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Introduction
This programme module may be delivered as a standalone module leading to certification in a QQI minor award. It may also be delivered as part of an overall validated programme leading to a Level 5 QQI Certificate. 
The teacher/tutor should familiarise themselves with the information contained in Laois and Offaly ETB programme descriptor for the relevant validated programme prior to delivering this programme module.
The programme module is structured as follows:
	1. Title of Programme Module

	2. QQI Component Title and Code

	3. Duration in hours

	4. Credit Value of QQI Component

	5. Status

	6. Special Requirements

	7. Aim of the Programme Module

	8. Objectives of the Programme Module

	9. Learning Outcomes

	10. Indicative Content

	11. Assessment
12. Assessment Technique(s)
13. Mapping of Learning Outcomes to Assessment Technique(s)
14. Guidelines for Assessment Activities

	15. Grading

	16. Learner Marking Sheet(s), including Assessment Criteria



Integrated Delivery and Assessment
The teacher/tutor is encouraged to integrate the delivery of content where an overlap between content of this programme module and one or more other programme modules is identified. This programme module will facilitate the learner to develop the academic and vocational language, literacy and numeracy skills relevant to the themes and content of the module. 
Likewise the teacher/tutor is encouraged to integrate assessment where there is an opportunity to facilitate a learner to produce one piece of assessment evidence which demonstrates the learning outcomes from more than one programme module. The integration of the delivery and assessment of level 5 Communications and level 5 Mathematics modules with that of other level 5 modules is specifically encouraged, as appropriate. 

Indicative Content
The indicative content in Section 10 does not cover all teaching possibilities. The teacher/tutor is encouraged to be creative in devising and implementing other approaches, as appropriate. The use of examples is there to provide suggestions. The teacher/tutor is free to use other examples, as appropriate. The indicative content ensures all learning outcomes are addressed but it may not follow the same sequence as that in which the learning outcomes are listed in Section 9. It is the teacher’s/tutor’s responsibility to ensure that all learning outcomes are included in the delivery of this programme module.

Title of Programme Module
Digital Movie Processing

Component Name and Code 
Digital Movie Processing 5N1605

Duration in Hours
150 Hours (typical learner effort, to include both directed and self directed learning)

Credit Value
15 Credits

Status
This programme module may be compulsory or optional within the context of the validated programme. Please refer to the relevant programme descriptor, Section 9 Programme Structure.

Special Requirements
None

Aim of the Programme Module
The purpose of this award is to equip the learner with the knowledge, skill and competence to produce content using modern digital processing techniques and utilise key production methods in digital movie processing.

Objectives of the Programme Module
· To facilitate the learner to create an awareness of the expanding application of digital movies in modern media
· To enable the learner to develop technical and practical skills in digital movie processing
· To facilitate the learner to plan, prepare and implement the processing of a digital movie
· To enable the learner to gain an understanding of good work practices in areas such as time management, adhering to deadlines, care of equipment and health &  safety
· To assist the learner to develop the academic and vocational language, literacy and numeracy skills related to digital movie processing through the medium of the indicative content 
· To enable the learner to take responsibility for his/her own learning.

Learning Outcomes of Level 5 Digital Movie Processing 5N1605
Learners will be able to:
1. Explore the expanding role played by digital movies in graphic communications.
2. Adhere to recommended human computer interface guidelines in the selection and utilisation of project elements.
3. Examine digital movie processing systems and interfacing techniques.
4. Define appropriate settings for the digital movie window.
5. Examine the typical configuration of a computer used for the design and execution of a multimedia project and identify the technical requirements needed to complete the process.
6. Identify the file formats compatible with digital movie processing software both for import and export.
7. Import text files, graphic files, digital movie files and audio files.
8. Create text and graphic elements in a project window.
9. Follow story board and navigation flow charts to formulate sequences of actions.
10. Apply special effects such as filters, transitional effects and motional effects.
11. Adjust transparency on superimposed clips using masks, colour and alpha channels.
12. Develop good work practices in areas such as timekeeping, meeting deadlines, care of equipment and personal safety.
13. Utilise the work area, toolboxes, palettes, project window and commands in a digital movie processing environment.
14. Prepare a project and associated files for use in other applications.
15. Control the volume, tempo and duration of audio and digital movie elements.
16. Build action sequences into a project by incorporating the project elements.
17. Optimise the performance and size of a project by using compression techniques.
18. Test the product at various stages of production.

