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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
a. Assessment Technique(s)
b. Mapping of Learning Outcomes to Assessment Technique(s)
c. Guidelines for Assessment Activities

	12. Grading

	13. 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
Multimedia Project Development

Component Name and Code 
Multimedia Project Development 5N1300

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
This programme module aims to provide the learner with the knowledge, skills and capacity needed the work on Multimedia Project Development.

Objectives of the Programme Module
· To facilitate the learner to critically evaluate existing projects in terms of Human Computer Interaction (HCI) and understand the principles of user centred design of graphic user interfaces (GUI)
· To enable the learner to understand the concepts of pre-production, target audience research and legal and ethical implications of Multimedia Project development.
· To enable the learner to plan and develop multimedia projects, e.g., through scheduling, development of sketches, flowcharts, storyboards, timetables, testing, budgets, etc.
· To facilitate the learner to communicate and work as part of a team, develop problem solving skills, present work for client evaluation and self-evaluate own performance and that of the team members ensuring fitness for purpose of final project.
· To assist the learner to develop the academic and vocational language, literacy and numeracy skills related to Multimedia Project Development through the medium of the indicative content 
· To enable the learner to take responsibility for his/her own learning.

Learning Outcomes of Level 5 QQI Multimedia Project Development 5N1300
Learners will be able to:
1. Explain the concepts of pre-production, navigation flowcharts and storyboards
2. Identify the potential audience and the impact and purpose of a Multimedia project
3. Critically evaluate software from a human/computer interaction perspective.
4. Explain the principles of user-centred design and Graphical User Interface (GUI) design
5. Identify legal and ethical implications involved in multimedia project development, to include licensed software, copyright, quotations, legally binding contracts, use of third party graphics, packing regulations and code of conduct of professional bodies
6. Produce a navigation flow chart, story board, production plan and schedule or timetable representing all stages of the development process
7. Prepare, test and present the finished product to the client 
8. Demonstrate planning and time management, setting objectives and meeting deadlines set
9. Demonstrate effective use of communication and working as part of a team 
10. Demonstrate problem solving skills working within financial and technical constraints
11. Critically evaluate own design ideas and contributions and those of others to the team activity
12. Evaluate the product in terms of the original brief set and its impact on the audience.

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.
Learners will explore general multimedia information and plan, prepare and produce multimedia content for use in a project(s) and reflect on this learning post-production.
Section 1 : Exploration of and planning for Multimedia Projects
Facilitate the Learner to:
1. Explain the concepts of pre-production, navigation flowcharts and storyboards in terms of:
· Layouts/Sketches/ Storyboards/Flowcharts
· Content and Information architecture
· Scheduling and Project Management

2. Identify the potential audience, impact and purpose of a Multimedia project via:
· Market Research
· Audience/user testing
· Creation of scoping document
· Creation of project guidelines and parameters 

3. Critically evaluate software from a HCI perspective through:
· Exploration of existing project(s)

4. Explain the principles of user-centred design and Graphical User Interface (GUI) design through:
· Exploration of existing project(s)
· Exploration of best practice in design of GUIs

5. Identify legal and ethical implications involved in multimedia project development, to include licensed software, copyright, quotations, legally binding contracts, use of third party graphics, packing regulations and code of conduct of professional bodies

Section 2: Planning, Preparation and Production
1. Produce a navigation flow chart, story board, production plan and schedule or timetable representing all stages of the development process

2. Prepare, test and present the finished product and show evidence through:
· Testing logs
· Final presentation for evaluation 

3. Demonstrate planning and time management, setting objectives and meeting deadlines set and show evidence through:
· Statement of goals and objectives
· Schedules with key milestones for specific deliverables
· Deadlines met

4. Effective use of communication and working as part of a team and show evidence through:
· Production diary reflecting on own contribution and that of others

5. Demonstrate problem-solving skills working within financial and technical constraints and show evidence through:
· Inclusion of budgetary and technical constraints and problems arising in production diary 

Section 3: Post Production Evaluation and reflection
1. Critically evaluate own design ideas and contributions and those of others to the team activity and show evidence through:
· Critical evaluation of overall finished piece to reflect on process from planning, production and postproduction, fitness for purpose both individually and as a team

2. Evaluate the product in terms of the original brief set and its impact on the audience through:
· Critical evaluation of overall finished piece to reflect fitness for purpose and adherence to original goals, objectives and overall brief.
Assessment
[bookmark: Section11]11a. Assessment Techniques
Assignment	40%
Project		60%

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 Outcomes
	Assessment Technique

