[image: Education and Training Foundation Logo]


SUPPORTING THE DEVELOPMENT OF CONTEXTUALISED CORE SKILL – REFLECTIVE PRACTICE
ET-FOUNDATION.CO.UK
T LEVEL IN MEDIA, BROADCAST AND PRODUCTION 

INTRODUCTION
Reflective practice is a fundamental skill that is central to the creative design process.  Reflective practice as a skill supports learners to critically examining their own past experiences and actions to enable them to consider alternative approaches that can be used to ensure their ideas will be successful.  Where reflective practice is used to focus on decisions made and the thought processes involved in problem-solving, learners can develop higher order thinking skills, applying their learning of theories and concepts to propose increasingly enterprising and innovative approaches.
Reflective practice is one of the Core Skills in the T Level in Media, broadcast and production, confirming the importance of developing the skill for those aspiring to gain employment in the sector.  This resource proposes one approach that can be taken to develop the Core Skill of Reflective practice.
This resource has three sections:
Framework for Learning
The Framework for Learning (FfL) covers 20 hours of learning.  There is a narrative that explains the sequencing and scaffolding that is planned for the 20 hours.  There is also a diagram.
Lesson plans
There is a lesson plan for each stage in the sequencing and scaffolding of learning in the FfL. Lesson plans include details of the support materials that are required to support delivery, including those found in this resource.
Support materials
The support materials identified in the lesson plans are also available towards the end of this document.
NOTE:
There is a separate slide deck that can be used with the lessons.


SECTION 1: FRAMEWORK FOR LEARNING
[bookmark: _Hlk201388584]This Framework for Learning (FfL) is based around the Occupational Specialism (OS) of Content creation and production, which sits in the T Level in Media, broadcast and production. It integrates Core Skill 6 (Reflective practice) of the T Level with elements of Performance Outcome 1 (generate ideas for content development for different platforms) from the OS and covers 20 hours of learning.
The FfL is designed to support the learning of reflective practice through the creative process. It is sequenced to guide learners through a comprehensive process of content creation (from the early stages of a project’s conception to its final pitch and evaluation) while learning and practising the skills of self-reflection. Each lesson, therefore, contains a group guided self-reflection activity, which helps learners to individually self-reflect using a logbook, thereby also keeping a running record of their thought processes and decisions regarding the content creation project. In addition to this, learners are asked to self-reflect upon their developing knowledge and skills by conducting a skills audit at specific intervals throughout the FfL. 
By the end of the project, therefore, learners will be equipped with the tools, knowledge and confidence to successfully execute and present a well-researched, well-planned and compelling project.
The following explanation references the FfL across the 10 scaffolded lessons.
Lesson 1: Introduction to the project brief and the importance of self-reflection to the creative process
The journey begins with an exploration of a creative project brief and the importance of self-reflection throughout every stage of executing the brief. Gibbs’ reflective cycle model of reflection is introduced and applied during this lesson. This will set the foundation for future learning in terms of both the targeted content from the Occupational Specialism and the Core Skill of self-reflection. 
This lesson introduces key concepts such as audience, purpose, genre and style, and it introduces the use of reflective practice to support the processes involved in a creative project. Learners will, therefore, develop an awareness of their own creative preferences and processes (including potential areas for improvement). This, in turn, will set the stage for the development of a clear vision for the project.
Lesson 2: Qualitative and quantitative research
Building on the foundational knowledge, this lesson introduces two essential research methodologies: qualitative and quantitative research. Learners engage with a case study and use various research tools and techniques to gather data that will inform their creative processes and planning to meet the project brief. The emphasis is on understanding the different ways research can provide insights into the project and on how to apply these findings. 
This lesson also introduces learners to Kolb’s cycle of reflection and asks them to apply it to the creative processes they have used so far in working towards meeting the requirements of the project brief.
Lesson 3: Gathering sources for content creation and production
In this lesson, learners begin to develop their initial ideas for an advert into a rough plan for a storyboard. They research and gather sources for content creation, evaluating what is important and what can be discarded.
Learners are asked to use Kolb’s cycle of reflection once again to reflect upon the creative processes they have used during the lesson.
Lessons 4 and 5: Storyboard creation and refinement
With the research completed and content gathered, learners begin putting their ideas into visual form. Storyboarding plays a critical role in mapping out the structure and flow of the learners’ projects. Learners are encouraged to create initial storyboards showcasing their vision. Peer assessment is incorporated into this lesson, allowing learners to provide constructive feedback to one another, fostering a collaborative and reflective approach to development and the creative process.
Lesson 6: The benefits of various media platforms and formats
Different formats serve different purposes in content creation, and this lesson delves into the unique characteristics of various media types, such as video, blog posts, social media posts and more. Learners critically evaluate the strengths and weaknesses of each format and consider which would be most effective for their specific project. The lesson also includes self-reflection and evaluation to help learners assess their own preferences and abilities in working with different formats.
Lesson 7: Writing a good proposal document
Effective communication is key to any creative project. In this lesson, learners learn the essential elements of crafting a strong proposal, one that clearly outlines objectives, strategies and expected outcomes. Additionally, they are introduced to the art of making a compelling pitch, learning how to present their ideas confidently and persuasively to an audience.
Lesson 8: Preparing for the pitch
Building on the previous lesson, learners refine their proposal-writing skills. They are expected to create well-structured proposals while considering their audience’s needs. The lesson also includes peer evaluation, where learners review and provide feedback on one another’s proposals. This peer interaction helps fine-tune ideas and develops critical thinking and reflective skills while preparing them for the real-world demands of presenting ideas to others.
Lesson 9: Final preparation for company pitch and written proposal meeting the project brief
As the Framework for Learning nears its conclusion, learners focus on finalising their proposals and making any necessary adjustments to their project plans based on peer feedback and the reflective practices undertaken. They revisit their storyboards and refine them, ensuring that the visual and written elements of the project align with the proposal. Preparation for the final pitch is emphasised, helping learners consolidate everything they have learnt thus far into a cohesive presentation. 
Lesson 10: Present proposal and pitch – self-reflection and action planning
[bookmark: _Hlk201917557]In the final lesson, learners present their proposals and pitches to the group, simulating a real-world professional environment. This opportunity to showcase their work and receive feedback from peers and instructors serves as a capstone experience. Following the presentations, learners engage in self-reflection, reflecting on their strengths and areas for improvement. Finally, they create an action plan to guide their future development, ensuring that the learning experience extends beyond the Framework for Learning itself.
AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
[image: A diagram of the Framework for Learning.  Each lesson is referred to with referenece also to higher order skills and where these fit into the overall programme.]

AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
SECTION 2: LESSON PLANS
This section includes 10 lesson plans. The lesson plans follow the Framework for Learning. The lesson plans include the:
· lesson title
· targeted specification content coverage
· lesson number in the sequence
· total amount of time required to deliver the lesson
· teacher and learner activities to be undertaken throughout the lesson
· resources needed to deliver the lesson (see Note below)
· details of how the lesson supports the development of English, maths and digital skills (where appropriate)
· details of how the lesson can be adapted for learners with specific needs
· next steps in learning such as homework activities and links to the next lesson.
Note:
There is an assumption that the learning environment will include the following:
· whiteboard, smartboard or similar
· materials to take notes, e.g. pens, paper, audio recorder, digital device and software
· equipment to present a slide deck and video, e.g. projector, smartboard
· digital devices (e.g. laptop, tablet) for all learners
· internet access
· learner access to word-processing, spreadsheet and presentation software.


AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
Lesson 1
	Title: Introduction to the project brief and the importance of self-reflection to the creative process
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS1.1 Generate original ideas and concepts to support content development.
· CPK1.1 The process and consideration factors for content development for a range of platforms.
Lesson sequence number: 1
Timing: 2 hours

	Prior learning: No specific requirements. .

	Timing
	Teacher activity
	Learner activity 
	Support materials

	15 minutes
	Ask the question: What is reflective practice? Use slides to introduce and confirm a definition for reflective practice. 
	Listen to the introduction. Ask appropriate questions. Respond to any questions posed by the teacher. Make notes and confirm your own definition of reflective practice.
	PowerPoint slides
Starter learner skills audit tool
Ooober everything project brief
Ooober everything logo
JD Productions logo
Company mission statement for Ooober everything
Product technical specification for Ooober everything
Additional information for accessibility and inclusivity with Ooober everything
Flipchart paper and pens
Logbook template.
Lesson 1 learner skills audit tool.

	
	Give details of Starter activity.
	Complete the Starter learner skills audit tool.  
	

	5 minutes
	Use the slide deck to introduce and question the reasons why self-reflection is so important to the creative processes and content creation in media, broadcasting and production. 
	Listen to the discussion. Ask appropriate questions. Respond to any questions posed by the teacher. Make notes.
	

	5 minutes
	Set a brief task to list the benefits of reflective practice in the creative media sector. Facilitate and sum up learners’ discussion of the benefits. 
	List benefits of reflective practice in the creative media sector. Respond to questions and make notes.
	

	10 minutes
	Hand out the Ooober everything project brief, Ooober everything logo and JD Productions logo to learners. Explain the project brief, its interpretation and expectations. Use slides to pose questions about genre, style, target audience and purpose. Respond to initial questions.
	Listen to the explanation. Ask questions. Respond to questions.

	

	20 minutes
	Hand out the Company mission statement. Ask learners to work in groups to read through and highlight the information they feel is key to them meeting the brief. Support learners with their reading of the document.
	In groups, work to annotate your individual copy of the Company mission statement for Ooober everything handout. 
	

	
	Go through the Company mission statement, asking learners to contribute what they think is key information for understanding the company. Enforce the importance of understanding the client and their product. Use questioning to check learners’ understanding. Correct any misconceptions.
	Respond to questions and offer suggestions.
	

	15 minutes
	Explain what a product technical specification is and its purposes.
	Listen and ask questions.
	

	
	Ask learners what they would expect to see in a product technical specification for Ooober everything. Prompt using questions from the slides.
	Listen and answer questions targeted questions from the slides.
	

	
	Hand out the Product technical specification for Ooober everything, point out key sections and take questions.
	Listen and ask questions.
	

	5 minutes
	Explain that there is a third document referenced in the brief called Additional information for accessibility and inclusivity with Ooober everything. Hand out copies of this document. Explain that you will not be going through this with them; for homework, they should use the same annotation skills they have used on the previous two documents to highlight key information and consider what is relevant to their project brief.
	Listen and ask questions to clarify the homework task.
	

	25 mins
	Allocate groups (of three to four learners) to work on the project brief. (These will be the groups they stay in across the project.)
	Move to allocated groups as instructed.
	

	
	Move learners into their groups and hand out flipchart paper and pens. Ask learners to begin discussing their initial thoughts and ideas around the brief and producing a mind map, spider diagram or similar. Instruct them to keep these for later lessons.
	In groups, begin discussing the project brief and producing a map, spider diagram or similar of ideas and thoughts.
	

	5 minutes
	Use the slide deck to lead a reflective discussion, based on Gibbs’ model, about the knowledge and creative processes they have used throughout this lesson.
	Listen, respond to questioning and contribute to the whole-class discussion.

	

	10 minutes
	Give learners the Logbook template and use the slides to explain how they will be used and their purpose. Use a whiteboard to model an example of how the Logbook template might be completed for today’s lesson. (Learners can be given the option to complete a paper-based or digital Logbook template, so either could be modelled here.)
	Complete the Logbook template for this lesson and stage of the project. (If incomplete, finish off for homework.)
	

	5 minutes
	Introduce the learners to the Lesson 1 learner skills audit tool. Hand out copies. Explain how the red, amber, green (RAG) system works. Explain that, so far, they may only have touched upon some of these areas so may not RAG rate themselves very highly. Explain that, in future lessons, they will be given opportunities to learn more about these areas and to return to the learner skills audit tool to update their audit and consider learning and distance travelled. Explain that they will need to complete the first section of this for homework and draw the lesson to a close.
	Listen to the explanation and look at the self-reflection and Lesson 1 learner skills audit tool. Ask questions.
	

	Other: 
English: Support learners to read information and identify key points when looking at the Company mission statement and the Product technical specification. Use questioning to check learners’ understanding and the accuracy of their reading. Correct any misconceptions. Support learners to write to describe and reflect in their Logbook templates by teacher modelling.
Digital: The mind-mapping or spider-planning activity around the project brief could be completed digitally using appropriate software.

