disadvantage.   

 

 

Individual Questions 
 

Note – when reading this report and in particular the commentaries for individual student 

responses, it would be useful to have a copy of the marking grid for this unit.  The marking 

grids for each question are organised into vertical columns (with each column left to right 

representing the different mark bands, lowest to highest) as well as a number of horizontal 

traits.  Each trait represents a different aspect the examiner is looking for when marking the 

response.  Trait 1 in Activity 4 is aligned to how much the student’s treatment demonstrates 

their knowledge of media production processes and techniques, whereas Trait 3 is aligned to 

how clearly the student represents their idea through the medium of the treatment.  In all 

cases, where some parts of a response lie in different mark bands (using the two traits above, a 

student might include justifications that demonstrate good media production processes (trait 1 

is in the higher mark band) but is unable to communicate their idea clearly (trait 3 is in a lower 

mark band)), a ‘best fit’ approach is applied to the overall mark for the activity.   

 

Activity 1 Rationale 

 

At the Pass Boundary, within this activity many learners at the Pass boundary would typically 

include lots of primary research about the topic that did not directly inform the development 

of their ideas in responding to the commission.  Typically, learners might survey their local peer 

group to discover that they were all from the same geographical region.  Ideas themselves 

would be poorly expressed and somewhat generic so that it was unclear how they would 

effectively target the brief.   

 

This response received 7 marks: 

 

The rationale has quite a lot of content in it that is simply reflecting the commission back at us 

(describing the findings of the research that was used to create the commission briefing 

document in the paper).  Where the student has conducted some primary research there is 

little evidence to suggest that this has informed their ideas generation.  The secondary 

research describes what they have learned about the product / service and does not link this 

with the commission. 
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Rationale

Introduction:  Self health is a UK based lobby group, that is commissioning a media campaign to raise

awareness about the challenges facing young people concerning their mental health. Self health is

interested in creating an approx. 2-minute-long promotional video for use on social media, to inform

young people on simple things they can do to better their mental health, such as communicating,

volunteering, exercising and living a healthy lifestyle.

Target Audience:  from the commission brief, we know that self health wants to target a younger

audience, including students and adolescents. In the UK, 16 million people suffer w ith a mental

illness, which is roughly one in four people. Self health wants to target young people as three

quarters of diagnosed mental health conditions begin in childhood, showing that childhood issues

are capable of passing on into adulthood. 10% of school children have a diagnosed mental illness,

meaning the possibilities of these issues carrying on into adulthood are high. These figures have a

considerable effect on our target audience, and self health wants to work to reduce those figures so

that less young people carry life on into adulthood with mental health issues.

Primary Research: In order to out more about our target audience, I carried out a survey to find out

more statistics. The first question of the survey was ‘What gender are you? ’ .  The figure that came

back from the survey was that 65% of responses where male. This figure will allow us to understand

who we need to primarily cater our promotional video for. With the male target audience being the

majority, we should attempt to tailor the promotional video to a male audience. However, we

should not ignore the female target audience, as 35% of responses still came from a female audience

which is still a large proportion. With this in mind, we should create the video with a male target

audience as the primary audience and the female target audience as the secondary audience, as we

still want to target the largest group of people possible. The next question was ‘What age are you? ’

85% of responses came back at between 15-20 years old. This question validated that the main

target audience for our promotional video was students, and this is therefore who we should tailor

our video towards. Question 3 was ‘Where are you from? ’, and 100% of responses said that they

where from the UK. This helped us find out that the figures we where using regarding mental health

in the UK where valid to our target audience. The next question was ‘Do you suffer from and mental

health conditions? ’ , 30% of response came back saying yes. This figure was similar to our figure from

the commission which stated that roughly 1 in 4 people in the UK suffer with mental illness. This

figure shows us how many people from our target audience do have mental health conditions that

they struggle with, and what proportion of our target audience would find discussed mental health

issues relatable. Question 5 was ‘Do you believe that phones and social media have a negative

impact on mental health? ’ , 60% of responses said yes. This figure will help impact our production as

it as it shows us that we could base our advert around a ‘digital detox’,  due to such a considerable

amount of our target audience believing that phones and social media can have a negative effect on

mental health. Next, we asked ‘Do you believe that mental health is underfunded in the UK? ’ , and