Indicative Content 
This section provides suggestions for programme content but is not intended to be prescriptive. The programme module can be delivered through classroom based learning activities, group discussions, one-to-one tutorials, field trips, case studies, role play and other suitable activities, as appropriate.
Section 1: Digital Movie Processing Concepts:
Facilitate the Learner to explore the expanding role played by digital movies in graphic communications in, for example:
· Commercial TV Advertising and Production
· Consumer Broadcasting (You Tube, Vimeo etc.)
· Corporate Branding

Facilitate the learner to adhere to recommended human computer interface guidelines in the selection and utilisation of project elements, for example:
· avoiding Jump Cuts. 
· applying Transitions. 
· cutting in the Action.
· choosing Shot Sizes appropriate to the scene.
· setting Shot Duration to the pace of the scene.
· in the Layout of project elements, such as:
· size and position of graphics and titles.
· creating composites, such as picture-in-picture and split screens.
· ensuring Legibility of text elements by adjusting, for example text size, font, colour, alignment.

Facilitate the Learner to develop good work practices in areas such as, to include:
· time-keeping, for example:
· planning ahead
· good communication 
· meeting deadlines, for example:
· scheduling tasks and setting milestones
· reviewing and evaluating progress on a regular basis
· care of equipment, for example:
· operation and storage of source equipment
· correct storage of Media (Archives)
· Cable Management
· personal safety, for example:
· safe Audio Monitoring levels
· correct positioning of Chair, Desk, Screen
· correct use of Keyboard, Mouse and wrist supports
· correct use of control surfaces (e.g. Avid Artist Transport)

Section 2: System Setup
Facilitate the Learner to define appropriate settings for the digital movie window, for example:
· Sequence Settings
· Format  (PAL, NTSC, HD)
· Frame Rate
· Aspect Ratio
· Image Dimension 
· Audio Sample Rate

Facilitate the learner to examine digital movie processing systems and interfacing techniques,  for example:
· Firewire
· Thunderbolt
· 3rd Party Capture Cards (e.g. Black, Magic, Grass Valley)
· Tape Drives
· USB
· HDMI

Facilitate the Learner to examine the typical configuration of a computer used for the design and execution of a multimedia project and identify the technical requirements needed to complete the process, for example:
· Central Processor Unit Speed & Configuration
· Random Access Memory Capacity and Speed
· HDD Storage / SDD Storage Capacity & Transfer Speed
· Graphics Processing Unit Memory and Speed
· Installed Software Options & Codecs

Facilitate the Learner to identify the file formats compatible with digital movie processing software both for import and export, for example:
· .mov
· .jpg
· .png
· .wav
· .mp3
· .aiff

Section 3: Project Setup, Trimming & Editing
Explore with the Learner how to utilise the work area, tool boxes, palettes, project window and commands in a digital movie processing environment, for example
· exploring the different elements of the Interface such as Browser, Viewer, Timeline, Tool Palette, Audio meters, Audio Mixer
· resizing and re-arranging the Interface creating Custom Interface Layouts
· saving and loading Custom Interface Layouts
· resetting the Interface to Standard Layout
· exploring the options contained in the Window Menu
· utilising Key Commands associated with selecting, opening and closing Interface elements 
· exploring Zoom options, such as:
· Zoom Tool
· Zoom Shortcut Commands
· changing Track Height
· displaying the entire sequence in the Project Window using the key command


· customising Display options for project elements, such as:
· List view
· Icon view