	Adaptation: 
SEND: Learners with reading needs may require targeted in-lesson support to access the reading activities where they look at the project brief and related documents. Dyslexic learners may need these materials produced in a different font or on paper with a particular background colour. They may also need to use AI reading tools so that they can listen to the homework material.

	Next steps in learning:
Homework: Learners use annotation skills to highlight key information and consider what is relevant to their project brief from the Additional information for accessibility and inclusivity with Ooober everything handout. Learners complete the Lesson 1 learner skills audit tool and their Logbooks (if not already completed during the lesson).
Lesson 2: Qualitative and quantitative research. 




Lesson 2
	Title: Qualitative and quantitative research 
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPK 1.1, 1.2, 1.3
· CPS 1.2.
Lesson sequence number: 2
Timing: 2 hours

	Prior learning: Lesson 1.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	10 minutes
	Review the learning from last lesson and details of the project brief. Ask learners for the key information they identified in the homework task on the Additional information for accessibility and inclusivity with Ooober everything handout.  
	Listen and contribute to the discussion.
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Impact of social media case study
Kolb’s learning/reflective cycle handout
Flipchart and pens
Lesson 2 learner skills audit tool
Logbook template (from lesson 1)

	10 minutes
	Give a summary of the lesson and introduce research methods. Explain in brief the importance of research in different fields (e.g. social sciences, education, healthcare and marketing).
	Listen to introductions. Ask appropriate questions. Respond to any questions posed by the teacher. 
	

	
	Introduce the two main types or research: quantitative and qualitative.
	Listen, take notes and ask clarification questions.
	

	
	Display definitions on board or slides.
	Makes notes of definitions.
	

	50 minutes
	Hand out the Impact of social media case study to learners and go through the questions on the slides. Take any initial questions.
	Listen and ask questions.
	

	
	Ask learners to get into their groups (arranged last lesson) and begin analysing the case study by using the questions on the slide.
	In groups, read through the case study, research and data. Write answers to the questions on paper.
	

	10 minutes
	Draw out key learning from the case study activity and use questioning to ensure learners understand the difference between quantitative and qualitative data. Example: Data type (numerical vs descriptive)
Analysis method (statistical vs thematic)
Purpose (measuring vs understanding).
	Contribute ideas from the group work or shared experiences to the class discussion.
	

	
	Conclude with supporting comments.
	Makes notes.
	

	10 minutes
	Use the slides to explain Kolb’s model of self-reflection.
	Listen and ask questions.
	

	10 minutes
	Distribute the Lesson 2 learner skills audit tool. Discuss some of the key knowledge they have been working on today and explain what they will need to think about when they complete the Lesson 2 learner skills audit tool in a moment.
	Listen, ask questions and contribute to the discussion.
	

	
	Circulate among learners and support their completion of the audit tool. Check learners understand and they completed the audit homework from lesson 1.
	Individually, complete the Lesson 2 learner skills audit tool.
	

	15 minutes
	Ask learners to use their reflections and think about any refinements they want to make to their plans for meeting the Ooober everything project brief.
	Work in groups to refine and develop thinking around how to meet the brief.
	

	5 minutes
	Ask learners to complete their Logbook template for today and update it with their most current thinking about their project.
	Complete the Logbook template entry for today’s lesson (finish for homework if not completed now).
	

	Adaptation: 
SEND: Learners can use assistive technologies to read the websites for information during the research activity.

	Next steps in learning:
Homework: Complete Logbook template for today’s lesson and Skills audit part 2.
Lesson 3: Gathering sources for content creation and production.





Lesson 3
	Title: Gathering sources for content creation and production
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.2 
· CPK 1.2, 1.4.
Lesson sequence number: 3
Timing: 2 hours

	Prior learning: Lessons 1 and 2.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	5 minutes
	Review the learning from last lesson and details of the project brief. 
	Listen and contribute to the discussion.
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Flipchart and pens
Lesson 3 learner skills audit tool
Logbook template (from lesson 1)

	5 minutes
	Ask learners to get into their groups, take out their spider diagrams / mind maps from lesson 1 and remind themselves of their initial ideas.
	Get into groups and review initial ideas on spider diagrams / mind maps from lesson 1.
	

	5 minutes
	Explain that they now need to formalise their initial ideas and information to generate an idea for their advert. Use the slides to remind them of the key information from the brief regarding the advert and the things they should consider. Remind learners that they will not actually be making the advert, but they will be creating a storyboard for an advert. They should capture their ideas in their Logbook templates and create a rough draft of their storyboard.
	Listen and ask questions to clarify understanding.
	

	35 minutes
	Support groups to formalise their plans for an advert which meets the brief.
	Work in groups to formalise plans for an advert to meet the brief by creating a rough plan of the storyboard. Capture ideas and plans in Logbook templates.
	

	30 minutes
	Explain to learners that they will now be sub-dividing their groups to focus on the particular requirements of the brief. Use slides to help learners understand what materials and sources they can use. Demonstrate how to conduct an efficient and focused internet search using a computer and digital screen or similar.
	Listen and ask questions.
	

	
	Ask learners to find the information they have been designated to find. Travel the room and support learners in their research, using questioning to help them focus on relevant information and where to find it.
	Split the group into pairs and decide what information from the list on the brief each pair needs to find. Find the information needed.
	

	
	Ask learners to reform into their groups, report back the information they have found and make decisions about what is useful and what is not.
	Present the information gathered back to their group. Decide as a project team what information is needed and useful and any that can be discarded.
	

	25 minutes
	Use the slide to remind learners of Kolb’s model for self-reflection.
	Listen and ask questions.
	

	
	Instruct learners to get back into their groups and, using flipchart paper and pens, draw a copy of Kolb’s model of self-reflection from the PowerPoint slide and complete it together.
	Draw a template of Kolb’s reflective cycle on flipchart paper and work together to complete it.
	

	5 minutes
	Direct learners to complete the Lesson 3 learner skills audit tool.
	
	

	
	Support groups while they reflect and ensure they stay on task and reflect thoroughly.
	Individually, complete the Lesson 3 learner skills audit tool.
	

	10 minutes
	Ask learners to complete their Logbook template for today and update it with their most current thinking about their project. Use the slides to prompt what they might want to write about.
	Complete the Logbook template for today’s lesson.
	

	Other: 
Digital: Demonstrate how to conduct an efficient and focused internet search to act as a model for learners’ own research.

	Adaptation:
SEND: Learning support assistants (LSAs) and/or teacher supports learners with appropriate Education, health and care plans (EHCPs) to conduct their research. Learners with visual needs might require changes to screen resolutions and layout to conduct the internet research.
Extension: Learners could word process their research findings.

	Next steps in learning:
Homework: Complete their Logbook for today’s lesson.
Lesson 4: Storyboard creation and peer feedback.





Lesson 4
	Title: Storyboard creation and peer feedback
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.3, CPS 1.4.
Lesson sequence number: 4 
Timing: 2 hours

	Prior learning: Lessons 1 to 3.
If learners choose to do their storyboards digitally, they will need to know and understand how to use the software being used to incorporate and manipulate symbols, colours and other artwork.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	25 minutes
	Ask learners to get back into their groups. Gather all materials from previous weeks, i.e. maps/diagrams, storyboard, rough plans and ideas captured in Logbook templates.
	Prepare all previous materials for next phase of project.
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Storyboard template
Client feedback form
Lesson 4 learner skills audit tool
Logbook template (from lesson 1)

	
	Instruct learners to create their own storyboard or use the supplied handout template to finalise the overall storyboard for the product advert.
	In your teams, using previous resources, finalise the agreed advert and create the supporting storyboard, including a rough dialogue. 
	

	5 minutes
	Coordinate groups ready to present their storyboard to the rest of the class. Explain that, when not presenting, they will be listening and feeding back to the presenting group using the Client feedback form (one per group). Go through the Client feedback form and take any questions.
	Groups prepare to present their ideas to peer groups and feedback when not presenting themselves.
	

	45 minutes
	Ask each group to give a 5-minute presentation of their advert plan and storyboard to their peers. 
	Present, in groups, a 5-minute overview of their advert campaign and storyboard to their peers.
	

	
	Between each presentation, instruct the other groups to complete the Client feedback form for the presenting group.
	Complete the Client feedback form as a group after each presentation with initial thoughts (one Client feedback form from each group).
	

	15 minutes
	Give details of activity.
	Listen, take notes and collate all required resources.
	

	
	Circulate and confirm understanding of task requirements. Support synthesis of feedback where required.
	Review all storyboards and Client feedback forms from other groups. Synthesise key points, and highlight strengths and areas for possible improvement on the Client feedback forms.
	

	15 minutes
	Remind learners of Gibbs’ reflective cycle model. Ask them, in groups to use the model to reflect upon the processes in today’s lesson. 
	
	

	
	Move around the class checking in on each group and supporting their analysis of practices and outcomes from using Gibbs’ reflective cycle.
	In groups, use Gibbs’ reflective cycle to analyse today’s processes, practices and outcomes.
	

	5 minutes
	Distribute the Lesson 4 learner skills audit tool. 
	
	

	
	Support groups while they reflect and ensure they stay on task and reflect thoroughly.
	Individually, complete the Lesson 4 learner skills audit tool.
	

	10 minutes
	Ask learners to complete their Logbook template for today and update it with their most current thinking about their project. Use the slides to prompt what they might want to write about.
	Complete the Logbook template for today’s lesson.
	

	Other:
English: Learners will develop reading skills when synthesising information from the various Client feedback forms.

	Adaptation: 
SEND: When groups present their storyboards, move learners with vision or hearing impairments closer to those presenting.

	Next steps in learning: 
Lesson 5: Storyboard creation continued.





Lesson 5
	Title: Storyboard creation continued 
Targeted content reference:
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPK 1.12, 1.13.
Lesson sequence number: 5
Timing: 2 hours

	Prior learning: Lessons 1 to 4.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	5 minutes
	Remind learner groups of resources needed for today’s lesson, including their own analysis using Gibbs’ reflective cycle from the last lesson. Outline the lesson ahead.
	Arrange supporting materials from last session in preparation for today: storyboard overview, Client feedback forms (completed last lesson by other groups) and Logbook with notes.
	PowerPoint slides 
Ooober everything project brief (from lesson 1)
Lesson 5 learner skills audit tool
Logbook template (from lesson 1)
Client feedback form (from lesson 4)

	20 minutes
	Instruct learners to review and analyse feedback received and plan for implementing any amendments or changes required to improve their advert, concept or ideas.
	Review and analyse feedback, make a plan for implementing any amendments or changes required to improve your group’s advert, concept or ideas.
	

	
	Move around the classroom to each group checking they are working as a team, by supporting and listening to each other’s comments.
	
	

	15 minutes
	Display the branding PowerPoint slides. Ask learners questions about the brands as they appear to confirm understanding. 
	Watch the PowerPoint presentation and make notes. Interact and identify brands from the presentation. 
	

	
	Ask learners to give examples of sounds or themes and straplines associated with a brand. Summarise branding.
	Give examples of sounds, themes and straplines as asked.
	

	15 minutes
	Instruct learners to return to the Ooober everything project brief before they make any amendments to ensure they will be sticking to it.
	Review group’s plan for amendments identified in lesson 4 and development against the brief. Identify opportunities for sounds, themes and straplines.
	

	
	Check and redirect groups where needed to support the brief requirements.
	
	

	45 minutes
	Instruct learners to make the relevant changes to their plans.
	Make the relevant changes to your plan as required.
	

	
	Move around the classroom to each group checking their progress working as a team, offering support where needed.
	
	

	15 minutes
	Direct learners to complete Lesson 5 learner skills audit tool.
	Individually, complete the Lesson 5 learner skills audit tool.
	

	
	Support individuals and groups while they reflect and ensure they stay on task and reflect thoroughly.
	
	

	5 minutes
	Ask learners to complete their Logbook template for today and update it with their most current thinking about their project. Use the slides to prompt what they might want to write about.
	Complete the Logbook template for today’s lesson.
	

	Other: 
English: When considering slogans, they will be using positive language. 

	Adaptation: 
SEND: For learners with visual needs, coloured overlays can be offered to support. Coloured overlays can also be used for digital screens. Paper-based and digital resource can have font sizes or font styles adapted to an individual’s needs. 