90% of answers believed that this figure was considerably lower than it should. Our production can

allow us to have a platform to promote an increase in funding for mental health, and we should

make it known that £8 funding per person is not enough for mental health. The next question we

asked was ‘Do you do any activities outside of school that act as distractions or relieve stress? ’ ,  and

65% of responses said yes. This shows that the majority of our target audience do activities outside

of school, but a large proportion still don’t. in our production, we should promote activities that can

act as a distraction or stress relief, as it is proven as an effective way to better mental health. Lastly,

we asked ‘What makes you continue watching an advert or promotional video? ’ , the majority (55%)
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said a strong message. This therefore means that we need to be able to have a strong message from

the off that w ill attract the viewer to continue watching the video.

Secondary research: Mental health is known as emotional, psychological and social wellbeing. Our

mental health can have effects on our thought and how we process things, our behavior and our

feelings. In the UK, 1 in 4 people suffer from mental health conditions, with roughly 75% of those

issues starting in childhood. The main/most common forms of mental health conditions are anxiety,

depression, bipolar, schizophrenia and stress, w ith majority of people suffering from more than one

condition. Stress is the biggest cause of mental health conditions in the UK, it is caused by emotional

pressure, big changes and having minimum control of a situation. In our target group, stress is

mainly caused by situations such as changing school or going to university, exam stress, new jobs

and issues with friends and families. Mental health can be improved by talking about feelings,

keeping healthy and active, eating well, drinking sensibly, keeping in touch w ith people, asking for

help and taking a break. Schools are also able to help encourage mental health improvements. They

can do this by encouraging social time, running lunchtime clubs, spreading awareness about mental

health and organizing wellness events. These findings will help impact our production as it shows us

ways in which we can promote bettering mental health, it shows us what are the main causes of

mental health conditions are amongst our target audience, as well as what the main mental health

conditions are amongst our target audience.

Understanding the Client/Commission:

The purpose of the commission:  the purpose of the Self health commission is to promote to young

people simple things they can do to better their mental health. The commission they have set is a

approx. 2-minute-long promotional video to cover this topic. Self health is aiming to target young

people, and from our primary research we have been able to specify that the majority age group of

our target audience is 15-20-year old’s (student and adolescents).

Ethos and reputation of the client:  Self health are a lobby group that has been set up to raise

awareness about mental health problems among young people. They are a nationwide group that

aims to target as many people across the country as they can. The aim of Self health’s organisation is

to raise awareness about the challenges that young people face and how young people can improve

their mental health so that they don’t progress into adulthood with mental health conditions.

Who or what are they targeting: Self health is aiming to target young people, and the commission

they have set out is aimed to be used on social media, we would also like to make be useable in

other places such as schools, so we can reach the largest target audience possible. We also have

knowledge of what attracts our target audience to continue watching a promotional video, meaning

we can better engage with the audience through our commission.

Restrictions on client: As Self health is targeting a younger audience, we need to especially take into

consideration what we can and cannot show to our audience through our product and have to be

sure to follow all the BBFC guidelines. Since we are targeting a younger audience we should refrain

from use of distressing images, violence and bad language, especially if we want our product to be

used in schools, as the product could eventually end up being catered to an even younger audience.

Will also must follow social medias policies on what we can and can’t show in terms of a

promotional video regarding their guidelines, which are similar to the BBFC guidelines. We would

also like to refrain from any issues regarding copyright, such as music or logos.

Competitors within the same industry:  ‘Mind’ is a mental health service that aims to provide advice

and support the help people suffering from mental health problems, they have 125 ‘local minds’ that
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offer supportive and reliable information to help others. Mind’s campaign and goals w ill differ from

ours and Mind is more focused on 1-to-1 advice and support, while Self health is aiming to help a

larger target audience nationwide to come together and help support each other and work together

to improve mental health amongst people in their age group.