Facilitate the Learner to build action sequences into a project by incorporating the project elements, for example:
· creating and deleting Sequences
· creating and naming Bins
· organising project elements into bins
· previewing project elements, such as:
· Video Clips 
· Audio Clips
· Graphics 
· Freeze Frames 
· marking sections of the clip to be edited to the Timeline with In and Out points
· utilising Key Commands to add In and Out points
· utilising Key Commands to delete the In-point, Out-point and both
· creating and deleting Video and Audio Tracks
· targeting Video and Audio Tracks
· exploring Editing Options and their Key Commands, such as:
· Overwrite Edit
· Insert Edit 
· Connect Edit 
· Superimpose Edit 
· Clip Delete Options (e.g. Lift, Ripple)
· separating Video and Audio before editing to the Timeline
· restoring Synchronisation between Video and Audio in a clip by using, for example:
· the slip into sync command
· the move into sync command


Explore with the Learner how to follow story board and navigation flow charts to formulate sequences of action by for example: 
· marking In and Out points in clips
· using drag and drop editing to organize sequence elements

Facilitate the Learner to import text files, graphic files, digital movie files and audio files by, for example:
· utilising the Import Command for text, graphic, audio and digital movie files
· utilising Capture Commands to import digital movie files or digitise source footage

Facilitate the Learner to control the volume, tempo and duration of audio and digital movie elements, to include:
· control Volume by, for example:
· adjusting the Level in the Timeline using Level Overlays
· adjusting the Level in the Audio Editor
· adding Audio Fades to edit/ cut points
· drawing Custom Level Curves using the Pen Tool
· control Duration by, for example: 
· marking In and Out points in clips
· utilise Timecode
· using the Blade Tool
· using Trim Tools such as Slip, Slide, Ripple and Roll
· control Tempo by, for example: 
· applying Time Remap techniques to create slow motion, speed up clips and reverse action
· creating and incorporating Freeze Frames


Section 4: Transitions, Filters and Effects
Facilitate the Learner to apply special effects such as, to include
· Filters by, for example:
· applying to/ removing from a clip
· enabling/ disabling Effects
· applying multiple Effects to one clip
· exploring a variety of Filters from different Categories such as Blur, Sharpen, Distort, Perspective, Stylise,  Image Control (e.g. Desaturate), Video (e.g. Timecode)
· exploring Colour Correction Filters
· editing Filter parameters
· Transitional Effects by, for example:
· understanding the role of Clip Handles in Transitions
· setting and applying a Default Transition
· applying Transitions to Edit Points
· exploring a variety of Transitions from different categories, such as Dissolve, Wipe, 3D, Page Peel
· editing Transition parameters, such as:
· Alignment (start, centre, end on edit/ cut)
· Duration
· Colour
· Direction

· Motional Effects by, for example:
· applying/ removing/ by-passing Motional Effects
· exploring a variety of Motional effects, such as 
· Position
· Scale
· Rotate
· Crop
· utilising Key framing


Facilitate the Learner to adjust transparency on superimposed clips using, to include 
· Masks by, for example:
· exploring a variety of masking options, such as Garbage Mattes, Image Mask, Shape Mask, Track Matte Key, Luma Key
· Colour by, for example:
· exploring Chromakeying utilising options, such as Chroma Keyer, Ultra Key
· Alpha Channel by utilising, for example:
· Overlays
· the Pen Tool
· Key framing

Section 5: Finishing and Outputting
Facilitate the Learner to create text and graphic elements in a project window, for example:
· utilising Title-Safe and Action-Safe Overlays
· using Titling and Graphics Options to create:
· Lower 3rd Text
· Scrolling Text
· Crawling Text
· Static Text 
· Shapes
· using Customisation options to format Text and Graphic elements by:
· changing the Font, Font Size, Font Colour, Style, Alignment
· applying Solid Colour and Gradient Fills and Strokes
· changing the position of the Elements in the Project Window

Facilitate the learner to prepare a project and associated files for use in other applications using, for example:
· Open Media Framework (OMF)
· Advanced Authoring Format (AAF)
· Edit Decision Lists (EDL)
· Manual or Batch Exporting Audio and Video Stems
· Still Image Export
· Read Me Files
Facilitate the Learner to optimise the performance and size of a project by using compression techniques by, for example:
· compressing for the Web
· compressing for Mobile Devices
· compressing for DVD and CD Rom

Facilitate the Learner to test the product at various stages of production, for example:
· muting and soloing Audio tracks
· enabling/ disabling Video tracks
· enabling/ disabling clips
· previewing in Full Screen mode
· adjusting Video Levels to ensure the Digital Movie is broadcast safe (e.g. Broadcast Safe Filter, Broadcast Colors Effect)
· testing compressed Output 
· producing Testing Cards

   Assessment
11a.	Assessment Techniques
Project 				60%
Portfolio Collection of Work 	40%

11b.	Mapping of Learning Outcomes to Assessment Techniques
In order to ensure that the learner is facilitated to demonstrate the achievement of all learning outcomes from the component specification; each learning outcome is mapped to an assessment technique(s). This mapping should not restrict an assessor from taking an integrated approach to assessment.