	Next steps in learning:
Homework: Complete Logbook for this lesson. Some groups may also need to use time outside the lesson to update their plans and storyboards.
Lesson 6: The benefits of various media platforms and formats.





Lesson 6
	Title: The benefits of various media platforms and formats 
Targeted content reference:
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.5 
· CPK 1.5, 1.8, 1.15, 1.16.
Lesson sequence number: 6
Timing: 2 hours

	Prior learning: Lessons 1 to 5.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	10 minutes
	Review the learning from the last lesson on branding and the relevant sections of the Ooober everything project brief. 
	Listen and contribute to the discussion.
	PowerPoint slides
Ooober everything project brief (from lesson 1)
Gibbs’ reflective cycle handout (from lesson 1)
Kolb’s learning/reflective cycle handout (from lesson 2)
Logbook template (from lesson 1)
Lesson 6 learner skills audit tool

	
	Discuss with the class the three discussion questions from the slides. 
	Listen and contribute to the discussion.
	

	10 minutes
	Instruct learners to work individually to create a list of all the brands they have seen in the last 24 hours. 
	Create a list of all the brands seen in the last 24 hours.
	

	
	Select random learners from around the room to identify one brand name each from the list they have just written.
	When selected, share one name from their list.
	

	10 minutes
	Use the slides to explore the power of branding.
	Listen and ask questions.
	

	25 minutes
	Arrange learners back into their groups.
	Get back into project groups.
	

	
	Instruct groups to discuss and review the suitability of their chosen platform (from lessons 1 and 2) for their product advertisement pitch.
	In groups, write notes to explain and justify the platform they have chosen on which to advertise their product, using the slide of prompts. 
	

	20 minutes
	Explain the constraints to consider when choosing a platform on which to promote their advert. Draw out the impact of these constraints and encourage learners to think about which would have the most and least impact.
	Listen, make notes, ask questions and join in the discussion.
	

	
	Instruct learners to get back into their groups and review the choice of their chosen platform by considering any constraints and their impact.
	Get back into their groups and review the choice of their chosen platform by considering any constraints and their impact.
	

	10 minutes
	Explain how to evaluate sources: What makes a credible source, a bad source and where caution needs to be exercised?
	Listen, make notes, ask questions.
	

	15 minutes
	Outline the platform strengths and weaknesses task using the slide and instruct learners to create a copy of the table shown on the slide. 
	Listen to the task outline and ask any questions to clarify. 
	

	
	Move around the class, checking in on group discussions and stepping in when needed to keep learners on task and ensure their evaluations of the strengths and weaknesses are recorded on their copy of the table.
	Working in groups create a table like the one on the slide and record the benefits and limitations of their chosen platform.
	

	10 minutes
	Instruct learners to select either Kolb’s or Gibbs’ reflective cycle method and review the benefits of the group’s chosen platform, using the relevant handout.
	In groups, select either Kolb’s or Gibbs’ reflective cycle method and review the benefits of the group’s chosen platform on a copy of the relevant handout.
	

	10 minutes
	Direct learners to complete Lesson 6 learner skills audit tool.
	
	

	
	Support groups while they reflect and ensure they stay on task and reflect thoroughly.
	Individually, complete the Lesson 6 learner skills audit tool.
	

	Adaptation: 
SEND: This lesson has been organised into small ‘chunks’ to support learners to focus on completing the various activities. For learners who find it difficult to work in groups, tasks can be completed individually. 

	Next steps in learning:
Homework: Complete Logbooks for the lesson.
Prepare materials for the next lesson, including the Storyboard template and notes (from lessons 4 and 5), the Client feedback form (from lesson 4) and Logbook entries from previous lessons.
Lesson 7: Writing a good proposal document.




Lesson 7
	Title: Writing a good proposal document 
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.1, 1.3, 1.4, 1.5.
Lesson sequence number: 7
Timing: 2 hours

	Prior learning: Lessons 1 to 6.
Learners should have available the following resources from previous lessons:
· Storyboard template and notes (developed in lessons 4 and 5)
· completed Client feedback form (from lesson 4)
· completed Logbook from previous lessons.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	5 minutes
	Remind learner groups of resources needed for today’s lesson.
	Arrange supporting materials from previous lessons. 
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Advertisement proposal template
Logbook template (from lesson 1)

	15 minutes
	Introduce the learners to what is needed to make a good proposal document using the supporting slides. Engage learners in discussion about the content presented.
	Listen, make notes, and ask and respond to questions. 
	

	15 minutes
	Go through the sections of the Advertisement proposal template. 
	Look at a copy of the Advertisement proposal template as it is being explained and ask questions.
	

	
	Use the slide deck to present the audience and purpose of the document and how it should be written, including language choices, punctuation, etc. Engage learners in discussion about the content presented.
	Listen, take notes and ask clarification questions.
	

	50 minutes
	Give learners details of the activity. Organise learners into groups.
	Listen and ask clarification questions.
	

	
	Circulate, check learners understand requirements of the activity, ask prompt questions to support progress.
	Move into groups. Discuss the advertisement proposal and what might be written on the Advertisement proposal template.
	

	
	Give learners details of the activity. 
	Listen and ask clarification questions.
	

	
	Move around the groups and check their proposal documents.
	Individually, complete an advertisement proposal using the template provided, based on group discussions.
	

	15 minutes
	Give details of the activity. Use the slide deck to reinforce previous content and prompt their peer reviewing. Keep ‘Reflections on proposal process’ on screen to support learners to complete the peer review.
	Listen and ask clarification questions.
	

	
	Circulate, and ask prompt and probing questions to support the peer review.
	Peer review another’s advertisement proposal, using the prompts from the slide. Produce a summary for the learner highlighting key positives and areas for development. 
	

	15 minutes
	Lead a reflective discussion with the whole class, using the ‘Reflections on proposal process’ slides as a prompt. Refer back to previous slides to reinforce key points, as required.
	Listen, respond to questions, share ideas and reflections.
	

	
	Summarise key learning points from the discussion. If necessary, write them on a flipchart, whiteboard or similar.
	Listen and take notes. Ask clarification questions if needed.
	

	5 minutes
	Set homework task.
	Listen and ask clarification questions if required.
	

	Other: 
English: Learners will consider the audience and purpose of a proposal document and how it should be written, including the language which should be used, based on the audience. 

	Adaptation:
SEND: A learner with attention deficit hyperactivity disorder (ADHD) would need to be supported with time management of the 50-minute task to develop the advertisement proposal. They should be given regular time checks and would need a plan to identify what needs to be completed at which point in the 50 minutes. 

	Next steps in learning:
Homework: Complete Logbooks for lesson 7. Prepare materials for the next lesson, including the Storyboard template and notes (from lessons 4 and 5), the Client feedback form (from lesson 4), Advertisement proposal (from lesson 7) and Logbook entries from previous lessons.
Lesson 8: Preparing for the pitch.





Lesson 8
	Title: Preparing for the pitch
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.6
· CPK 1.17.
Lesson sequence number: 8
Timing: 2 hours

	Prior learning: Lessons 1 to 7.
Learners should have available the following resources from previous lessons:
· Storyboard template and notes (developed in lessons 4 and 5)
· completed Client feedback form (from lesson 4)
· completed Logbooks from previous lessons
· Advertisement proposal template (from lesson 7).

	Timing
	Teacher activity
	Learner activity 
	Support materials

	5 minutes
	Remind learner groups of resources needed for today’s lesson.
	Arrange supporting materials from previous lessons. 
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Timing device
Logbook template (from lesson 1)

	15 minutes
	Explain how to make a good pitch, using the supporting slides. Engage learners in the content with examples and questions.
	Listen, make notes, and ask and respond to questions.
	

	40 minutes
	Give details of the activity. Give examples of what to look for in the video clips that are researched.
	Listen and take notes. Individually access YouTube or similar website. 
	

	
	Walk around the classroom and check groups understand the principles of what makes a good pitch. Discuss appropriateness of learner’s examples.
	Research examples of the pitches from Dragon’s Den tv shows. Watch examples to identify what was good about the pitch and what did not go well for the pitch. Produce a list.
	

	
	Share collaborative wall with the class. Highlight commonalities. Produce a collated list on a flipchart, whiteboard or similar. Leave the list accessible to all learners.
	Move into groups. Share examples and agree on a collated list. Upload the list to a collaborative wall. Listen, take notes and ask clarification questions.
	

	20 minutes
	Give details of the activity. Allocate learners into groups. Give learners an example of a product or service to ‘pitch’. This could be something in the classroom (e.g. table, chair, screen) or learners can select their own product or service. Inform learners to use a timing device.
	Listen, take notes, and clarify product or service to be the focus of the activity.
	

	
	Check in with each group to make sure they have a mock product to practise pitching. 
	Move into groups. Develop a two-minute pitch for the product or service. Discuss and agree key points to highlight in the pitch. Discuss and agree the approach for the pitch. Practise delivering the two-minute pitch, making refinements to meet the time limit or to give emphasis to the key points, where needed.
	

	25 minutes
	Coordinate the groups to present their pitches. Refer to the agreed list of good and bad points for a pitch developed earlier in the lesson. 
	Listen and prepare for the presentation.
	

	
	Produce feedback for each group using the same approach as learners.
	Each group presents their pitches. 
Individually, produce feedback for each group based on the list of good and bad points for a pitch. Watching peer groups will complete peer feedback sheets with constructive comments
	

	
	Collect feedback from each peer.
	Submit feedback to the teacher.
	

	15 minutes
	Distribute teacher and peer feedback to the relevant group.
	Collect feedback from the teacher.
	

	
	Give details of the activity.
	Review feedback provided by teacher and peers. Use feedback to assist in completing the Logbook template for the lesson. 
	

	Other: 
English: Learners will focus on using constructive language when providing feedback to their peers. 

	Adaptation: 
SEND: Neurodiverse learners who may have difficulty with cognitive loading and thinking quickly may benefit from being told in advance which product or service they will be pitching for so that they can prepare some ideas in advance. 
Extension: Learners could revise the pitch based on feedback received showing improvements. 

	Next steps in learning:
Teacher: Review feedback provided by peers for the use of constructive feedback. Provide feedback to learners highlighting where there was feedback that was not constructive with suggestions for change. Provide the feedback through the provider internal communication system before the next lesson.
Homework: Prepare materials for the next lesson, including the Storyboard template and notes (from lessons 4 and 5), the Client feedback form (from lesson 4), advertisement proposal (from lesson 7) and Logbook entries from previous lessons.
Lesson 9: Final preparation for company pitch and written proposal.





Lesson 9
	Title: Final preparation for company pitch and written proposal
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.6, 1.7
· CPK 1.17.
Lesson sequence number: 9
Timing: 2 hours

	Prior learning: Lessons 1 to 8.
Learners should have available the following resources from previous lessons:
· Storyboard template and notes (developed in lessons 4 and 5)
· completed Client feedback form (from lesson 4)
· completed Logbook templates from previous lessons
· Advertisement proposal template (from lesson 7).

	Timing
	Teacher activity
	Learner activity 
	Support materials

	20 minutes
	Remind learners of the outputs produced in previous lessons and which they should have access to. Organise learners into project groups of three or four learners. Give details of the activity.
	In project groups, collate resources from previous lessons. 
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Video recording device
Logbook template (from lesson 1)

	
	Circulate and provide support to individual group members or the group to assist them in completing the outputs.
	In groups, discuss and develop the following project outputs:
· proposal 
· pitch. 
	

	40 minutes
	Give details of the task. Remind learners of the importance of language and the purpose of the report. 
	Listen, take notes and ask clarification question.
	

	
	Circulate and provide support to learners to collate the individual sections of the report.
	In groups, agree how the written report is to be split into sections and who will complete each section. Individually write the section of the report. 
	

	
	Support learners as they coordinate their project brief responses.
	Collate individual sections into one report.
	

	20 minutes
	Give details of the task. 
	Listen, take notes and ask clarification questions.
	

	
	
	The group discusses and agrees the content, structure, presentation style and support materials required for a 10-minute presentation that will form their project pitch. 
Each member of the group carries out their assigned tasks to develop the required support materials.
Learners individually practise their part of the presentation.
	

	
	Circulate and support each group asking probing questions and prompting actions.
	
	

	40 minutes
	Organise and facilitate the rotation of the groups’ presentations and time each, with a maximum of 10 minutes per group. Record each group.
	Each group gives their presentations. 
	

