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Edexcel and BTEC Qualifications  
 
Edexcel and BTEC qualifications come from Pearson, the world’s leading learning 
company. We provide a wide range of qualifications including academic, vocational, 
occupational and specific programmes for employers. For further information visit our 
qualifications websites at https://qualifications.pearson.com/en/home.html for our 
BTEC qualifications.  
 
Alternatively, you can get in touch with us using the details on our contact us page at 
https://qualifications.pearson.com/en/contact-us.html.  
 
If you have any subject specific questions about this specification that require the 
help of a subject specialist, you can speak directly to the subject team at Pearson. 
Their contact details can be found on the individual qualification page: 
https://qualifications.pearson.com/en/qualifications/btec-technicals.html.  
 
You can also use our online ‘Ask the Expert’ service. You will need an Edexcel 
username and password to access this service.  
 
Pearson: helping people progress, everywhere  
 
Our aim is to help everyone progress in their lives through education. We believe in 
every kind of learning, for all kinds of people, wherever they are in the world. We’ve 
been involved in education for over 150 years, and by working across 70 countries, 
in 100 languages, we have built an international reputation for our commitment to 
high standards and raising achievement through innovation in education. Find out 
more about how we can help you and your learners at: www.pearson.com/uk. 
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Grade Boundaries  

What is a grade boundary?  
A grade boundary is where we set the level of achievement required to obtain a 
certain grade for the externally assessed unit. We set grade boundaries for each 
grade at pass, merit and distinction.  
 
Setting grade boundaries  
When we set grade boundaries, we look at the performance of every learner who 
took the external assessment. When we can see the full picture of performance, our 
experts are then able to decide where best to place the grade boundaries – this 
means that they decide what the lowest possible mark is for a particular grade.  
 
When our experts set the grade boundaries, they make sure that learners receive 
grades which reflect their ability. Awarding grade boundaries is conducted to ensure 
learners achieve the grade they deserve to achieve, irrespective of variation in the 
external assessment.  
 
Variations in external assessments  
Each external assessment we set asks different questions and may assess different 
parts of the unit content outlined in the specification. It would be unfair to learners if 
we set the same grade boundaries for each assessment, because then it would not 
take accessibility into account.  
 
Grade boundaries for this, and all other papers, are on the website via this link: 
https://qualifications.pearson.com/en/support/support-topics/results-
certification/grade-boundaries.html  
 
Unit 5/6: Digital Production Project 
 

 Level 2 

Grade Unclassified Pass Merit Distinction 

Boundary Mark 0 27 41 56 
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Introduction 

This was the first series of these qualifications being released for first teaching in 
September 2017. The 3 pathways share one externally assessed unit and this is the 
first series this unit has been assessed. It was clear from the materials received for 
assessment that centres had undertaken careful preparation for the first external 
assessment of this unit. 
 
The question paper followed the format identified in the sample assessment 
materials. The paper was split into four questions. Each question required learners to 
demonstrate knowledge and understanding of a range of specification topics and 
apply this knowledge to the scenario. Each question is weighted in accordance to the 
specification design.  
 
Each of the questions were marked using a ‘levels based’ approach to assessment 
where the overall quality of the response was considered rather than the specific 
points made from the indicative content, although this obviously had a bearing on the 
quality of the response. More detail can be found below in the individual question 
section of the report. 
 
The guidance to centres and learners clearly states the following: 
 
Each learner will need to submit two folders on completion of the supervised 
assessment period. 
 

 A digital folder documenting research and development of ideas. This must 
include up to 20 pages of annotated visual content saved as a PDF. They can 
also include up to 3 minutes of audio and/or 3 minutes of video. 

 A final media product presented in a format appropriate to the sector 
 

This guidance had not been followed in many cases and some submissions 
contained large numbers of different folders with documents of varying lengths. The 
purpose of these instructions is to ensure a parity of submission across all 
candidates and ensure there is no unfair advantage offered to learners submitting 
more evidence than that stated. Centres must ensure that outcomes for submission 
meet the requirements of the awarding body. 
 

 

 

 

 

 

 

 

 



Overall performance of the unit 

This report has been written to help you understand how learners have performed 
overall in the exam. In addition to this, there is a brief analysis of learner responses 
for each question. You will also find examples of learner responses for each 
question. These should help to provide additional guidance. 
 
For task 1 the use of templates often restricted candidates, as it restricted autonomy 
and candidates worked only within the parameters of the boxes/sections provided 
and responded only to the prompts given. It is important for this task that learners 
work independently and produce work under their own volition and of their own 
devising. Whilst it is accepted that centres want to assist learners as much as 
possible, this is still an external assessment and all work produced should be the 
learners’ own. In future series the use of templates, especially those with a high level 
of tutor generated prompts, will not be accepted for this task. 
 
In task 2 the use of templates or proformas had the opposite effect on learner 
attainment. Where learners were provided with good quality templates containing the 
correct characteristics of a proposal, they were able to attain the higher grades. It is 
important that learners practice completing proposals as part of the teaching and 
learning for this unit and that a structured approach is taken to producing these in 
line with the requirements of the specifications. Whilst learners need not be provided 
with a template as such, they should have a clear understanding of the main 
headings they should be using within their proposals.  
 