	Learning Outcome
	Assessment Technique

	1. Explore the expanding role played by digital movies in graphic communications.
	Project 

	2. Adhere to recommended human computer interface guidelines in the selection and utilisation of project elements.
	Project 

	3. Examine digital movie processing systems and interfacing techniques.
	Project 

	4. Define appropriate settings for the digital movie window.
	Portfolio Collection of Work/ Project

	5. Examine the typical configuration of a computer used for the design and execution of a multimedia project and identify the technical requirements needed to complete the process.
	Project 

	6. Identify the file formats compatible with digital movie processing software both for import and export.
	Project 

	7. Import text files, graphic files, digital movie files and audio files.
	Portfolio Collection of Work/ Project

	8. Create text and graphic elements in a project window.
	Portfolio Collection of Work/ Project

	9. Follow story board and navigation flow charts to formulate sequences of actions.
	Project 

	10. Apply special effects such as filters, transitional effects and motional effects.
	Portfolio Collection of Work/ Project

	11. Adjust transparency on superimposed clips using masks, colour and alpha channels.
	Project

	12. Develop good work practices in areas such as time-keeping, meeting deadlines, care of equipment and personal safety.
	Project 

	13. Utilise the work area, toolboxes, palettes, project window and commands in a digital movie processing environment.
	Portfolio Collection of Work/ Project

	14. Prepare a project and associated files for use in other applications.
	Project 

	15. Control the volume, tempo and duration of audio and digital movie elements.
	Portfolio Collection of Work/ Project

	16. Build action sequences into a project by incorporating the project elements.
	Portfolio Collection of Work/ Project

	17. Optimise the performance and size of a project by using compression techniques.
	Project 

	18. 18. Test the product at various stages of production.
	Project 



11c. Guidelines for Assessment Activities
The assessor is required to devise assessment briefs and marking schemes for the Project and the Portfolio / Collection of Work.  In devising the assessment briefs, care should be taken to ensure that the learner is given the opportunity to show evidence of achievement of ALL the learning outcomes. 
Assessment briefs may be designed to allow the learner to make use of a wide range of media in presenting assessment evidence, as appropriate. Quality assured procedures must be in place to ensure the reliability of learner evidence.






	Project
	60%

	The Project may be produced over an extended period of time.

	The learner will produce a Digital Movie Clip of at least 30 second duration, using techniques appropriate to the style and format of the finished clip, to include evidence that demonstrates the following:

· Explore the expanding role played by digital movies in graphic communications
· Adhere to recommended human computer interface guidelines in the selection and utilisation of project elements
· Examine digital movie processing systems and interfacing techniques
· Define appropriate settings for the digital movie window
· Examine the typical configuration of a computer used for the design and execution of a multimedia project and identify the technical requirements needed to complete the process
· Identify the file formats compatible with digital movie processing software both for import and export
· Import text files, graphic files, digital movie files and audio files
· Create text and graphic elements in a project window
· Follow story board and navigation flow charts to formulate sequences of actions
· Apply special effects such as filters, transitional effects and motional effects
· Adjust transparency on superimposed clips using masks, colour and alpha channels
· Develop good work practices in areas such as time-keeping, meeting deadlines, care of equipment and personal safety
· Utilise the work area, tool boxes, palettes, project window and commands in a digital movie processing environment
· Prepare a project and associated files for use in other applications
· Control the volume, tempo and duration of audio and digital movie elements
· Build action sequences into a project by incorporating the project elements
· Optimise the performance and size of a project by using compression techniques, where appropriate
· Test the product at various stages of production.