	
	Provide details of homework.
	Listen, take notes and ask clarification questions.
	

	Other: 
English: Learners will be writing their report with consideration of language needed for their audience. 

	Adaptation: 
SEND: Handouts can be created for supporting learners with additional learning needs, based on the information needed for each project group’s ‘client presentation’.

	Next steps in learning: 
Teacher: Share recordings of presentations with each group and provide each with feedback on any improvements that can be made. 
Homework: Review recordings of the presentations and teacher feedback. Discuss changes that would be needed for the next lesson and the actual presentation. Practise giving the presentation, if required. 
Complete Logbook for lesson 9. 
Prepare materials for the next lesson, including the Storyboard template and notes (from lessons 4 and 5), the Client feedback form (from lesson 4), advertisement proposal (from lesson 7) and Logbook entries from previous lessons.





Lesson 10
	Title: Present proposal and pitch – self-reflection and action planning
Targeted content reference: 
CS6 Reflective practice.
PO1 Generate ideas for content development for different platforms:
· CPS 1.6, 1.7
· CPK 1.17.
Lesson sequence number: 10
Timing: 2 hours 

	Prior learning: Lessons 1 to 9.
All learners need to have completed lessons 6 to 9 to support client presentations and feedback.
Learners should have their finalised presentation materials.

	Timing
	Teacher activity
	Learner activity 
	Support materials

	10 minutes
	Check that all the groups are ready to present their pitches. 
	Prepare for presentation of pitch to the client.
	Ooober everything project brief (from lesson 1)
PowerPoint slides
Logbook template (from lesson 1)
Client feedback form (from lesson 4)
Skills audit review and action plan

	60 minutes
	Distribute Client feedback forms to each learner – sufficient for each presentation to be observed. Facilitate each group to give their pitch presentations.
	In groups, present the developed pitch. 
	

	
	Act as the client and write constructive feedback for each group.
	Non-presenting groups, watch group presentations and complete the Client feedback form giving constructive feedback.
	

	5 minutes
	Ask learners to submit the Client feedback forms.
	Submit all Client feedback forms.
	

	25 minutes
	Give details of the activity. 
	Listen, take notes and ask clarification questions
	

	
	Support groups reviewing their analysis of client feedback. Check each group’s discussions are relevant to the feedback.
	As a group, analyse the contents of all Client feedback forms. Discuss as a group and agree key points to note.
	

	
	Give details of the activity.
	Obtain a copy of the Logbook template. Complete the Logbook template with the review of the lesson.
	

	
	Offer support to learners to assist with completing their project evaluation. 
	Individually, write a project evaluation in the Logbook template, highlighting how well the Ooober everything project brief was met.
	

	20 minutes
	Distribute Skills audit review and action plan. Give details of activity. Highlight action plan requirements on the slide deck.
	Listen, take notes and ask clarification questions.
	

	
	Circulate and check learner action plans are being completed correctly.
	Complete your Skills audit review and action plan.
	

	Adaptation: 
SEND: Learners with Education, health and care plans (EHCPs) may need to be guided by learning support assistants (LSAs) to develop their own goals.

	Next steps in learning: 
Meet with the teacher to discuss support needed to achieve development goals identified in action plan.






AoC is delivering this programme on behalf of the Education and Training Foundation. This programme is funded by the Department for Education.
SECTION 3: LESSON SUPPORT MATERIALS
This section includes the handouts, worksheets, templates and case study materials referred to in the Support materials section of each lesson plan.


The following materials relate to lesson 1: Introduction to the project brief and the importance of self-reflection to the creative process.


Starter learner skills audit tool
	CPS1.1 Generate original ideas and concepts to support content development. 

	I can:
	R
	A
	G
	Notes

	Review the brief and consider the options and the client’s needs. 
	
	
	
	

	Research needs of stakeholders to generate ideas. 
	
	
	
	

	Record your ideas in an appropriate industry standard format (for example, mind mapping).
	
	
	
	

	Compare ideas against the original brief and its requirements.
	
	
	
	

	CPK1.1 The process and consideration factors for content development for a range of platforms.

	I can:
	R
	A
	G
	Notes

	Identify the intended target audience.
	
	
	
	

	Identify the intended purpose(s).
	
	
	
	

	Recognise and use existing source material and works.
	
	
	
	

	Understand what media I might need to meet the deliverables.
	
	
	
	

	Identify an appropriate genre or style for my advert.
	
	
	
	

	Choose an appropriate platform for my advert based on the requirements of the brief.
	
	
	
	

	Identify an appropriate format for my chosen media platform.
	
	
	
	

	Understand legal, ethical and environmental considerations.
	
	
	
	

	Review client’s existing/archive content and similar from competitors and judge its appeal and unique selling point (USP).
	
	
	
	

	Understand what it means to make a pitch and the skills involved.
	
	
	
	






Ooober everything project brief
The project brief
	
Project brief: Ooober everything

	Issue date: 
	Deadline: 

	What you need to submit: 
· Advert proposal.
· The presentation file (e.g. pptx).
· Pitch file mp4 (pitch length no longer than 10 mins).
· A final storyboard for an advert.
· The client written report.
· Project evaluation (including client feedback).
· Self-evaluation (skills and knowledge) and action plan.

	Scenario:
You work for JD Productions and your role is a junior content creator. You will be required to generate ideas across various multimedia projects. You will be expected to generate content and pitch ideas to company representatives, according to industry standards.
The project brief:
JD Productions requires you to create and pitch your idea for a 20–30-second advert to promote their latest application Ooober everything. You will need to present your final idea, consisting of a storyboard and pitch. This could be for TV, radio or social media / video sharing platforms. You will present this to the company executives of the client Ooober everything in three weeks’ time. 
The main aim of the advert is to promote the Ooober everything services available to potential target audiences.
 Deliverables:
● Final storyboard 
● Employer pitch, including accompanying resources (pitch length no longer than 10 mins)
● You should think about: 
· intended purpose of specific products
· unique selling point (USP)
· target audience
· intended reach
· industry software
· industry standards
· corporate social responsibility (CSR).
Technical requirements for client pitch:
● A written report identifying how the needs of the client have been met (including your argument for the best sources available to support your advert).
● A storyboard to support the presentation and written report.
● A mood board to support advert idea.

	Resources required for the project brief: Internet, Adobe Photoshop, Canva (free online), Microsoft Word, company logo, client logo. 





Ooober everything company logo

[image: A green circle with black text and black letters. This is the logo for 'Ooober everything'.]


JD Productions company logo
 

[image: A yellow oval shaped sign with red text and a black outer edge. This is the logo for JD productions and reads the company name in red text. There is also a strap line underneath the red text, in black text that reads, 'for all your advertising needs'.]



Company mission statement for Ooober everything
At Ooober everything our mission is to revolutionise the way people move, shop and connect through innovative transportation, logistics and delivery services. We are committed to providing accessible, reliable and seamless solutions that cater to the diverse needs of individuals, businesses and communities. By leveraging cutting-edge technology, prioritising user experience and fostering inclusivity, we aim to empower people to reach their destinations, receive goods and manage logistics with ease, no matter their background or circumstances.
We strive to make every journey, delivery and service a positive, efficient and sustainable experience, contributing to the global movement of smart, connected and responsible services for a better tomorrow.
Company values
1. Innovation and technology:
We are committed to staying at the forefront of technology and innovation, continuously improving our services and app features to meet the evolving needs of our users. Through strategic partnerships and a focus on research and development, we aim to introduce new, groundbreaking solutions that enhance the user experience and address complex challenges in transportation and logistics.
2. Accessibility and inclusivity:
We believe in creating a world where everyone has equal access to mobility, logistics and delivery services. Our commitment to inclusivity is reflected in our app design, user interface and service offerings, ensuring that all users, regardless of their abilities or background, can benefit from our platform.
3. Customer-centric approach:
Our users are at the heart of everything we do. We are dedicated to understanding their needs, providing exceptional customer service and constantly seeking ways to improve their experience. We listen to feedback, resolve issues promptly and ensure that every interaction with our app is a positive one.
4. Diversity and empowerment:
We believe in fostering a diverse and empowered workforce that mirrors the communities we serve. By championing equal opportunities for all employees and supporting a variety of drivers, couriers and service providers, we contribute to a more equitable and inclusive society.
5. Sustainability:
We are committed to reducing our environmental impact by promoting sustainable practices across our services. This includes offering eco-friendly transport options, optimising routes to reduce fuel consumption and supporting green initiatives in local communities. Our goal is to contribute to a greener, more sustainable future while providing efficient services.
6. Community engagement and social responsibility:
We actively invest in the communities we serve. Through partnerships with local businesses, charity initiatives and support for vulnerable populations, we aim to create positive social change. We believe that business success should go hand in hand with meaningful contributions to the public good.
7. Integrity and transparency:
We conduct our business with the highest level of integrity and transparency. From pricing models to service terms, we are clear and open about our processes. We hold ourselves accountable to our users, employees and partners to build trust and deliver on our promises.
Future vision and company goals
Future vision:
Our vision is to be the leading global platform for mobility, logistics and delivery services, empowering individuals and businesses to connect and move seamlessly in a rapidly evolving world. We aspire to build a truly smart, sustainable and inclusive ecosystem that enables people from all walks of life to access the services they need, when they need them, through a simple, intuitive and reliable mobile platform.
In the coming years, we aim to expand our presence in major cities worldwide, adapt our services to cater to the growing needs of urban and rural populations, and introduce new innovative offerings that meet the challenges of the modern economy.
Company goals:
1. Global expansion:
a) Expand Ooober everything’s services to 50 new cities worldwide in the next 5 years, focusing on both emerging and developed markets.
b) Localise the app’s interface, payment systems and customer support to cater to each market’s specific needs, ensuring global appeal.
2. Enhanced accessibility:
a) Achieve 100% compliance with Web Content Accessibility Guidelines (WCAG) and The Equality Act 2010 by 2027 to ensure that the app is fully accessible to users with diverse abilities.
b) Continuously enhance our accessibility features and work with third-party agencies to ensure the app remains at the forefront of inclusivity.
3. Sustainability leadership:
a) Become a leader in sustainable transport and delivery solutions, with 50% of our fleet using electric vehicles (EVs) or alternative energy sources by 2030.
b) Introduce eco-friendly packaging options for our delivery and logistics services, contributing to the reduction of plastic waste.
4. Innovative technological advancements:
a) Invest heavily in AI, machine learning and data analytics to optimise route planning, dynamic pricing and real-time service matching, ensuring faster, more efficient and cost-effective services for users.
b) Introduce autonomous delivery vehicles and drones for last-mile delivery by 2030 to further streamline the logistics process and reduce human dependency.
5. Customer loyalty and satisfaction:
a) Achieve a customer satisfaction rating of 95% or higher across all services by 2027.
b) Launch a comprehensive loyalty programme that rewards frequent users with benefits such as discounts, free services and exclusive access to premium offerings.
6. Diversity in workforce:
a) Ensure that at least 40% of our employees in leadership roles are women and individuals from diverse backgrounds by 2028.
b) Support underserved communities by providing employment and income-generating opportunities for drivers, couriers and service providers, particularly from marginalised and minority groups.
7. Community and social impact:
a) Establish a global foundation focused on providing transportation and delivery services to underserved communities, the elderly and people with disabilities.
b) Partner with non-profit organisations to support initiatives that reduce food waste, enhance local economies and promote environmental stewardship.
By remaining true to our values and relentlessly focusing on our mission, Ooober everything will continue to redefine the future of mobility, logistics and delivery services while contributing to a more inclusive, sustainable and connected world.