Idea 1: The first idea for our Self health product is an informative video that w ill showcase all the

things that young people can do that will help improve mental health, the video will start off by

focusing on the main character, our main character w ill be speaking with a therapist, it w ill be a

short 15-second interaction in which you will be able to hear the main character talking to the

therapist about stress and anxiety he has felt from exams. The next scene will show the character

walking down the street in the dark and the camera will be following behind him. It w ill then cut to a

short scene of him sat w ith his friends at a bus stop. A bus w ill drive past and there will be message

on the side of the bus where there is typically an advert reading, ‘UK funding for mental health is

around £8 per person, £110 per person for dementia’. We want to continue this theme of

showcasing positive interactions amongst our characters, while having informative facts in figures in

creative places in the scene. The main information we want to share is, ‘Three quarters of mental

health conditions begin in childhood’ , ‘One in Four people in the UK suffer with a mental health

illness’ , ‘anxiety, depression, bipolar and stress are the most common mental illnesses’ and ‘mental

health can be improved by positive interactions, keeping active, eating well and drinking sensibly’ ,

along with many more figures and information. We want to scatter these in creative locations such

as sponsorship boards at a football match, posters in public and adverts at the cinema, as it w ill

allow us to showcase the information we want to share while also giving our viewers ideas on little

things they can do to better their mental health.

Idea 2: The second idea for our Self health product is to make a promotional video that is promoting

local clubs and activities for the viewers to attend. It w ill allow us to showcase all the activities and

distractions that are available to our target audience that will help better mental health. We could

do this by interviewing the leaders who run the activities to ask them how they think that their

activity can be helpful to people from our target audience and help improve their mental health and

can talk to people who have attended them and ask them how it improved their lives.

How ideas will measure against the client’s criteria:  both of the ideas fit the client’s criteria as they

both accommodate the BBFC guidelines and feature topics which are acceptable to be shown to our

target audiences age, also for both videos there will be no issues regarding copyrights. Both videos

also clearly show the aims of Self health as an organisation and how they serious they take their

aims of better mental health amongst young people.

Final idea:  For our final idea, Idea 1 is the idea that we feel would most engage our target audience

to the message of Self health. Idea 1 will allow us to be more informative and educative in terms of

raising awareness of the figures and information regarding mental health in the UK which I believe

are crucial to showcase to our target audience. Idea 1 is also more creative and shows more positive

interactions amongst the characters, and has a lot more intended fun within it, which I think our

target audience would feel a lot more engaged with as appose to listening to people speak the

whole time in idea 2. I also feel like idea 1 is the most effective as it w ill be more relatable to our

audience as a large proportion of our target audience w ill be more interested in more social based

activities with friends as appose to group activities with people they are not as familiar w ith.
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At the distinction boundary learners would be able to link the content in the commission to 

their ideas and explain their choices effectively.  In many, examples learners would choose 

appropriate secondary research and discuss how their ideas would emulate these responses 

to a similar brief.  

 

The ideas will be well thought out and detailed enough to give the reader confidence that they 

meet the commission.   

 

This response received 15 marks: 

 

This rationale is very well-written and clearly demonstrates a student who is able to make 

reasoned connections between the stimulus material, how to investigate the topic further and 

how this can inform their response to the brief.  Throughout the response the student is able 

to demonstrate coherent interpretations of the client and commission and apply these to well-

expressed ideas that would make an interesting use of the medium.   

 

All traits are in the top mark band and the rationale receives 15 marks.   
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Activity 2 – Pitch 

At the Pass boundary, learners would typically describe an idea without making it feel 

particularly plausible in terms of how the production would be made.  Some learners would 

spend too much of the pitch reiterating the commission back to the commissioner or 

describing the importance of the theme (rather than the reasons to choose their idea).   

 

Mostly learners at this boundary would have demonstrated an intention to make their pitches 

persuasive but this may be limited to some generic statements about the quality of their work 

(we always produce the highest quality games so you should have no concerns over choosing 

us).   