Task 3 requires learners to evidence their planning and there is an expectation that 
certain forms and conventions are followed within each medium. It is important that 
learners are able to evidence their planning and pre-production processes. If there 
are actors speaking within an audio product then they should be working from a 
script - a digital game would have evidence of platform and character design as well 
as working on gathering and manipulating assets. When planning a digital publishing 
product, mood boards, thumbnails, draft designs and layouts would be expected. 
 
For task 4 there were some encouragingly creative approaches taken by many 
learners this series and some outcomes would clearly be engaging to the target 
audience. It is important that learners remain mindful of the client and the 
requirements of the brief. Learners were required to create a product for ‘Skillup’ and 
to reference the company within their production; some learners failed to do this and 
instead advertised local/centre-based apprenticeship programmes. 
 
 
 
 
 
 
 
 
 



Individual questions 

The following section considers each question on the paper, providing examples of 
common learner responses and a brief commentary of why the responses gained the 
marks they did. This section should be used in conjunction with the live external 
assessment and corresponding mark scheme.  
 
Task 1 
 
For this task learners carried out research in at least one form (mostly secondary) 
and recorded their findings in different formats such as annotated images and 
internet research. Those learners that did undertake primary research used tally 
charts and pie charts to record their findings. Learners that were awarded in the top 
mark band also summarised their findings and referenced how it would prove useful 
to them in the planning and creation of their product. Sometimes, learners were 
hampered by teachers/assessors providing templates for them to use. These proved 
restrictive, and in some cases, learners only provided bullet pointed responses to 
questions/prompts provided by teachers. This unfortunately restricted learners to the 
lower mark bands. 
 
The learner below has decided to produce a digital game that can be played at the 
‘Skillup’ stand. The learner has conducted extensive research into their target 
audience and the most suitable game platforms to use. They have conducted 
primary and secondary research. 
 
10 marks were awarded for this response. 
 
 



 
 
 
 



 
 
 
 
 



 
 



 
 



 



 
 



 
 
 



 
 



 



 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Task 2 
 
It was often the case that traits 2 and 4 of the mark scheme were not fully and 
effectively covered for this task because learners had not been instructed as to the 
correct construction of a proposal. Learners that made use of a suitable template or 
had built their own, meeting the requirements of the task such as outlining their 
ideas, conveying the content and style of their proposed idea, technical aspects of 
the proposal and ability to engage the intended audience, whilst meeting the client’s 
requirements, were able to attain marks across all traits. 
 
10 marks were awarded for the following learner response. 
 
 

Proposal 

 

Production description: summing up my game in a brief description, I aim to produce a obstacle 

course game where the character has to overcome different obstacles and at some stages round 

the course he will asked question based on his future and what he wants to achieve. My game is 

called perfect platformers and it is an action genre aimed at the 16 to 19 ages to; this is to 

engage them into testing their problem solving and patience skills. Regarding to the platform and 

the player type perfect platformers is a single player game which will be played on PC. Finally, 

to play this game you will be using the arrow keys on your keyboard to move the character 

through the obstacles and to select your answer given the question provided. 

 
Target audience/user: my game has a target audience of ages between sixteen too nineteen years 

and my game will be in English due to my boss skill-up who are based in England. Another 

reason I am developing this game is that I believe there is a really big gap in the market for a 

game that appeals to both male and female and I think an engaging obstacle course game is a 

great way to test teen’s future developing skills such as time management and problem solving. 

With there being a lot of uncertainty in the younger generation I believe in helping both male and 

female teen’s research apprenticeships is the most appealing way to interact with them. 

 

Rationale: the main reason for this particular game is to send a certain message out to 
teenagers that your future should be a subject you want to speak about and be excited not to be 
uncertain or nervous. I want my game to give students confidence in their own ability to search 
for different opportunities such as apprenticeships, college and university moreover to go out 
and to explore the world until they find what they are looking for. During development of this 
game I had to make crucial decisions regarding gender, game type and the best decision that will 
be best for business but after a lot of hard thinking the climax for the ultimate decision was that 
the game was a unisex game that is fun and interactive for students, overall to attract them to 
come forth about their future and aspirations. Using my game research, I was able to decide 
crucial features such as interactions, game genre and platform for the game. This helped due the 
fact that it gave me an outlook on the current game market and made me realise that there is a 
certain calling for a game regarding valuable skills that teen’s need for future. My research 
showed me that younger teens from the ages of 16-19are getting more intelligent therefore a 
slightly more complex game testing different skills will be more suitable to them rather than an 
action violent game that is popular in the market today. The game ‘refuge’ is game developed by 
scratch and a game that I reviewed played and enjoyed, so as a sixth form student myself I 
believe a pitch for a game like this is the best way forward to target the audience of ages 16-19 
because the game is fun and addictive yet sensible, but most importantly the game tests 



important skills you need for the future such as time management and problem solving. So, my 
view is that my game perfect platformers can teach students these skills and make them enjoy a 
game where they can learn from and have fun rather than an action violent game which can be 
potentially dangerous because it can make young people make bad decisions. with my idea and I 
believe that this is perfect game to fulfil the requirements asked by skill-up. 
 