Product technical specification for Ooober everything 
1. Overview
Ooober everything is a comprehensive mobile application designed to serve as a multifunctional transport and logistics platform. The app allows users to easily request taxis, minicabs or rides for personal transport, shopping and takeaway collection/delivery as well as courier and logistics services. It connects users with nearby drivers, couriers and logistics providers through a simple interface that prioritises convenience, speed and reliability.
2. Core features
2.1 User features
Account registration and authentication:
· User sign-up and login via email, phone number or social media (Google, Facebook).
· Profile management with personal details and payment options (credit card, PayPal, etc.).
· One-time password (OTP) verification for added security.
Request ride/service:
· Users can select from various service types:
· Taxi/minicab (personal transport).
· Shopping/takeaway collection and delivery (pick up and drop off items).
· Courier services (small and large item delivery).
· Logistics (bulk delivery for businesses or large shipments).
· Global Positioning System (GPS) location tracking to detect the user’s location automatically for service requests.
· Option to enter destination manually or by selecting on map.
· Real-time service tracking on a map.
· Estimated fare displayed before booking (for taxi/minicab).
Ride/service booking:
· Choose between immediate or scheduled rides/services.
· Users can select vehicle type based on size and preferences (standard, luxury, large capacity).
· Option to add special requests (e.g. child seat, pet-friendly car).
· Push notifications for ride confirmation, driver arrival and service completion.
Payment system:
· Multiple payment options (credit/debit card, mobile wallets, cash).
· Ability to split fares for shared rides or services.
· Fare summary (base fare, distance, time, tolls, etc.) presented before payment.
· Integration with popular payment gateways (Stripe, PayPal, etc.).
Service tracking and notifications:
· Real-time tracking of the ride/service via GPS.
· Push notifications for key events (driver arrival, ride in progress, service completion, etc.).
· ETA for services based on traffic, weather and distance.
Ratings and reviews:
· After completing a ride or service, users can rate the driver, courier or service provider.
· Text reviews are optional but encouraged to ensure quality control.
User history and rebooking:
· Users can view their past rides and services.
· One-click rebooking of previous trips and services.
2.2 Driver/courier features
Driver/courier registration:
· Driver/courier sign-up with required documents (ID, licence, insurance, etc.).
· Profile management and verification (ID, vehicle details).
· Notification when new driver/courier is needed.
Job notifications:
· Drivers/couriers are notified of new service requests (via push notifications).
· Ability to accept or reject jobs.
· Details of the job include customer info, pickup/delivery addresses and service type.
Route optimisation:
· Turn-by-turn navigation for drivers/couriers using integrated mapping services (Google Maps, Mapbox).
· Automatic rerouting in case of traffic or roadblocks.
Service completion and payment:
· Upon completion of the service, drivers/couriers confirm the service through the app.
· Payment settlement through the app for driver/courier compensation.
· Ability to track earnings and withdraw funds.
Driver/courier ratings and reviews:
· Drivers/couriers can rate users (optional) based on interaction and professionalism.
2.3 Administrative features
Administration dashboard:
· Centralised web-based admin interface to manage users, drivers and services.
· Overview of active rides, completed services and financial summaries.
· Real-time tracking of all rides/services.
Service management:
· Manage and categorise services (e.g. taxi, courier, logistics).
· Set fare structures (base fare, distance, time, surcharge, etc.).
· Manage operational areas (cities, regions, postcodes).
Customer and driver support:
· Tools for customer support (handling disputes, ride cancellations, refunds).
· Option to suspend or ban drivers who do not comply with terms.
Reports and analytics:
· Generate reports on app usage, revenue, popular services and user demographics.
· Analyse app performance and user feedback to make improvements.


3. System architecture
3.1 Front end
· Mobile platforms: iOS and Android (Native apps using Swift for iOS, Kotlin for Android).
· User interface (UI) / user experience (UX): Simple, intuitive interface with clear navigation, minimising user input.
· Maps integration: Use Google Maps API (i.e. application programming interface) or Mapbox for real-time GPS tracking, route optimisation and location services.
· Push notifications: Firebase Cloud Messaging (FCM) for timely notifications (driver arrival, ride updates).
3.2 Backend:
· Server: Cloud-based infrastructure using Amazon Web Services or Google Cloud.
· APIs: RESTful APIs for mobile-to-backend communication.
· Database: Relational database (PostgreSQL or MySQL) for managing users, drivers, services and transaction records.
· Authentication: OAuth 2.0 or Firebase Authentication for secure login and user management.
· Payment integration: Stripe, PayPal or other payment gateway integration for secure transactions.
3.3 Administration panel:
· Frontend: Web-based admin panel built with React.js or Angular.
· Backend: Node.js or Django for backend operations.


4. Security and privacy
4.1 Data protection:
· All user and transaction data are encrypted using TLS/SSL.
· Payment information processed securely through PCI DSS compliant gateways.
· User data is stored and handled in accordance with General Data Protection Regulation (GDPR) standards.
4.2 Application security:
· Regular app security audits and vulnerability scans.
· Multi-factor authentication (MFA) for admin access.
4.3 Privacy:
· Users can control their data visibility and manage permissions.
· Option to delete account and request data deletion from the app.
5. Performance and scalability
5.1 Load balancing:
· The system should manage thousands of concurrent users, rides and services.
· Horizontal scaling capabilities for backend infrastructure to manage increased traffic.
5.2 Latency:
· Response times for ride/service requests, tracking and payments should be under three seconds.
5.3 High availability:
· The system should be available 99.9% of the time, with real-time failover mechanisms.
6. Testing and quality assurance
6.1 Automated testing:
· Unit tests, integration tests and end-to-end tests for both frontend and backend.
· Continuous integration / continuous deployment (CI/CD) pipelines to ensure smooth deployment.
6.2 Manual testing:
· Cross-device and cross-browser testing to ensure consistent functionality on all supported platforms.


7. Deployment and maintenance
7.1 Deployment:
· Initial deployment to app stores (Google Play, Apple App Store).
· Continuous updates based on feedback and bug fixes.
7.2 Maintenance:
· Regular updates for bug fixes, security patches and new features.
· Monitoring and analytics to track performance and resolve any emerging issues.
8. Marketing and monetisation
8.1 Pricing model:
· Commission-based: Ooober everything charges a commission fee on rides, deliveries and services.
· Subscription plans: Premium users can subscribe to discounted rates or exclusive services.
· Surge pricing: Dynamic pricing during peak hours or high demand.
8.2 Referral programme:
· Users can refer friends to the platform and earn ride credits discounts.
8.3 Advertising:
· In-app ads for businesses offering complementary services (e.g. local stores, restaurants).
9. Conclusion
Ooober everything is an all-in-one solution for transport, courier and logistics needs, designed with scalability, security and user satisfaction in mind. With its simple UI, flexible services and robust backend infrastructure, the app promises to offer an outstanding experience for both users and service providers.


Additional information for accessibility and inclusivity with Ooober everything.
10. User accessibility and inclusivity
The Ooober everything app is designed to be accessible to all users, including those with disabilities, and to appeal to diverse audiences. This section outlines the key accessibility and inclusivity features incorporated into the app’s design, development and user experience to ensure broad usability.
10.1 Accessibility features
Visual accessibility
Colour contrast and theme options:
· High-contrast colour schemes are available to ensure readability for users with visual impairments, such as those with colour blindness.
· Users can switch between a default theme and a dark mode, providing greater ease of use for those who prefer or need it.
· Adjustable text sizes to cater to users with low vision, ensuring content is readable without straining.
Text-to-speech and screen reader compatibility:
· Full integration with screen readers (e.g. VoiceOver for iOS, TalkBack for Android) to ensure the app can be navigated without sight.
· Text-to-speech functionality for key actions (e.g. booking a ride, receiving notifications) to support users with visual disabilities.
· Audio descriptions of images, buttons and icons for enhanced navigation.
Magnification:
· In-app magnification tool to allow users to enlarge content on the screen for improved visibility.
Visual cues and simple icons:
· Clear, easy-to-understand icons to minimise confusion.
· Visual indicators for interactive elements (e.g. buttons, sliders), ensuring they are distinguishable from static content.
Auditory accessibility
Subtitles and closed captions:
· Subtitles or captions for any audio or video content (e.g. promotional videos or in-app tutorials) for users who are deaf or hard of hearing.


Vibration and haptic feedback:
· Support for vibration and haptic feedback to notify users about events such as a driver’s arrival, service status updates or incoming notifications. This is helpful for users who are hard of hearing.
Volume customisation:
· Customisable volume settings for alerts, voice prompts and notifications, allowing users to adjust the volume to their preference.
Cognitive and learning disabilities accessibility
Simplified UI:
· A simplified mode (optional) for users with cognitive impairments, focusing on essential tasks and minimising distractions.
· Streamlined language and clear instructions to make navigation easier for users who may struggle with complex interfaces or text-heavy content.
Guided tutorials:
· Step-by-step, voice-guided tutorials or an onboarding assistant for first-time users or users who may need additional assistance navigating the app.
Predictive text and autocomplete:
· Autocomplete and predictive text suggestions during input (e.g. address or payment details) to minimise typing effort and reduce errors for users with cognitive challenges.
Error prevention and simple corrections:
· Clear error messages with actionable steps to guide users through any issues they encounter, along with the ability to undo actions easily.
Physical disabilities accessibility
Voice control:
· Full voice command support to allow users to control the app hands-free. For instance, users can request rides, track deliveries or interact with the app using voice commands like “Book a taxi to [destination]” or “Track my food delivery”.
· Integration with virtual assistants (e.g. Google Assistant, Siri) for seamless voice interaction.
Large touch targets:
· Touch targets (buttons, icons and interactive elements) are designed to be large and well-spaced to accommodate users with limited motor skills or dexterity.


Customisable UI for motor impairments:
· Support for customising the UI layout, including reducing the need for excessive swiping or multi-touch gestures, which could be difficult for users with motor impairments.
· Optional ‘one-handed mode’ for users who prefer to operate the app with one hand, moving key features to the bottom of the screen.


10.2 Multilingual support and global appeal
Multilingual interface
Language options:
· Support for multiple languages, with the ability to switch between languages seamlessly in the settings. Common languages to include English, Spanish, French, German, Chinese, Arabic, Hindi and others based on market demographics.
· Automatic language detection based on the user’s device settings for a smooth experience upon installation.
Culturally sensitive content:
· Culturally relevant terminology, graphics and service offerings to ensure the app appeals to users from various cultural backgrounds.
· Localised payment methods and promotions for different regions (e.g. regional wallets or currency support).
Multilingual customer support:
· In-app customer support available in multiple languages, either through chat or in-app calls.
· AI-powered chatbots capable of handling basic queries in various languages.
Diverse payment methods
Regional payment solutions:
· The app supports a wide range of global and regional payment options, including mobile wallets (e.g. Google Pay, Apple Pay), credit/debit cards, cash-on-delivery and regional payment gateways.
· Currency conversion and automatic selection based on the user’s location to manage international users effectively.
Inclusive payment accessibility:
· Support for users who may not have access to credit cards (e.g. using prepaid cards, local payment apps) to appeal to underserved regions and markets.


10.3 Community and social responsibility features
Rider and driver inclusivity
Driver diversity:
· The app supports diverse drivers by including both male and female drivers as well as a mix of individuals from different ethnicities and backgrounds.
· Options for users to request specific preferences (e.g. female driver, multilingual drivers or drivers with specific accessibility training).
Non-discrimination policy:
· A non-discrimination policy in place, ensuring that both drivers and users have a safe and respectful environment to interact.
· In-app reporting for harassment or inappropriate behaviour, with prompt investigation and action.
Training for drivers and couriers:
· Training modules available for drivers and couriers on interacting with diverse customers, including those with disabilities or specific needs.
· A customer feedback loop to ensure drivers are held accountable for providing excellent service across all demographics.
Local community engagement
Community support initiatives:
· The app promotes local businesses, particularly small and minority-owned enterprises, by giving them a platform for delivery and logistics services.
· Partnering with local charities or non-profits to provide transportation or delivery services for underserved or vulnerable populations.
Accessibility partnerships:
· Collaborations with organisations advocating for people with disabilities, ensuring the app meets or exceeds accessibility standards.
· Regular consultations with disability-focused groups to gather feedback and continuously improve the app’s inclusivity.


10.4 Testing and continuous improvement for accessibility
User feedback on accessibility:
· Continuous user feedback collection through in-app surveys and accessibility ratings to gather data on the app’s usability for diverse users.
· Dedicated team responsible for handling accessibility issues and requests and responding promptly.
Regular accessibility audits:
· Frequent accessibility audits by third-party agencies to ensure compliance with WCAG and The Equality Act 2010 for standards.
· Ongoing improvements and feature updates based on audit findings and user feedback.
11. Conclusion
By incorporating these accessibility and inclusivity features, Ooober everything becomes not only a transportation and logistics service but also an app that caters to a broad spectrum of users, regardless of their physical abilities, language or cultural background. These thoughtful design choices help make the app a truly universal tool that enhances user experience while promoting social responsibility, diversity and accessibility.



