YEAR 9 COMPUTING - TERM 1
CREATIVE iMEDIA: DIGITAL GRAPHICS

DESIGN
CREATE
EVALUATE!

BIG QUESTION: How can we design an effective digital graphic that communicates a clear

message and appeals

to a specific target audience?

A media product is something
created to communicate a message
to an audience.

Examples:

WEBSITE

GAME COVER

POSTER

Media industry sectors include:
+ Advertising & Marketing

+ Film & Televizion

+ Gaming

* Publishing

+ Online Media

Every successful media product has a |
clear purpose and target audience. i{.?
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6. DEVELOPING DESIGN IDEAS

[ A design idea is an initial concept showing
what a media product could lock like.

MUSIC b A o
y design sions
— Good annotations
g/\%f(\,\(/\ +— link to the purpose,
— client brief and
E target audience.

Don't just say what you will do,
explain why!

1. BRIEF

2. TARGET AUDIENCES

A target audience is the specific
group of people a media product
is designed for.

Demographics can include:

+ Age

Gender

*

Interests & hobbies

-

+ Income
Lifestyle

Location

.
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Design choices (colours, images,
fonts, language and layout) should
suit the target audience.
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STIFICATION

Designers create more than one idea before ‘

choosing their final design.

MUSIC
FESTIVAL

GPTION B
OFTION B

GPTION A
OFTION A

|
|
| Compare the strengths and weaknesses ‘
of your ideas and justify which is the
best solution for the client brief and |
N | target audience. |
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2. AUDIENCE 3. RESEARCH 4., DESIGN 5. MOOD BOARD
Understand the Identify the target Gather information PRINCIPLES Craate a mood board
requiremants. audience. and analyse, Use colour, typography and plan assets.

and layout effectively.

|  Research means collecting information |

5. MOOD BOARDS & ASSETS

A mood board is a collection of images,
colours, fonts and ideas to establish
the visual style.

Assets are resources used to create a

4. DESIGN PRINCIPLES

COLOUR THEORY - Use colour to create I
meaning, emotion and audience appeal.
Colours should eomplement, contrast

and suit the product and audience.

TYPOGRAPHY - The style and appearance
of text. Fonts should be appropriate

3. RESEARCHING EXISTING PRODUCTS

to help develop ideas and make better
design decisions.

When analysing a digital graphic,

consider:
@ Purpose SUMMER
FESTIVAL

388 Target audience

Q Colours for the product and easy to read. |
media product. Examples:
B4 'mages Aa Aa Aa T
Aa Typography LAYOUT = The arrangement of text, “ m
Layout LIVE MUSIC images and other elements. Photos Fonts lcons Graphics
; R0 ; oANES A good layout creates a clear .
* Most effective features | | visual hierarchy. |

Plan the assets you need before
production and always consider
copyright and permission.

Designs should be consistent so that
colours, fonts, images and elements

belong together.
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9. TESTING, FEEDBACK & IMPROVEMENTS
Evaluation means judging the quality

8. PRODUCING THE DIGITAL GRAPHIC
Production is the process of creating | Testing checks if the product works |
and effectiveness of a completed product.

the final media product. and meets the needs of the client
A digital poster may cant.ainf MUSIC | and audience. Clieu;tt:rief; Did_lh:"pmduct include
everything required?

Research helps designers understand what
already works and gives inspiration.
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Feedback should be:

[ 44  BACKGROUND Test:

'[a MAIN IMAGE FESTIVAL [ spelling @ Specific m Target audience: Does the design

L._ kit — — — appeal to the intended audience?

g Readability ﬁ Helpful -

_[:E_ '_IITLE ] M i @ Design choices: Were colours, typography,
[[A] MPORTANT INFORMATION | & Colours @ Constructive images and layout effective?

— 4 ﬁ Strengths: What worked well?

Li ut
l_o LOGO ) SAT 15 JUNE % ::; =i Aot o fewchomnk sl & Weaknesses: What could be improved?
WEBSITE / SOCIAL DETAILS | [ nes : 5 ; >
@.. = ciy J ooo E’ important information make improvements, , Feedback: What did others suggest?
- o g “ Impr ts: What changes were made?
e i o T [ Fi aly | R Future improvements: What would you
| independently. Refinement means making Fitness for purpose = how successfully | y % P SR o
~ change if you did it again?

| the product achieves its intended aim.

=N -

| changes to improve your product.

THE DESIGN PROCESS
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12. IMPROVE 13. EVALUATE

6, ASSET PLANNING 7. DESIGN IDEAS 8. CHOOSE & JUSTIFY 9. PRODUCE 10. TEST 11. FEEDBACK
Plan and collect the Devalap ideas and Pick the best idea Create and refine Test the product Gut feedback from Make improvements Evaluate the final
resources needed. annotate. and justify. the final product. thoroughly. athers. based on feedback. product.

-» SUCCEED!