Evidence for this assessment technique may take the form of written, oral, graphic, audio, visual or digital evidence, or any combination of these. Any audio, video or digital evidence must be provided in a suitable format.

All instructions for the learner must be clearly outlined in an assessment brief.




	Portfolio Collection of Work
	40%

	The collection of work may be produced over the period of this programme module.

	The learner will compile a Portfolio Collection of Work to include evidence that demonstrates the following:

· Define appropriate settings for the digital movie window
· Import text files, graphic files, digital movie files and audio files
· Create text and graphic elements in a project window
· Apply special effects such as filters, transitional effects and motional effects
· Utilise the work area, tool boxes, palettes, project window and commands in a digital movie processing environment
· Control the volume, tempo and duration of audio and digital movie elements
· Build action sequences into a project by incorporating the project elements

Evidence for this assessment technique may take the form of written, oral, graphic, audio, visual or digital evidence, or any combination of these. Any audio, video or digital evidence must be provided in a suitable format.

All instructions for the learner must be clearly outlined in an assessment brief.




Grading
Distinction: 	80% - 100% 
Merit: 		65% - 79%
Pass: 		50% - 64%
Unsuccessful: 	0% - 49%

At levels 4, 5 and 6 major and minor awards will be graded. The grade achieved for the major award will be determined by the grades achieved in the minor awards.







	Digital Movie Processing
5N1605
	Learner Marking Sheet
Project 60%



Learner’s Name: ________________________________
	Assessment Criteria
	Maximum Mark
	Learner Mark

	· Explore the expanding role played by digital movies in graphic communications.
	     Adhere to recommended human computer interface guidelines in the selection and utilisation of project elements.
	5
	

	· Examine digital movie processing systems and interfacing techniques.
     Define appropriate settings for the digital movie window.
	5
	

	· Examine the typical configuration of a computer used for the design and execution of a multimedia project and identify the technical requirements needed to complete the process.
	     Identify the file formats compatible with digital movie processing software both for import and export.
	5
	

	· Import text files, graphic files, digital movie files and audio files.
	     Create text and graphic elements in a project window.
	5
	

	· Follow story board and navigation flow charts to formulate sequences of actions.
	5

	

	· Apply special effects such as filters, transitional effects and motional effects.
	5
	

	· Adjust transparency on superimposed clips using masks, colour and alpha channels.
	5
	

	· Develop good work practices in areas such as timekeeping, meeting deadlines, care of equipment and personal safety.
	5
	

	· Utilise the work area, toolboxes, palettes, project window and commands in a digital movie processing environment.
	5

	

	· Control the volume, tempo and duration of audio and digital movie elements.
	5
	

	· Prepare a project and associated files for use in other applications.
	     Build action sequences into a project by incorporating the project elements.
	5
	

	· Optimise the performance and size of a project by using compression techniques where appropriate. Test the product at various stages of production.
	5
	

	Total Mark
	60
	



NO ROUNDING OF MARKS
The Assessor has signed the Summary Results Sheet to verify that the evidence presented in the attached portfolio is the work of the named learner and that the marks awarded here have been transcribed to the Summary Results Sheet

External Authenticator's Signature: ............................................................   Date: ...............................
	
Digital Movie Processing
 5N1605
	Learner Marking Sheet
Portfolio Collection of Work
40%



Learner’s Name: ________________________________
	Assessment Criteria
	Maximum
Mark
	Learner
Mark

	
· Define appropriate settings for the digital movie window.
· Import text files, graphic files, digital movie files and audio files.
· Create text and graphic elements in a project window.
· Apply special effects such as filters, transitional effects and motional effects.
· Utilise the work area, toolboxes, palettes, project window and commands in a digital movie processing environment.
· Control the volume, tempo and duration of audio and digital movie elements.
· Build action sequences into a project by incorporating the project elements.
	40
	

	Total Mark
	40
	




NO ROUNDING OF MARKS
The Assessor has signed the Summary Results Sheet to verify that the evidence presented in the attached portfolio is the work of the named learner and that the marks awarded here have been transcribed to the Summary Results Sheet



External Authenticator's Signature: ............................................................   Date: ...............................
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