Logbook template 
Learner name:
Date of log: 
Summarise the work you did in this lesson: 




What progress did you make in today’s lesson and what creative processes did you use?



What needs to be done next?









Lesson 1 learner skills audit
Before we go any further, please RAG rate yourself against the knowledge and skills. You will be requested to complete sections of the learner skills audit over the coming lessons. This will be relevant to the work that you will be doing. At the end of the 10 lessons, you will repeat the learner skills audit and compare your distance travelled.
	CPK1.3 The purpose of qualitative and quantitative research techniques applied to enhance the understanding of an audience/consumer.

	I can:
	R
	A
	G
	Notes

	Identify a range of qualitative techniques.
	
	
	
	

	Identify a range of quantitative techniques.
	
	
	
	

	Recognise the benefits from a range of research techniques (where a range is three or more techniques).
	
	
	
	

	CPK1.6 The applications of tools and techniques in the development and presentation of ideas.

	I can:
	R
	A
	G
	Notes

	Use tools and techniques for generating ideas through creativity.
	
	
	
	

	Use tools and techniques for problem-solving.
	
	
	
	

	Use tools and techniques for knowledge sharing.
	
	
	
	

	Mind map.
	
	
	
	

	Work collaboratively.
	
	
	
	

	Role play.
	
	
	
	

	Create mood boards.
	
	
	
	

	Create storyboards.
	
	
	
	

	Create proposal document.
	
	
	
	

	Use visual aids.
	
	
	
	

	Create virtual productions.
	
	
	
	

	Use visual effects (VFX).
	
	
	
	

	Totals
	
	
	
	





The following materials relate to lesson 2: Qualitative and quantitative research.
Learners will also require a copy of the Logbook template and Ooober everything project brief from the lesson 1 materials.


Impact of social media case study
Research objective
To understand how different patterns of social media usage correlate with mental health outcomes.
Step 1: Research design
The research was conducted using both qualitative and quantitative methods to provide a comprehensive analysis of the issue.
· Quantitative research: This involved the collection of numerical data, specifically through surveys, to determine the extent to which social media usage correlates with mental health issues.
· Qualitative research: Interviews and focus groups were used to gain deeper insights into teenagers’ personal experiences and emotions relating to social media use and mental health.
Step 2: Quantitative research
Survey design
A structured survey was designed with closed-ended questions as follows:
Social media usage:
· How many hours per day do you spend on social media? (Options: 0–1 hour, 2–3 hours, 4+ hours)
· Which social media platforms do you use the most? (Options: Instagram, Snapchat, Facebook, TikTok, Twitter)
Mental health:
· Have you ever felt anxious after using social media? (Yes/No)
· How often do you feel down or depressed after viewing social media posts? (Options: Never, Sometimes, Often, Always)
· Do you believe that social media impacts your self-esteem? (Yes/No)
Emotional impact:
· Do you compare yourself to others on social media? (Yes/No)
· Do you think social media affects your body image? (Yes/No)
Survey distribution
The survey was distributed to 200 teenagers (aged 13–18) in various high schools. The sample group included a mix of genders and social backgrounds to ensure diversity and representativity.


Quantitative analysis
After collecting the survey data, the following analyses were performed:
Descriptive statistics
Calculation of the average time spent on social media, as well as the frequency of reported anxiety or depression symptoms.
Correlation analysis
Using Pearson’s correlation coefficient, the relationship between the number of hours spent on social media and mental health outcomes (such as anxiety and depression) was analysed.
Cross-tabulation
Exploration of any relationship between the type of social media used and the severity of mental health outcomes.
Step 3: Qualitative research
Interviews and focus groups
A smaller subset of participants (20 teenagers) was selected for in-depth interviews or focus groups. The goal was to explore the emotional and psychological effects of social media on a personal level.
Interview questions:
· Can you describe how you feel after spending time on social media?
· Have you ever experienced any negative emotions, such as anxiety or sadness, related to social media?
· How do you think social media affects your body image or self-esteem?
· Do you ever feel pressure to portray a certain image or lifestyle online? How does this impact your emotions?
Focus group discussion
A facilitated group discussion allowed teenagers to share their experiences and perceptions of social media. The facilitator guided the conversation, ensuring that all participants had an opportunity to share their thoughts.
Data analysis
· Thematic analysis: Identify recurring themes across the interviews and focus group discussions, such as feelings of inadequacy, comparison or the pressure to present a curated version of oneself online.
· Coding: Responses were coded to highlight key patterns or significant statements regarding the emotional impact of social media.


Step 4: Findings and interpretation
Quantitative results
Based on the survey data, the analysis revealed the following percentages of teenagers who report:
· spending over two hours a day on social media – 75%
· feeling anxious after using social media – 40%
· feeling anxious frequently after using social media – 20%
· believing social media negatively affects their self-esteem – 60%.
Qualitative results
From the focus groups and interviews, common themes emerged:
· Many teenagers report feeling pressure to present an idealised version of themselves on social media, often leading to feelings of inadequacy.
· Participants describe frequent comparisons to influencers or peers, contributing to anxiety, particularly regarding body image and social validation.
· Several teenagers reported that they use social media to feel connected, but the emotional cost is often high, as they feel disconnected or more isolated after spending time online.
Mixed findings
Some teenagers mentioned positive effects of social media, such as maintaining relationships and feeling part of online communities. However, these benefits were often outweighed by the negative emotional toll.
Step 5: Conclusion and implications
Key conclusion
The research found a significant relationship between high social media usage and negative mental health outcomes, particularly anxiety, depression and lower self-esteem. Both qualitative and quantitative data supported the notion that social media can have harmful emotional impacts, especially when teenagers engage in social comparison.
Implications
· For educators: Schools could integrate discussions about healthy social media use and its emotional impacts into the curriculum.
· For parents: Encourage open conversations with teenagers about their social media habits and provide guidance on how to navigate online spaces safely.
· For social media platforms: Consider implementing features that promote wellbeing, such as limiting usage time or providing more tools for mental health support.
Step 6: Reflection and limitations
Reflection
This case study demonstrates the value of using both qualitative and quantitative research methods. The combination of numerical data and personal experiences offers a fuller understanding of how social media impacts teenagers’ mental health. However, the self-reported nature of the survey and interviews may introduce biases such as social desirability or inaccurate self-assessment.
Limitations
· The sample size of 200 teenagers may not fully represent the broader teenage population.
· The research relies heavily on self-reported data, which may not always be accurate.


Kolb’s learning/reflective cycle






Lesson 2 learner skills audit tool
	CPS1.2 Use sources to support research for ideas generation.

	I can:
	R
	A
	G
	Notes

	Identify a range of suitable sources appropriate to the brief requirements.
	
	
	
	

	Apply knowledge of validity and identify credible sources. 
	
	
	
	

	Use identified sources to develop ideas.
	
	
	
	

	CPK1.2 The consideration factors of audience/consumer profiles when creating media.

	I can:
	R
	A
	G
	Notes

	Identify accessibility requirements.
	
	
	
	

	Analyse demographic information.
	
	
	
	

	Recognise psychographic importance.
	
	
	
	

	Segment target audiences into demographic/psychographic groups.
	
	
	
	

	CPK1.4 The types of sources available to support content production.

	I can:
	R
	A
	G
	Notes

	Source relevant publications needed.
	
	
	
	

	Select relevant online sources needed.
	
	
	
	

	Source relevant archive video or audio material required.
	
	
	
	

	Source subject matter experts.
	
	
	
	

	Source regulatory bodies and compliance guidance.
	
	
	
	

	Totals
	
	
	
	





The following materials relate to lesson 3: Gathering sources for content creation and production.
Learners will also require a copy of the Logbook template and Ooober everything project brief from the lesson 1 materials.


Lesson 3 learner skills audit tool
	CPS1.3 Plan and record requirements and the intended impact of proposed ideas. 

	I can:
	R
	A
	G
	Notes

	Identify technical and resource constraints for proposed ideas.
	
	
	
	

	Create a plan to meet the requirements for ideas/brief.
	
	
	
	

	Record information for compliance to support legislation.
	
	
	
	

	Identify and record the impact of the proposed ideas.
	
	
	
	

	CPS1.4 Revise the ideas in response to feedback from clients/colleagues.

	I can:
	R
	A
	G
	Notes

	Collate the feedback from clients/colleagues.
	
	
	
	

	Identify any areas for improvement received in the feedback from clients/colleagues.
	
	
	
	

	Apply changes to the ideas.
	
	
	
	

	Create new iterations of ideas based on feedback.
	
	
	
	

	Totals
	
	
	
	




The following materials relate to lesson 4: Storyboard creation and peer feedback.
Learners will also require a copy of the Logbook template and Ooober everything project brief from the lesson 1 materials.


Storyboard template
Title:																Page: 
Name:					 Advert theme: 								Date:
A ser







Notes:									       Notes:								







Notes:									        Notes:								



Client feedback form
Client ref: ______________________
Production team (learner group name):
You are the ‘Client’ and are to provide constructive feedback to your chosen group after the group presentation has finished. When completed, this form is to be made available to the production team (learner group presenting) straight after the presentations have concluded.
Rate how close the production team is to meeting the brief requirements?
Scale of 1 to 10 (circle where appropriate, 10 being professional and 1 being novice).
0….....1……....2….....3……....4….....5….…...6……....7……....8….…...9….…...10
Why did you give that score?
What went well?







Even better if …..


Lesson 4 learner skills audit tool
	CPK1.12 The importance of brand awareness and guidelines in the ideas generation process. 

	I can:
	R
	A
	G
	Notes

	Create an identity that reflects the values and behaviours of an organisation.
	
	
	
	

	Develop trust among consumers. 
	
	
	
	

	Enhance the potential (of a brand) to meet organisational goals and objectives. 
	
	
	
	

	Enhance brand equity.
	
	
	
	

	Follow guidelines to maintain consistency.
	
	
	
	

	Standardise the look and feel of the content.
	
	
	
	

	Set requirements for communication with the audience (for example, tone of voice, language used). 
	
	
	
	

	Protect the reputation of the brand. 
	
	
	
	

	Follow regulations (for example, Ofcom, the Advertising Standards Authority (ASA).
	
	
	
	

	Detail accessibility and diversity requirements. 
	
	
	
	

	Set clear parameters for the use of branded products in the media product. 
	
	
	
	

	Follow editorial guidelines – applies to all content created for the brand.
	
	
	
	

	Set out clear editorial values for media production and broadcast.
	
	
	
	

	CPK1.13 The purpose of media campaigns. 

	I can:
	R
	A
	G
	Notes

	Reach a large audience through a relevant platform. 
	
	
	
	

	Support corporate social responsibility (CSR) objectives. 
	
	
	
	

	Promote awareness of specific products (for example, call to action and generate leads). 
	
	
	
	

	Totals
	
	
	
	





The following materials relate to lesson 5: Storyboard creation continued.
Learners will also require the following:
· A copy of the Ooober everything project brief from the lesson 1 materials.
· A copy of the Logbook template from the lesson 1 materials.
· A copy of the Client feedback form from the lesson 4 materials.


Lesson 5 learner skills audit tool
	CPS1.5 Create a proposal document to outline proposed platform and format of content.

	I can:
	R
	A
	G
	Notes

	Identify the platform of content in line with the ideas.
	
	
	
	

	Identify the format of content in line with the ideas.
	
	
	
	

	Create a proposal document detailing the appropriate information for ideas.
	
	
	
	

	CPK1.5 Considerations when selecting credible sources of information. 

	I can:
	R
	A
	G
	Notes

	Understand the validity of sources and information.
	
	
	
	

	Understand the relevance of the source material to the context of research.
	
	
	
	

	Triangulate data from multiple sources.
	
	
	
	

	Reduce bias through my selection of sources and information.
	
	
	
	

	Protect the reputation and safeguard myself as the content creator.
	
	
	
	

	Avoid defamation.
	
	
	
	

	CPK1.8 The technical and resource constraints impacting the development and realisation of ideas. 

	I can:
	R
	A
	G
	Notes

	Understand the impact of equipment operation and functionality.
	
	
	
	

	Understand the impact of digital storage capacity and availability. 
	
	
	
	

	Understand the impact of staff/crew experience and qualifications. 
	
	
	
	

	Understand the impact of production facilities.
	
	
	
	

	Understand the impact of secure storage space for equipment. 
	