 

This response received 5 marks 

 

This is rather a weak pitch from a student who does not really have a clear idea about how 

they will create their game.  The pitch does not demonstrate understanding of production 

processes (trait 1 is in band 1).  The idea itself is not very well expressed at all (trait 4 in band 1).  

There is an attempt to link this to the stimulus and to persuade the reader (lifting traits 2 and 3 

to band 2).   

 

 

 
In some cases, at Distinction level the pitches will make effective use of the word limit through 

a coherent structure to the pitch. 

Learners' pitches would give the reader a clear idea of their production based on the 

commission. For example, a learner might say – the split screen effect will be lit and colour 

graded so that the version of the character who decides to adopt a healthy approach to mental 

health is portrayed in bright and vibrant colours, whereas the other side of the split screen 

would be slightly de-saturated to convey a more sombre mood. The ideas will also generally be 

justified in terms of why they are appropriate for the audience. Learners at this level also have 

made a clear and coherent attempt to sell their proposal to the client with the effective use of 

persuasive language. Ideas would be conveyed with precision explaining key features of the 

production such as the style or approach that make it distinctive from generic ideas. 

My game will be the best game when it comes to teaching about mental health, as I believe that 

many young people will enjoy playing the game, which will mean there will be good reviews and 

more people will play. This allows the game to get a further reach, teaching more and more young 

people about their mental health and how it can be improved. With this game, it might also convince 

people to donate money into research about mental health, which also allows more research to be 

done on other ways to improve it that haven’t been discovered yet. This game will feature a great 

character customisation system similar to other amazing games such as terraria, which will mean 

that the player can enjoy the game more, in turn meaning that they will play the game for longer, 

learning more about mental health. This fantastic game will also have a similar art style to Undertale, 

which is a popular RPG game also. Since this will be a popular game among young people, I felt that 

it would be better to have the player fighting enemies that are physical manifestations of mental 

illnesses. This is so that the player can tell the difference between different types of enemies that 

they will be fighting during the playthrough. It will also allow fans of the game to create fan art of 

the enemies, which can attract more people to play the game, meaning that more people will learn 

about how to improve their mental health. This will be amazing for Self-Health, as their goal is to 

raise awareness for mental health. I am excited to hear your response, and hope that you choose to 

invest in my game idea.  
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This response received 14 marks 

 

This is a strong pitch that is very well-articulated and persuasive (trait 3 in mark band 4).  It is 

clear that the student has a good understanding of the production processes that will be used 

in creating this print campaign and that they have generated an imaginative response to the 

brief (traits 1 and 4 are in the top mark band).  There are one or two omissions in terms of how 

the campaign might meet all of the requirements of the brief (will the posters be too oblique to 

be as informative as Self Health may wish them to be?) - this brings trait 2 into mark band 3 

and the overall score down to lower middle of the top mark band overall with 14 marks.    

 

 
 

Activity 3 – Proposal 

At the pass boundary learners were more likely to describe what they would produce without 

going into very much detail about how they were going to do it.   

 

Some sections of the proposal template may have generic or limited information in them 

(particularly around aspects such as legal considerations, planning and scheduling implications 

and technical consideration).  

 

In moving image proposals there would likely be a disconnect at this level between the content 

described and the techniques chosen to realise them.   

 

This response received 9 marks 

This proposal has some quite naïve ideas about how to create an engaging video for the 

audience.  The idea that there will be 10 seconds of blank screen with voice over at the start of 
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a 120 second promotional video for use on social media shows a lack of understanding of the 

medium (traits 1 and 2 are in mark band 2).  The structure of the product does seem only 

generally plausible (use of music venue and football stadium locations will be difficult to 

achieve) and the response stops at scheduling and planning (traits 3 and 4 are also in mark 

band 2).  Overall, the proposal receives 9 marks. 
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Proposal

Content overview :

Scene 1:  The first scene will be an establishing shot of the room and will start w ith our main

character speaking w ith a therapist, the screen will fade in from black for 10s, and you will be able to

overhear the characters conversation w ith the therapist, the character will be talking about his

anxiety and stress that school has caused him. This scene will last for 15s including the 10s fade in.