	1. Explain the concepts of pre-production, navigation flowcharts and storyboards
	Assignment

	2. Identify the potential audience and the impact and purpose of a multimedia project
	Assignment

	3. Critically evaluate software from a HCI perspective
	Assignment

	4. Explain the principles of user-centred design and Graphical User Interface (GUI) design 
	Assignment

	5. Identify legal and ethical implications involved in multimedia project development, to include, licensed software, copyright, quotations, legally binding contracts, use of third party graphics, packing regulations and code of conduct of professional bodies
	Assignment

	6. Produce a navigation flow chart, story board, production plan and schedule or timetable representing all stages of the development process
	Project

	7. Prepare, test and present the finished product 
	Project

	8. Demonstrate planning and time management, setting objectives and meeting deadlines 
	Project

	9. Effective use of Communication and working as part of a team
	Project

	10. Demonstrate problem solving skills working within financial and technical constraints
	Project

	11. Critically evaluate own design ideas and contributions and those of others to the team activity
	Project

	12. Evaluate the product in terms of the original brief set and its impact on the audience
	Project



11c.  Guidelines for Assessment Activities
The assessor is required to devise assessment briefs and marking schemes for the Project and Assignment from the Multimedia Project Development Module.  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.

	Assignment
	40%

	The Assignment may be produced throughout the duration of this programme module

	
The Learner will provide evidence that demonstrates the following:

Exploration of and planning for Multimedia Projects to include:
1. Explanation of the concepts of pre-production, navigation flowcharts and storyboards in terms of:
· Layouts/Sketches/ Storyboards/Flowcharts
· Content and Information architecture
· Scheduling and Project Management

2. Identification of the potential audience and the impact and purpose of a Multimedia project in terms of:
· Market Research
· Audience/user testing
· Creation of scoping document
· Creation of project guidelines and parameters 

3. Critical evaluation of software from a HCI perspective through:
· Exploration of existing project(s)

4. Explanation of the principles of user-centred design and Graphical User Interface (GUI) design through:
· Exploration of existing project(s)
· Exploration of best practice in design of GUIs

5. Identification of  legal and ethical implications involved in multimedia project development, to include licensed software, copyright, quotations, legally binding contracts, use of third party graphics, packing regulations and code of conduct of professional bodies

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

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


	Project
	60%

	The Project may be produced throughout the duration of this programme module

	
The Learner will provide evidence that demonstrates the following:

· Planning, Preparation and Production to include:
6. Production of a navigation flow chart, story board, production plan and schedule or timetable representing all stages of the development process

7. Preparation, testing and presentation of the finished product showing evidence through:
· Testing logs
· Final presentation for evaluation 

8. Demonstration of planning and time management, setting objectives and meeting deadlines set through:
· Statement of goals and objectives
· Schedules with key milestones for specific deliverables
· Deadlines met

9. Effective use of communication and working as part of a team evidenced through:
· Production diary reflecting on own contribution and that of others

10. Demonstration of  problem solving skills working within financial and technical constraints evidenced through:
· Inclusion of budgetary and technical constraints and problems arising in production diary 

· Post Production Evaluation and Reflection to include:
11. Critical evaluation of own design ideas and contributions and those of others to the team activity evidenced through:
· Critical evaluation of overall finished piece to reflect on process from planning, production and postproduction, fitness for purpose both individually and as a team

12. Evaluation of the product in terms of the original brief set and its impact on the audience through:
· Critical evaluation of overall finished piece to reflect fitness for purpose and adherence to original goals, objectives and overall brief.

Evidence for this assessment technique may take the form of oral, written, graphic, visual or digital evidence, or any combination of these. Any 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.
	Multimedia Project Development
5N1300
	Learner Marking Sheet
Assignment 40%




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

	Exploration of and planning for Multimedia Projects
· Explain the concepts of pre-production, navigation flowcharts and storyboards
	8
	

	· Identify the potential audience and the impact and purpose of a Multimedia project

· Critically evaluate software from a human computer interaction perspective.

· Explain the principles of user-centred design and Graphical User Interface (GUI) design
	24
	

	· Identify legal and ethical implications involved in multimedia project development, to include, licensed software, copyright, quotations, legally binding contracts, use of third party graphics, packing regulations and code of conduct of professional bodies
	8
	

	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: ...............................


	Multimedia Project Development
5N1300
	Learner Marking Sheet
Project 60%



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

	
Planning, Preparation and Production 
· Production of a navigation flow chart, story board, production plan and schedule or timetable representing all stages of the development process

· Preparation, testing and presentation of the finished product to the client 

· Demonstration of planning and time management, setting objectives and meeting deadlines set

· Effective use of communication and working as part of a team 

· Demonstration of  problem-solving skills working within financial and technical constraints 

	50
	

	Subtotal
	50
	

	
Post Production Evaluation and Reflection to include:

· Critical evaluation of own design ideas and contributions and that of others to the team activity 

· Evaluation of the product in terms of the original brief set and its impact on the audience

	
10

	

		Subtotal
	10
	

	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: ...............................
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