	
	
	

	Understand the impact of budget availability for:
• staff/crew 
• talent/contributors 
• location expenses (for example, location hire, catering) 
• production costs (for example, archive, props, wardrobe) 
• promotion costs 
• logistics costs 
• transport 
• insurance of equipment 
• contingency expenses. 
	
	
	
	

	Understand the impact of personnel requirements: 
• contributors (for example, interviewees, subject or technical experts, extras) 
• talent (for example, presenters, models, artists) 
• staff/crew.
	
	
	
	

	Understand the impact of location requirements: 
• suitability and access 
• permissions 
• availability 
• accessibility 
• on-site considerations (for example, toilet facilities, catering, first aid).
	
	
	
	

	Understand the impact of production-specific resources (for example, props, wardrobe/costume, sets).
	
	
	
	

	Understand the impact of digital resources.
	
	
	
	

	Understand the impact of legislation and regulatory compliance.
	
	
	
	

	Understand the impact of ethical responsibilities.
	
	
	
	

	Understand the impact of environmental sustainability.
	
	
	
	




	CPK1.15 The formats of content used on different platforms.

	I can:
	R
	A
	G
	Notes

	Understand moving image types (for example, fictional, factual, adverts, music video, instructional videos, cinema release).
	
	
	
	

	Understand content can be either scripted or unscripted.
	
	
	
	

	Understand content can be either live broadcast or pre-recorded.
	
	
	
	

	Understand content can be based in a studio or on location.
	
	
	
	

	Understand technical formats (for example, resolution, aspect ratio and frame rate).
	
	
	
	

	Understand and create audio types (for example, podcasts, music, radio, news reports, radio drama, audiobooks).
	
	
	
	

	Understand technical formats:
file types, for example: MP3/WAV/AIFF 
audio technologies, for example: Dolby Digital / Atmos / SDDS. 
	
	
	
	

	Understand on-demand streaming includes a library of pre-recorded/catch-up content (for example, transactional video on demand (TVOD), subscription video and advertising-based video on demand (AVOD)).
	
	
	
	

	Understand digital: web-based content that can be created, viewed, modified and distributed online (for example, websites, social media, digital magazines and digital books, including a library of pre-recorded / catch-up content).
	
	
	
	

	CPK1.16 The strengths and weaknesses of platforms to meet the requirements of content delivery.

	I can:
	R
	A
	G
	Notes

	Understand live broadcast television and radio
• strengths and effectiveness, for example: 
· regulated: UK-based channels and stations regulated by Ofcom (such as being subject to watershed restrictions), adheres to ethical and regulatory guidelines on content inclusion, trusted by audience 
· may have public service remit (for example, responsibility for diverse and inclusive representation) 
· easily accessible and discoverable via electronic programme guide (EPG) 
· reputable and established brands 
· established audience base 
· optional live audience interactivity. 
	
	
	
	

	Understand live broadcast television and radio
   • weaknesses, for example: 
· pitching of content requires investment without a guaranteed return 
· time restrictive, duration parameters, scheduled programming, time-specific programming in line with the broadcaster’s schedule 
· limited scheduling slots 
· programming is controlled by gatekeepers, challenging to secure a commission, limited distributor access to a platform 
· basic audience data (for example, viewing figures only) 
· content can be restricted by regulators.
	
	
	
	

	Understand on demand
• strengths and effectiveness, for example:
· audience have ownership for viewing preferences 
· may be regulated, may include parental passwords to ensure age-appropriate content, may have public service remit (for example, responsibility for diverse and inclusive representation) 
· not time restrictive, no scheduling limitations, no duration requirements, available on demand 
· access to diverse global content in multiple languages 
· personalisation based on viewing history and preferences 
· audience retention: anytime access to content limits potential loss of audience 
· sophisticated audience analytics 
· offers shareable functionality.
	
	
	
	

	Understand on demand
• weaknesses: 
· pitching of content requires investment without a guaranteed return 
· additional costs for the audience, limits discoverability of the platform 
· content requires a manual set-up of parental controls 
· limited live audience engagement (for example, voting or red-button content) 
· additional hardware requirements 
· reduces the likelihood of viewers watching content in a social setting.
	
	
	
	

	Understand digital and social media
• strengths and effectiveness, for example: 
· audience have ownership for viewing preferences 
· shareability 
· time flexibility 
· drives cross-platform content 
· builds niche communities and audiences 
· personalisation based on online network 
· easily accessible for content creators. 
	
	
	
	

	Understand digital and social media
• weaknesses: 
· high turnover of content (for example, audience may miss certain content due to high number of posts) 
· algorithm-driven audience behaviours (for example, lack of interaction with social media accounts will limit the exposure of content)
· less discoverable for new users 
· no threshold for quality and factual accuracy of content 
· higher potential for copyright infringement 
· limited regulation (for example, not subject to an initial screening prior to publication)
· content can be removed without warning. 
	
	
	
	

	Understand live performance
• strengths and effectiveness, for example: 
· interactive 
· experiential 
· generates audience loyalty 
· fan-based 
· social experience 
· ability to perform at low cost (for example, street artist) 
· may be live-streamed or recorded for later broadcast, streaming or download.
	
	
	
	

	Understand live performance
• weaknesses: 
· susceptibility to cancellation 
· greater impact of human and technical error 
· limited audience discoverability
· high cost, time-consuming, location specific. 
	
	
	
	

	Understand installation art
• strengths and effectiveness, for example: 
· experiential and immersive 
· social experience 
· potential for interactivity 
· artistic freedom of expression. 
	
	
	
	

	Understand installation art
• weaknesses: 
· location-based, limited discoverability 
· niche audience 
· increased promotional requirements.
	
	
	
	

	Understand print: 
• strengths and effectiveness for example: 
· collectible 
· audience loyalty 
· accessed at the consumer’s own pace 
· access to global content 
· option to self-publish, low cost, ownership of intellectual property.
	
	
	
	

	Understand print: 
 • weaknesses: 
· sustainability of paper-based production methods and products 
· cost: purchase price of printed materials, paywalls for online content and publications, high production costs 
· limited ability to make corrections once the content is printed or published 
· time lapse between the publication of a series or the next edition.
	
	
	
	

	Totals
	
	
	
	





The following materials relate to lesson 6: The benefits of various media platforms and formats.


Lesson 6 learner skills audit tool
	CPS1.6 Present a pitch and negotiate with colleagues and/or clients using appropriate tools and techniques. 

	I can:
	R
	A
	G
	Notes

	Use the appropriate tools and techniques to deliver a pitch to colleagues and/or clients.
	
	
	
	

	Negotiate with colleagues and clients.
	
	
	
	

	Record the outcomes of the negotiations with colleagues and clients.
	
	
	
	

	CPK1.10 The ethical, economic and commercial drivers in content production and platform choice.

	I can:
	R
	A
	G
	Notes

	Identify ethical drivers: 
• editorial impartiality – a balanced, fair representation showing all points of view 
• truthful and accountable – a responsibility to not propagate fake news and unverified material to ensure audience trust 
• diversity and inclusion – duty to represent all sections of society in content presentation and production 
• sustainability – responsibility to ensure minimal negative impact on the environment. 
	
	
	
	

	Identify economic drivers: 
• subscription model – provides consistent revenue over a period of time through a fee paid by audiences to access the content 
• advertising – opportunity to generate funding through sponsorship or brand placement in the content 
• budget – the level will dictate production options.
	
	
	
	

	Identify commercial drivers: 
• development of an industry reputation 
• increase of the market share 
• serving of a niche audience 
• increase in viewing, streaming or sales figures 
• development of a unique, repeatable and saleable format 
• creation of a brand identity (for example, merchandise) 
• cross-platform compatibility 
• cross-platform discoverability. 
	
	
	
	

	Totals
	
	
	
	





The following materials relate to lesson 7: Preparing for the pitch.


Advertisement proposal template
Describe the product or service to be advertised.


What are the key selling points of product or service to be advertised?


Who is the primary audience for this advert? (include age, interests, location, behaviours, etc.) 


Which media platform will be used? (i.e. Instagram, radio, YouTube) What format will the advert take? (i.e. image ad, podcast jingle, 30-second video)


What resources are required? (e.g. budget, skills, time, software, equipment access.)


What is your idea for the advert? Is there a mood board or other resource available?


What is your justification for each of the decisions made? How does the proposed advert meet the brief?


The following materials relate to lesson 8: Preparing for the pitch.
There are no additional materials for this lesson.


The following materials relate to lesson 9: Final preparation for company pitch and written proposal.
There are no additional resources for this lesson.


The following materials relate to lesson 10: Present proposal and pitch – self-reflection and action planning.
There are no additional resources for this lesson.


Final learner skills audit tool
[bookmark: _Hlk195262167]After each lesson in this series, you were asked to RAG rate yourself against a range of sector knowledge and skills. Now you will complete the audit again, this time covering all the content from across all lessons. Once completed, you will compare it with your other completed learner skills audit tools. You can then determine the progress made and any further development needed.
	CPS1.1 Generate original ideas and concepts to support content development.

	I can:
	R
	A
	G
	Notes

	Review the brief and consider the options and the client’s needs. 
	
	
	
	

	Research needs of stakeholders to generate ideas. 
	
	
	
	

	Record your ideas in an appropriate industry standard format (for example, mind mapping).
	
	
	
	

	Compare ideas against the original brief and its requirements.
	
	
	
	

	CPK1.1 The process and consideration factors for content development for a range of platforms.

	I can:
	R
	A
	G
	Notes

	Identify the intended target audience.
	
	
	
	

	Identify the intended purpose(s).
	
	
	
	

	Recognise and use existing source material and works.
	
	
	
	

	Understand what media I might need to meet the deliverables.
	
	
	
	

	Identify an appropriate genre or style for my advert.
	
	
	
	

	Choose an appropriate platform for my advert based on the requirements of the brief.
	
	
	
	

	Identify an appropriate format for my chosen media platform.
	
	
	
	

	Understand legal, ethical and environmental considerations.
	
	
	
	

	Review client’s existing/archive content and similar from competitors and judge its appeal and unique selling point (USP).
	
	
	
	

	Understand what it means to make a pitch and the skills involved.
	
	
	
	

	CPK1.3 The purpose of qualitative and quantitative research techniques applied to enhance the understanding of an audience/consumer.

	I can:
	R
	A
	G
	Notes

	Identify a range of qualitative techniques.
	
	
	
	

	Identify a range of quantitative techniques.
	
	
	
	

	Recognise the benefits from a range of research techniques (a range being three or more techniques).
	
	
	
	

	CPK1.6 The applications of tools and techniques in the development and presentation of ideas.

	I can:
	R
	A
	G
	Notes

	[bookmark: _Hlk201485988]Use tools and techniques for generating ideas through creativity.
	
	
	
	

	Use tools and techniques for problem-solving.
	
	
	
	

	Use tools and techniques for knowledge sharing.
	
	
	
	

	Mind map.
	
	
	
	

	Work collaboratively.
	
	
	
	

	Role play.
	
	
	
	

	Create mood boards.
	
	
	
	

	Create storyboards.
	
	
	
	

	Create proposal document.
	
	
	
	

	Use visual aids.
	
	
	
	

	Create virtual productions.
	
	
	
	

	Use visual FX (VFX).
	
	
	
	

	Totals
	
	
	
	

	[bookmark: _Hlk195263068]CPS1.2 Use sources to support research for ideas generation.

	I can:
	R
	A
	G
	Notes

	Identify a range of suitable sources appropriate to the brief requirements.
	
	
	
	

	Apply knowledge of validity and identify credible sources. 
	
	
	
	

	Use identified sources to develop ideas.
	
	
	
	

	CPK1.2 The consideration factors of audience/consumer profiles when creating media.

	I can:
	R
	A
	G
	Notes

	Identify accessibility requirements.
	
	
	
	

	Analyse demographic information.
	
	
	
	

	Recognise psychographic importance.
	
	
	
	

	Segment target audiences into demographic/psychographic groups.
	
	
	
	

	CPK1.4 The types of sources available to support content production.

	I can:
	R
	A
	G
	Notes

	Source relevant publications needed.
	
	
	
	

	Select relevant online sources needed.
	
	
	
	

	Source relevant archive video or audio material required.
	
	
	
	

	Source subject matter experts.
	
	
	
	

	Source regulatory bodies and compliance guidance.
	
