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[bookmark: TemplateOverview]General comments
Students and their teachers/trainers are to be commended for their achievements in the short answer section of the examination. The majority of students attempted most questions and indicated a good understanding of all five Units of Competency. The highest scoring students appeared to have read the questions carefully and ensured they responded to all aspects of the question. Students need to use the reading time very carefully to gauge questions. Students who scored highly often used clear, real-world examples to highlight points being made. This is particularly important where a question specifically asks for an example. The example should be clear, concise and relate to the point being made.
Students should note that where a question asks for a specific number of reasons or factors etc., they must confine their answers to that number of points, and not waste time including additional information. Higher scoring responses were numbered, or dot pointed to clearly indicate, for example, reason one, then reason two. Students who wrote lengthy paragraphs tended to lose focus and did not score as well as they might have.
To best prepare for the multiple choice and short answer questions, students should ensure they have a clear glossary of key terminology and a good understanding of how each concept or skill they study relates to the creative digital media industry. Students need to clearly summarise all theoretical knowledge and revise this on a regular basis. A good way to prepare for the examination is by completing knowledge questions in class tasks. Students should also ensure they understand command terms used in the CDM exam, such as ‘list’, ‘describe’, ‘justify’ and ‘explain’, to name a few.
Students did well with the basic coding skills needed to assemble a website, including attaching the style sheet, adding selectors to a style sheet, and adding HTML mark-up to a webpage.
The new selection tools in Photoshop were required to select the dog, ‘Pedro’, in the imaging task. The ‘Quick Selection’ tool has an option, ‘Select subject’, which does a good job of isolating difficult-to-select subjects from their background. Judging by some selections, many students did not know about this option. 
Problems with some basic tasks hindered students’ performance overall. For example, only 53% of students worked out how to resize ‘Pedro’ to 9%. An emphasis needs to be placed on the numeracy components in the course, so that simple resizing tasks are commonly understood. These are important skills in digital media management, necessary for students wishing to study the subject in higher education or enter the digital media workforce.
Students should understand the more complex features of animation, particularly in Adobe Animate, such as easing and masking. These were the most common areas of difficulty in the practical component of the examination, and success with these tasks in Adobe Animate indicates a higher degree of competency with the application. Students need to focus on this in classroom activities and examination preparation. 
Generally, students had no issue setting up the document size in Adobe Animate, importing assets, setting the frame rate and creating symbols to use on the animation timeline. Following a storyboard to the frame, in terms of timing, proved challenging for some students. This skill should be focused on, since understanding a storyboard is a universal skill needed across many creative industry disciplines, including film making, sound design, animation and compositing.
Specific information
This report provides sample answers, or an indication of what answers may have included. Unless otherwise stated, these are not intended to be exemplary or complete responses. 
The statistics in this report may be subject to rounding resulting in a total more or less than 100 per cent.
Section A – Multiple-choice questions
Correct answers in the following table are in bold and with grey shading.
	Question
	Correct answer
	% A
	%B
	%C
	%D
	Comment

	1
	D
	33
	9
	0
	58
	 

	2
	B
	46
	36
	12
	6
	Students found this question challenging. The answer KitRicky_140223_ceremony_003.jpg was the most appropriate file name because it included the clients’ names, date, event, and unique number for the photo. Most students probably chose A because it mentioned the subject of the photo, i.e. ‘rings_closeup’, but the added information, i.e. ‘final_final.jpg’, could be quite confusing and an inefficient way of working on a large project such as a wedding.

	3
	A
	54
	8
	5
	33
	

	4
	D
	34
	4
	9
	53
	 

	5
	C
	28
	14
	57
	1
	 

	6
	A
	76
	7
	11
	7
	 

	7
	C
	3
	3
	90
	4
	 

	8
	D
	16
	35
	17
	31
	SCAMPER - Substitute, Combine, Adapt, Modify, Purpose or Put to another use, Eliminate and Rearrange 

	9
	A
	20
	0
	10
	70
	Using word length and sentence length to develop an index of readability, the US Level 8 is considered to be optimal for the general population, as approximately 80% of readers would understand text at this level. Although students might assume Level 10–12 is suitable for a teen audience, this is considered difficult to read, so it would be better to aim lower (Level 5) to ensure most of the audience can understand the content. However, Level 3 indicates very easy-to-read content and is more suited to young preschool and lower primary school students.

	10
	B
	4
	68
	21
	7
	

	11
	B
	16
	47
	21
	15
	

	12
	C
	1
	5
	93
	0
	

	13
	D
	33
	18
	8
	40
	The least useful tool to select the ducks in this photograph would be the marque tool (albeit rectangular or oval). Students need to read questions carefully as many would be aware that the marque tool would not be useful in this situation.