Scene 2:  For the next scene, it w ill cut from the last scene to a shot of behind the character, and it

will follow him from behind walking down the street, which will last 5s. It will then cut to a long shot

of our character socialising with a group of friends at a bus stop, talking and laughing for another 5s.

a bus will then drive past the bus stop and the camera w ill follow the bus, the advertisement board

on the side of the bus will have a message reading ‘UK funding for mental health is around £8 per

person, £110 per person for dementia’ , this w ill stay on screen for about 8s so it can be read by the

audience, we want to add this so we can add information that w ill raise awareness about mental

health statistics within the UK.

Scene 3:  The next scene will be an establishing shot of a stand full of fans at a football stadium (3s),

this will then zoom in further towards the character with his friends in the stand as a long shot. They

will all be talking w ith each other and laughing while watching the football game which w ill last for

5s. It w ill then cut toward the electronic sponsorship board that w ill be placed around the pitch and

here we want to place another message, this one w ill read ‘One in Four people in the UK suffer w ith

a mental health illness’, which will last for 6s.

Scene 4: The next scene will start at a music concert and will show an establishing shot of the

concert for 3s, the camera will then cut to a close up shot of the main character smiling at the

concert for another 3s. There w ill then be another cut and will show a shot from behind, of the

character dancing to the music with a group of friends (4s). This will then cut to footage of the DJ on

stage, behind the DJ on the electronic light board w ill be another message, this one w ill read ‘Three

quarters of mental health conditions begin in childhood’,  and this will last for 5s.

Scene 5:  The next scene will start in a restaurant, and will start as an establishing shot of the main

character sat w ith friends having food and drinks, this will last around 3s. The next shot w ill be quick

close ups of both the character and his friends’ happy facial expressions which will last for 4s, the

last shot in this scene w ill be a long shot of a poster on the wall in a restaurant which will read

‘anxiety, depression, bipolar and stress are the most common mental illnesses’,  which w ill last 5s.

Scene 6:  This scene will feature our main character at an indoor basketball court, training with his

team. It will start w ith an establishing shot of the team playing (3s). From here, it w ill then cut to a

close up of the main character shooting the ball, and then cut to a close up of the ball going through

the net (3s), it w ill then cut again to a long shot of him running back down to the other end of the

court while his teammates off the court are cheering/hyping him up. This will then lastly cut to a

long shot of the electronic score board behind the hoop with a message that says ‘mental health can

be improved by positive interactions, keeping active, eating well and drinking sensibly’ .
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Technical considerations:

The equipment we require for our production is equipment that is owned by Self-Health:

Camera:  The camera we want to use is the Canon EOS SL3, it is a lightweight and compact camera

that can be easily moved for the shots that we require, aswell as high-quality shooting, this camera

shoots in 4K which will give us that high-quality graphic that we w ill require for our promotional

video

Tripod:  The Oben tripod is the tripod that we have decided to use for our production. This Tripod is

lightweight which will allow us to easily move the tripod when filming or moving location, as well as

allowing us to access a range of camera angles.

Rode microphone:  The Rode microphone is a high-quality microphone that w ill allow us to capture

high quality audio for our production, including both diegetic and non-diegetic sound.

Adobe Editor: Adobe Editor is the editing software we plan to use, as it is one of the most commonly

used editing software’s when making productions such as a promotional video.

Location scout:

Location 1: For the first location, it will require a therapist’s office so that we can give the opening

scene the impression right from the get go that our character is speaking with a therapist about

topics such as exam stress, and to give the impression that our character may be an individual who

himself suffers from mental health issues, which may help make the video more relatable to our

target audience and the viewers of the video. We would the office to be big so that we are allowed

space for an establishing shot to open the scene with.