	
	
	

	Totals
	
	
	
	

	[bookmark: _Hlk195263171]CPS1.3 Plan and record requirements and the intended impact of proposed ideas.

	I can:
	R
	A
	G
	Notes

	Identify technical and resource constraints for proposed ideas.
	
	
	
	

	Create a plan to meet the requirements for ideas/brief.
	
	
	
	

	Record information for compliance to support legislation.
	
	
	
	

	Identify and record the impact of the proposed ideas.
	
	
	
	

	CPS1.4 Revise the ideas in response to feedback from clients/colleagues.

	I can:
	R
	A
	G
	Notes

	Collate the feedback from clients/colleagues.
	
	
	
	

	Identify any areas for improvement received in the feedback from clients/colleagues.
	
	
	
	

	Apply changes to the ideas.
	
	
	
	

	Create new iterations of ideas based on feedback.
	
	
	
	

	Totals
	
	
	
	

	[bookmark: _Hlk195263279]CPK1.12 The importance of brand awareness and guidelines in the ideas generation process.

	I can:
	R
	A
	G
	Notes

	Create an identity that reflects the values and behaviours of an organisation.
	
	
	
	

	Develop trust among consumers. 
	
	
	
	

	Enhance the potential (of a brand) to meet organisational goals and objectives. 
	
	
	
	

	Enhance brand equity.
	
	
	
	

	Follow guidelines to maintain consistency.
	
	
	
	

	Standardise the look and feel of the content.
	
	
	
	

	Set requirements for communication with the audience (for example, tone of voice, language used). 
	
	
	
	

	Protect the reputation of the brand. 
	
	
	
	

	Follow regulations (for example, Ofcom, ASA).
	
	
	
	

	Detail accessibility and diversity requirements. 
	
	
	
	

	Set clear parameters for the use of branded products in the media product. 
	
	
	
	

	Follow editorial guidelines – applies to all content created for the brand.
	
	
	
	

	Set out clear editorial values for media production and broadcast.
	
	
	
	

	CPK1.13 The purpose of media campaigns.

	I can:
	R
	A
	G
	Notes

	Reach a large audience through a relevant platform. 
	
	
	
	

	Support corporate social responsibility (CSR) objectives. 
	
	
	
	

	Promote awareness of specific products (for example, call to action and generate leads). 
	
	
	
	

	Totals
	
	
	
	

	[bookmark: _Hlk195263855]CPS1.5 Create a proposal document to outline proposed platform and format of content.

	I can:
	R
	A
	G
	Notes

	Identify the platform of content in line with the ideas.
	
	
	
	

	Identify the format of content in line with the ideas.
	
	
	
	

	Create a proposal document detailing the appropriate information for ideas.
	
	
	
	

	CPK1.5 Considerations when selecting credible sources of information. 

	I can:
	R
	A
	G
	Notes

	Understand the validity of sources and information.
	
	
	
	

	Understand the relevance of the source material to the context of research.
	
	
	
	

	Triangulate data from multiple sources.
	
	
	
	

	Reduce bias through my selection of sources and information.
	
	
	
	

	Protect the reputation and safeguard myself as the content creator.
	
	
	
	

	Avoid defamation.
	
	
	
	

	CPK1.8 The technical and resource constraints impacting the development and realisation of ideas.

	I can:
	R
	A
	G
	Notes

	Understand the impact of equipment operation and functionality.
	
	
	
	

	Understand the impact of digital storage capacity and availability. 
	
	
	
	

	Understand the impact of experience and qualification of staff/crew. 
	
	
	
	

	Understand the impact of production facilities.
	
	
	
	

	Understand the impact of secure storage space for equipment. 
	
	
	
	

	Understand the impact of budget availability for:
• staff/crew 
• talent/contributors 
• location expenses (for example, location hire, catering) 
• production costs (for example, archive, props, wardrobe) 
• promotion costs 
• logistics costs 
• transport 
• insurance of equipment 
• contingency expenses. 
	
	
	
	

	Understand the impact of personnel requirements: 
• contributors (for example, interviewees, subject or technical experts, extras) 
• talent (for example, presenters, models, artists) 
• staff/crew.
	
	
	
	

	Understand the impact of location requirements: 
• suitability and access 
• permissions 
• availability 
• accessibility 
• on-site considerations (for example, toilet facilities, catering, first aid).
	
	
	
	

	Understand the impact of production-specific resources (for example, props, wardrobe/costume, sets).
	
	
	
	

	Understand the impact of digital resources.
	
	
	
	

	Understand the impact of legislation and regulatory compliance.
	
	
	
	

	Understand the impact of ethical responsibilities.
	
	
	
	

	Understand the impact of environmental sustainability.
	
	
	
	

	CPK1.15 The formats of content used on different platforms.

	I can:
	R
	A
	G
	Notes

	Understand moving image types (for example, fictional, factual, adverts, music video, instructional videos, cinema release).
	
	
	
	

	Understand content can be either scripted or unscripted.
	
	
	
	

	Understand content can be either live broadcast or pre-recorded.
	
	
	
	

	Understand content can be based in a studio or on location.
	
	
	
	

	Understand technical formats (for example, resolution, aspect ratio and frame rate).
	
	
	
	

	Understand and create audio types (for example, podcasts, music, radio, news reports, radio drama, audiobooks).
	
	
	
	

	Understand technical formats:
file types, for example: MP3/WAV/AIFF 
audio technologies, for example: Dolby Digital / Atmos / SDDS. 
	
	
	
	

	Understand digital – web-based content that can be created, viewed, modified and distributed online (for example, websites, social media, digital magazines and digital books).

	
	
	
	

	Understand that on demand/streaming includes a library of pre-recorded/catch-up content (for example, transactional video on demand (TVOD), subscription video and advertising-based video on demand (AVOD)).
	
	
	
	

	CPK1.16 The strengths and weaknesses of platforms to meet the requirements of content delivery.

	I can:
	R
	A
	G
	Notes

	Understand live broadcast television and radio and their strengths and effectiveness, for example: 
· regulated: UK-based channels and stations regulated by Ofcom (for example, subject to watershed restrictions), adheres to ethical and regulatory guidelines on content inclusion, trusted by audience 
· may have public service remit (for example, responsibility for diverse and inclusive representation) 
· easily accessible and discoverable via electronic programme guide (EPG) 
· reputable and established brands 
· established audience base 
· optional live audience interactivity.
	
	
	
	

	Understand live broadcast television and radio and their weaknesses, for example: 
· pitching of content requires investment without a guaranteed return 
· time restrictive: duration parameters, scheduled programming, time-specific programming in line with the broadcaster’s schedule 
· limited scheduling slots 
· programming is controlled by gatekeepers: challenging to secure a commission, limited distributor access to a platform 
· basic audience data (for example, viewing figures only) 
· content can be restricted by regulators.
	
	
	
	

	Understand the strengths and effectiveness of on demand, for example:
· audience have ownership for viewing preferences 
· may be regulated, may include parental passwords to ensure age-appropriate content, may have public service remit (for example, responsibility for diverse and inclusive representation) 
· not time restrictive, no scheduling limitations, no duration requirements, available on demand 
· access to diverse global content in multiple languages 
· personalisation based on viewing history and preferences 
· audience retention, anytime access to content limits potential loss of audience 
· sophisticated audience analytics 
· offers shareable functionality.
	
	
	
	

	Understand the weaknesses of on demand, for example:
· pitching of content requires investment without a guaranteed return 
· additional costs for the audience, limits discoverability of the platform 
· content requires a manual set-up of parental controls 
· limited live audience engagement (for example, voting or red-button content) 
· additional hardware requirements 
· reduces the likelihood of viewers watching content in a social setting.
	
	
	
	

	Understand the strengths and effectiveness of digital and social media, for example: 
· audience have ownership for viewing preferences 
· shareability 
· time flexibility 
· drives cross-platform content 
· builds niche communities and audiences 
· personalisation based on online network 
· easily accessible for content creators. 
	
	
	
	

	Understand the weaknesses of digital and social media, for example:
· high turnover of content (for example, audience may miss certain content due to high number of posts) 
· algorithm-driven audience behaviours (for example, lack of interaction with social media accounts will limit the exposure of content)
· less discoverable for new users 
· no threshold for quality and factual accuracy of content 
· higher potential for copyright infringement 
· limited regulation (for example, not subject to an initial screening prior to publication)
· content can be removed without warning. 
	
	
	
	

	Understand the strengths and effectiveness of live performance, for example: 
· interactive 
· experiential 
· generates audience loyalty 
· fan-based 
· social experience 
· ability to perform at low cost (for example, street artist) 
· may be live-streamed or recorded for later broadcast, streaming or download.
	
	
	
	

	Understand the weaknesses of live performance, for example:
· susceptibility to cancellation 
· greater impact of human and technical error 
· limited audience discoverability
· high cost, time-consuming, location specific.
	
	
	
	

	Understand the strengths and effectiveness of installation art, for example: 
· experiential and immersive 
· social experience 
· potential for interactivity 
· artistic freedom of expression.
	
	
	
	

	Understand the weaknesses of installation art, for example:
· location-based, limited discoverability 
· niche audience 
· increased promotional requirements.
	
	
	
	

	Understand the strengths and effectiveness of print, for example: 
· collectible 
· audience loyalty 
· accessed at the consumer’s own pace 
· access to global content 
· option to self-publish, low cost, ownership of intellectual property.
	
	
	
	

	Understand the weaknesses of print:  
· sustainability of paper-based production methods and products 
· cost: purchase price of printed materials, paywalls for online content and publications, high production costs 
· limited ability to make corrections once the content is printed or published 
· time lapse between the publication of a series or the next edition.
	
	
	
	

	Totals
	
	
	
	

	[bookmark: _Hlk195264009]CPS1.6 Present a pitch and negotiate with colleagues and/or clients using appropriate tools and techniques.

	I can:
	R
	A
	G
	Notes

	Use the appropriate tools and techniques to deliver a pitch to colleagues and/or clients.
	
	
	
	

	Negotiate with colleagues and/or clients.
	
	
	
	

	Record the outcomes of the negotiations with colleagues and/or clients.
	
	
	
	

	CPK1.10 The ethical, economic and commercial drivers in content production and platform choice

	I can:
	R
	A
	G
	Notes

	Identify ethical drivers: 
• editorial impartiality – a balanced, fair representation showing all points of view 
• truthful and accountable – a responsibility not to propagate fake news and unverified material to ensure audience trust 
• diversity and inclusion – duty to represent all sections of society in content presentation and production 
• sustainability – responsibility to ensure minimal negative impact on the environment. 
	
	
	
	

	Identify economic drivers: 
• subscription model – provides consistent revenue over a period of time through a fee paid by audiences to access the content 
• advertising – opportunity to generate funding through sponsorship or brand placement in the content 
• budget – the level will dictate production options.
	
	
	
	

	Identify commercial drivers: 
• development of an industry reputation 
• increase of the market share 
• serving of a niche audience 
• increase in viewing, streaming or sales figures 
• development of a unique, repeatable and saleable format 
• creation of a brand identity (for example, merchandise) 
• cross-platform compatibility 
• cross-platform discoverability. 
	
	
	
	

	Totals
	
	
	
	

	[bookmark: _Hlk195264104]CPK1.17 How to deliver an effective pitch. 

	I can:
	R
	A
	G
	Notes

	Using pitching techniques enhances the ability to influence and negotiate with stakeholders, for example: 
• use of presentation software 
	
	
	
	

	• rehearsal of pitch 
	
	
	
	

	• presentation techniques, for example: 
· appropriate voice projection (for example, to grab the audience’s attention) 
· tone of voice (for example, to put the audience at ease) 
· positive body language 
· persuasive techniques (for example, use of rhetorical questions, emotive language, repetition of key points) 
· use of appropriate terminology 
· accurate timing 
· creativity in delivery 
	
	
	
	

	• interaction with visual aids (for example, mood boards, storyboards) 
	
	
	
	

	• communicating key information from proposal (for example, synopsis of script, how ideas meet the brief) 
	
	
	
	

	• responding to questions and feedback.
	
	
	
	

	Totals
	
	
	
	



	Cumulative total
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Active experimentation


	


Concrete experience


	Doing/having an experience


Reflective observation


	Reviewing/ reflecting on the experience


Abstract conceptualisation


	Concluding/ learning from the experience





  





Planning/trying out what you have learnt
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