Legal and ethical: adding to copyright requirements I ensured that I meet the demands by 
making the game my own and re editing it so the game is different to the original I choose to 
develop which was called perfect platformers. There are no legal age restrictions regarding my 
game other than that I’d say you need to be ages 16 plus in order to understand this game and 
know what’s going on. 
 
 
Task 3 
 
Where learners successfully provide suitable planning and pre-production 
documentation, there was every opportunity to achieve marks across the higher 
mark bands, especially if centres are providing appropriate pre-production 
documentation for learners to complete. For example, for moving image production, 
a script, storyboard, location recce and health and safely documents would be a 
minimum requirement; call sheets, talent release forms, production plans and 
schedules would also be suitable evidence.  
 
The learner below has planned the development of their game and showed the 
sourcing and creations of their assets for use within the game. There is also a 
storyboard, games level and construction planning and evaluation.  
 
22 marks were awarded for this response. 
 
 
Development of work 
 
The equipment we would be using is a mac (desktop) 
The program we will be using is construct 3 which is a 2d games development 
program. As well as vectr, which would help us and blender for our 
character/asset creation software. For audio we could use logic, to record 
vocal sounds and create our own sound effects. I have a basic understanding 
of construct and have minor skills in blender. Which will assist me in making 
my game. 
 
 
 
 
 
 
 
 
 
 
 



 
 
Mind Maps/Assets/Storyboard/Ideas 
 

 
 
 



 
 
 
 



 
 



 
 
 

 
 



Assets 
 
 

 
 
Platform Pixel art                                        Main Character 
 
 
 
 

 
 
Collectable                                Another platform example 
 
 
 
 
 
 
 
 
 



Games ideas/Fails (Written work) 
 
I have rejected the VR idea on the bases its implausible. Although it is the 
most 
interesting and better idea, We do not have the correct technology, nor do i 
have time or skills to attempt something of this scale. 
 
Another idea i have rejected is the quiz game. Although it is the most basic 
and will certainly be complete by the time period, I personally don’t think that it 
is an interesting idea enough to draw in people's attention in like the brief said. 
It would also lack movement which means it wouldn't catch peoples eyes, like 
a platformer or Clicker game. 
 
My game concept is a multi-level platformer. Where you start off as a one of 
three 
people a Mechanic, Builder or Plumber with unique level designs relevant to 
your 
character. As all three characters you must navigate a level, until you collect 
all five 
tokens, which will be based on a Spanner, Brick or Plunger for each 
occupation and 
when items are collect the phrase ‘SKILL UP’ will be played. Once you have 
achieved this goal you should open a portal in order to jump through and start 
the next level. 
 
This is relevant towards the brief because i have incorporated more than one 
apprenticeship which should appeal to multiple audience. Hopefully the 
various colour changes and sounds should attract people's attention. I have 
also incorporated the words skill up. 
 
The rules of the game would be, The player must collect all collectibles in the 
level, once the task has been the complete the exit will become available and 
the player can proceed to the next level. If the player falls and hits the ground 
before the task has been completed , they will fall and a menu will appear the 
player then has the option to either ‘Restart Level’ or ‘Exit Game’. The player 
can then choose what to do. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Task 4 
 
This is a production-based outcome that focusses on technical and creative 
competence. As learners were marked on a number traits in this task, they could 
potentially perform well in either the technical or creative outcomes and gain a 
reasonably high grade. A well answered response would include a balance of both 
technical and creative competences being shown within the final product. 
 
Due to safeguarding, it is not possible to provide examples of learner work in which 
learners’ faces or voices are clearly identifiable, therefore the following game has 
been selected as an exemplar for this report. 
 
The learner produced an imaginative and exciting game that could be played by all 
visitors at the stand and would be engaging to the target audience. ‘Skillup’ has been 
mentioned within the game and the learner has chosen two different areas of 
apprenticeships on which to focus the game.  
 
Below are screenshots from the start, different levels, and the end of the game. 
 
22 marks were awarded for this response. 
 
 
 
 

 
 



 
 
 

 
 
 



 
 
 

 
 
 
 
 
 
 
 



 
 
 

 
 
 
 
 
 
 
 
 
 
 
 



Summary 

Based on their performance on this paper, learners should:  
 

 Undertake both primary and secondary research as required by the 
specification and task 

 Use appropriate technical language throughout their responses 

 Use appropriate conventions when producing proposals 

 Use the number of marks available per task to guide them as to how much 
time and consideration should be given to the task  

 Make appropriate use of pre-production and planning paperwork in line with 
the convention of the medium in which they are working 

 Balance technical and creative skills in the production of final products 

 All work for tasks 1-3 should be submitted in one single 20-page pdf 
 