Location 2: The next location that we will need to use is football stadium. This location will allow us

to show that our character has a feel and sense of belonging as he is comfortable being around that

many people. With our main target audience being young males, football is a rather common

interest amongst this group, so adding this location would help make it relatable for a large

proportion of our target audience and may engage them more. It aswell allows us to showcase a

great distraction that is really beneficial with regards to bettering mental health.

Location 3: Another location that we will need is an area for a music concert. Again, this location will

be really useful as music and festivals/concerts is another very common interest amongst our target

audience, and the space of the location will allow the message we want to put behind the DJ set

really stand out to the viewer and engage them more. Another impact this location will have on the

production is that because of the space and size of the area it w ill allow us to take some really full

establishing shots which w ill promote to the viewer the fun you can get from a music concert.

Location 4: Another location that we feel could be useful in our production is a restaurant for scene

5. This location will allow us to give the impression that the character is having a lot of fun and

enjoying the time with the group of people he is with. By using a restaurant, it w ill let us give of the

sense that the character is relaxed and just enjoying his time.

Location 5: The last location we will need is an indoor basketball court, this location w ill be useful as

it is a bright and fun environment. Using this location and having the actions we have to plan in the

scene, it will allow us to showcase the feeling of belonging when in a team. Which will promote to
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our viewers and the target audience to trying or take up group activities so that they can have that

feel of belonging.

Risk assessment:

Slipping:

Likelihood of risk:  Low

Severity of risk:  Low

Measures to prevent risk from occurring:  In order to prevent this risk from occurring, we should

make sure that the floors of the facilities/areas we are working at are all safe to use and that the

floor is dry which will reduce the chances of the risk happening

Falling:

Likelihood of risk:  Low

Severity of risk:  Medium

Measures to prevent risk from happening:  Again, the safest measure would be for us to have a

thorough check of the facilities to make sure they are safe, and if there are any damages to the

facilities or high-risk parts of the facility, making sure to either report is straight away, or using a

safer part of the facility.

Actors not turning up for filming:

Likelihood of risk:  Low

Severity of risk:  Low

Measures to prevent risk from happening: Having a simple and easy to understand shooting

schedule, so that actors know where they need to be and when they need to be there. As well,

having the contact information of our actors incase they mistake the shooting schedule and don’t

turn up in time for any filming.

Electric faults:

Likelihood of risk:  Low

Severity of risk:  Low/medium

Measures to prevent risk from happening: Making sure the premises are safe to film on and there

are no hazards within the setup, such as loose w ires or faulty equipment.
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With distinction boundary proposals, learners will have covered all sections more evenly than 

weaker candidates.  

 

Learners will have selected specific techniques and approaches will be conveyed with detail 

and these will be informed by the commission requirements. 

 

When completing the scheduling section there will be a realistic timetable that belies an 

understanding of the production processes. There are likely to be pertinent examples of where 

the producer would need to consider legal and ethical issues. 

 

This response received 20 marks 

This is an excellent proposal that is written in an authoritative and well-reasoned manner.  

When faced with a response like this, it can be worth asking what else would we expect to be in 

the proposal.  This proposal blends a good idea, that has been developed with a clear 

understanding of the processes that would be needed to make it and how these deliberately 

chosen techniques and content choices would have upon the audience.   

 

All traits are fully in the top mark band and this response receives the maximum 20 marks.   

 

Legal considerations:  There are numerous legal considerations we must take into account for our

production. Firstly, the use of copyrighted materials such as logos and music. We can prevent this by

simply using unbranded clothes with no logos which w ill avoid any risk at all, or ask any clothing

brands for consent regarding showing their logo in our production. For the music of our production,

we can contact the label to allow us to use their music w ithin our production, or simply use a

uncopyrighted song for our production. We would prefer to use a more popular song so that

engages our audience better, which is therefore most likely going to require copyright clearance.

Schedule and planning:
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Activity 4 – Treatment  

At Pass boundary, the realisation of the idea at this level would also be somewhat unclear and 

lacking in detail (we then see the character being happy after exercising).  Print responses 

would perhaps not include designs that were appropriate for the target audience or client 

(using multiple varied fonts and layout designs without justification, for example).   