	14
	B
	3
	84
	11
	2
	

	15
	A
	49
	28
	2
	22
	

	16
	B
	27
	46
	13
	14
	

	17
	D
	29
	8
	8
	54
	

	18
	A
	97
	1
	1
	1
	

	19
	C
	5
	2
	91
	2
	

	20
	C
	6
	16
	58
	20
	


Section B – Short-answer questions
Question 1a.
	Marks
	0
	1
	Average

	%
	30
	69
	0.7


Most students were able to confidently identify one aspect of the design that makes it appropriate for use by a children’s fashion brand. Aspects such as the bright, eye-catching colours or the playful shapes of the leaves that would appeal to the target audience were commonly mentioned. To ensure answers were actually identifying an aspect of design, students needed to refer to a design element or principle. 
The following is an example of a high-scoring response.
[bookmark: gottohere]The design element of colour has been used well for a children’s brand, as a bright and cheerful colour scheme has been chosen which is likely to appeal to young people.
The design principle of rhythm or movement suggests playful attributes for children’s clothing – not tight and restrictive but free flowing and active.
Note that the question asked for one aspect of the design, so only the first aspect identified in the answer was considered when marking this question.
Question 1b.
	Marks
	0
	1
	2
	Average

	%
	22
	40
	38
	1.1


Most students identified a problem with the design but did not suggest the use of a design principle to improve it. The most commonly identified problem was the difficulty in reading the text against the background. Higher scoring responses suggested ways to improve the design using the design principle of contrast, such as placing a stroke or glow around the text or lowering the opacity of the background to make the text stand out more.
The following is an example of a high-scoring response.
The design is very busy, with a strong sense of movement, which makes it hard to read, reducing the impact of the marketing email message. Creating space around the text would allow for contrast and increase the impact of the words in the design.
Question 2a.
	Marks
	0
	1
	Average

	%
	76
	24
	0.2


A large proportion of students did not understand the term ‘ergonomic’ and that it relates to the furniture or arrangements of the work station/area. Ergonomic issues could have included things like an uncomfortable or inappropriate chair, incorrect seating adjustment, incorrect screen height, keyboard position, mouse placement, uncomfortable lighting, screen glare, dangerous cords/cables, or crowded desk and so on.
Question 2b.
	Marks
	0
	1
	Average

	%
	20
	80
	0.8


One of:
Maintaining good posture, with feet flat on the floor and thighs parallel to the floor. 
Taking breaks from the screen/workstation. 
Adjusting the screen height to allow vision to fall slightly down from the top of the screen so the neck is not stretched up or down to read screen.
Although some students had trouble identifying the ergonomic issue, the majority were able to outline ways to improve the health and safety of those working on digital devices, such as positioning frequently used objects within easy reach to minimise stretching. 
Question 3
	Marks
	0
	1
	2
	3
	Average

	%
	63
	10
	23
	5
	0.7


An absolute link includes the whole domain name (or the complete URL to a link) and is used to link to an external site. It should not be used to link pages or assets within a given website.
A relative link only contains the information linking to a page or asset within the domain of the website. The link is relative to where you are on a website. 
Many students struggled to differentiate between absolute and relative links, with several confusing these with anchor links that navigate within a page. Some students were familiar with external links, but not relative links.
The best responses used html code such as:
Absolute –<a href= “http://somedomain.com.au/abc.html”> Click here to visit some domain </a>
Relative - <a href=”contacts.html”> Visit our Contact Page </a>
Some students also explained that a relative link might include a link to a page (or asset) that is in another folder, either above or below the folder the page is in; e.g. <a href=”tips/tips.html”> click to visit the tips page </a>. This was not essential to gain full marks.
Question 4a.
	Marks
	0
	1
	2
	Average

	%
	12
	21
	66
	1.5


This question was well answered. Students mentioned a variety of traditional tools such as pens, pencils, paint, sculpture, paper and collage, which could be used to create aspects of the cover design. They then mentioned that this traditional artwork could be scanned and enhanced in software programs such as Photoshop. Responses included incorporating digital work such as digital photography, animation, 3D modelling, typography and AI-generated work with hand-drawn designs. Some students did not achieve full marks because they did not read the question carefully – it asked not only for an example of each type of tool, but also how a designer might combine the use of digital and traditional tools to create the design of an eBook cover for a children’s book about astronauts.
The following is an example of a high-scoring response.
The designer could use traditional tools such as textured paper to create a collage of a space scene, and then use digital tools such as a scanner to bring it into Illustrator, where the title of the book could be added.
Some students wasted time describing the benefits of combining traditional and digital techniques; this was what part b. asked for.
Question 4b.
	Marks
	0
	1
	Average

	%
	33
	67
	0.7


A majority of students outlined a clear benefit of using both traditional and digital techniques. The most commonly described benefit was that this allowed for a more innovative, varied, original or unique design, or that designers could push their designs further.
Others included a brief description of things like:
Flexibility and efficiency – Can take out a pen and sketch pad to note ideas easily and quickly at any time, then scan and enhance digitally.
Preservation – Traditional artwork can be fragile and prone to deterioration over time. By digitising traditional art, designers can preserve the original integrity of their work and easily reproduce it without degradation of quality.
Teamwork and design development – Traditional work when digitised can be easily shared between team members and design further developed.