 

Learners at the lower level would perhaps not fully use the template, leaving some cells or 

entire pages blank.  Justification sheets may be used, however the justifications at this level are 

likely to be mostly descriptive.    

 

This response received 9 marks: 

In this response, the learner has opted to show us the menu screens rather than the game 

screens themselves.  This leads to an idea that is not very well explained within this document.  

What is expressed is clear (trait 3 in band 3) but there is a lack of clarity about whether this 

game would be engaging for the audience or how it would be made (traits 1 and 2 in band 2).   
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I moved on to create the food selection menu.  This enabled the player to choose between saving 

money, or getting a bonus on their ability to play.  This mirrored the concept of saving money, or 

buying something which the character would actually enjoy, which more often than not, was actually 

impossible to buy.  This is also the feature that brought in the statistic related to money, which could 

be included in the origins page, in order to clarify the reason why so little was actually supplied to 

the player, to buy things with. 
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The character that the player will play as is a nameless, and featureless black figure with a fuzzy 

white outline and white eyes.  The reason they are featureless, and pitch black similar to a shadow, 

is because they can effectively represent anyone, which will allow the player to more easily fit 

themselves into the shoes of the character they play the role of.  As a role-played Game, (RPG), the 

player does need to play the role of a character who is not necessarily themselves. 

This dark theme will be befitting of the theme mentioned in the proposal for the game, and the 

combination of black and white properties will avoid the potential moral implication of the game 

being viewed as racist in any way, while also defining the character’s presence and making sure they 

can be distinguished in a black or white room. 

The dark theme in the visual assets, will have a darker, more ominous style.  This is to create a 

foreboding atmosphere to the environment and overall gameplay, which will serve to make a subtle 

nod towards the dark nature of Covid-19 as a deadly virus, and also provide a certain context for the 

situation for the character.  The lockdown causes instability in the lives of young people, both 

socially and financially, and the isolation can make living alone like the player character, very dreary 

and can tap into that experience most everyone has had, where an empty home in the dark can 

come across as very ominous. Lockdown is not a happy or pleasant experience, so it wouldn’t make 

sense to have a bright and pleasant style, which will only confuse the player, detracting from the 

game’s overall immersion. 
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At Distinction, the treatment will include detailed justifications that makes clear links to the 

requirements of the commission. There will be a consideration of the target audience and why 

the styles used would be effective at communicating the necessary message to them. Overall, 

styles and techniques will be used purposefully with an intent to meet the needs of the brief. 

 

With the treatment the distinction boundary work does not necessarily need to demonstrate 

high levels of technical skill although the intention of the proposal has to be clear. Storyboards 

should include clear references to timing, audio and shot transitions. The sample text for print 

commissions should be written in an engaging style that meets the targeted audience for this 

commission. 

 

This response received 16 Marks 

The treatment has some very strong elements (in particular the use of specific camera 

techniques that are used deliberately to create a particular impact with the audience) which 

are present on this storyboard (both in the illustrations and in the accompanying notes).  Traits 

1 and 2 are both in mark band 4.  This storyboard could have been expressed more clearly and 

coherently (trait 3 moves into mark band 3).  This last weaker element pulls the overall score 

down to the bottom of the top mark band with 16 marks.   
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Summary 
 

Based on responses seen in this session, centres and learners are offered the following advice: 

 

 

• Practice creating proposals, pitches and treatments under time constraints to 

prepare for having to this in the examination.   

• Do not undertake proposals for commissions that they have limited production 

experience in (e.g. a student with little games development experience electing to 

develop a game for this Commission) 

• Communicate clearly, using precise terms and technical language throughout. 

• Ensure an appropriate amount of time is given to each task (based on the marks 

available for each activity and guidelines in the question paper) 

• Explain both what they are proposing to make as well as how they are going to 

achieve this using precise technical language 

• Constantly refer back to the client commission to ensure that the ideas meet the 

requirements of the target audience and the client.  

• Deliberately make stylistic decisions about a product and then justify why these 

would be effective in meeting the commission. 
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