Question 5a.
	Marks
	0
	1
	Average

	%
	42
	58
	0.6


Just under half the students could not clearly explain why a web developer should check the website on different browsers before publishing the site. To achieve this mark, students needed to talk about making sure the website is fully functional and displays as expected, as not all browsers interpret code in the same way.
Question 5b.
	Marks
	0
	1
	Average

	%
	73
	27
	0.3


Students were asked to identify one technique that the web developer could use to test and evaluate the website’s accessibility. Accessibility refers to access to the web for those with disabilities. The most common correct response was to check or validate the website against the WC3 standards (or, more correctly, the WCAG, Web Content Accessibility Guidelines) to ensure the code complies with the standards for accessibility for those with a wide range of disabilities, including visual, auditory and physical disabilities.
Another common response was to have those with disabilities, or their parents, carers and/or disability experts, test the website to report on accessibility.
Some students specifically mentioned that the developer should check that all images and other media have an alt tag to assist those with visual impairments, which gained the mark.
Question 6
	Marks
	0
	1
	2
	Average

	%
	37
	34
	30
	0.9


Possible responses included:
Chunking – web page content is understood as a standalone – do not have to read the preceding page.
Use headings and subheadings to aid scanning.
Use bullet points to minimise amount of text to be read.
Make links easy to identify so people can find info needed.
Use the inverted paragraph to ensure the most important info is upfront. 
Minimise word count by about 50% when compared to paper-based.
Do a readability test to ensure language suits the age/education of target audience.
Use language that resonates with audience, avoiding jargon or technical terms (if not appropriate to the audience).
Depending on audience, use a conversational tone, using second-person pronouns like ‘you’, and opting for an active voice over a passive one.
Do spelling and grammar checks.
Make the content relevant to the main topic. Don't go off topic.
This question related to writing content for the web, asking students to provide two distinct pieces of advice to help with readability. This is the style of question where students should number the two pieces of information to assist with writing a clearer, more direct response. Some students wrote a lengthy paragraph with a lack of clarity that distracted from the points they were trying to make.
Question 7a.
	Marks
	0
	1
	Average

	%
	57
	43
	0.4


Technical aspects of the design brief include information like the size of the posters, orientation, colour mode, delivery file format/s, DPI, margins, deadlines, budget, printing specifications such as paper type and finish (glossy, matte), software and hardware specifications. Other things include budget and timeline.
While students understood the concept of a design brief, many seemed to confuse the technical and creative aspects.
Question 7b.
	Marks
	0
	1
	Average

	%
	41
	59
	0.6


Creative aspects relate to the look and feel of the product and business, and the needs of the target audience. These include a variety of things that students could identify such as brand identity, company values and aims, market position, competition, the market / target audience the game is aimed at, information such as text to be included on the poster. Details about the aesthetics or look of the poster such as fonts, colour scheme/palette, visual style (e.g. retro, modern, minimalist etc.), images to be included, mood and tone of the poster could also be referred to.
Question 7c.
	Marks
	0
	1
	2
	Average

	%
	17
	54
	29
	1.1


Possible answers included:
Ensure that the project meets the expectations of the client.
Allow the designer to accurately quote the cost/time of the project.
Allocate resources most efficiently.
Help make the design process more efficient, make the workflow smoother, meet deadlines, stay on budget and so on.
Facilitate communication between team members working on the project, and between the client and designers.
Aid in assessing risks and anticipating challenges.
[bookmark: _Hlk153567990]Most students could outline one reason why it is important to have a comprehensive project brief when working in the creative industries but struggled to describe a second reason.


Question 8a.
	Marks
	0
	1
	Average

	%
	13
	87
	0.9


Most students could describe how the logo design for Arty Bathy used a design element to create a feeling of creative fun. The bright colours were often cited as indicative of fun and creativity. The playful shapes and watercolour-like texture were other elements mentioned. The main reason for not attaining the mark was discussing a design principle – underscoring the advice to read questions carefully.
Question 8b.
	Marks
	0
	1
	Average

	%
	74
	26
	0.3


The .png file would best be converted to a vector to enable it to be resized for a billboard or a business card.
Students found this part of the question challenging. Students need to develop a better understanding of the characteristics of raster and vector images.
Question 9
	Marks
	0
	1
	2
	Average

	%
	26
	32
	41
	1.1


One mark was given for defining the chosen principle of animation, which a number of students did quite well. The second mark was for explaining how an animator would use this to make an animation more realistic, which was a challenge for many students.
Higher scoring responses tended to give an actual example such as squash and stretch, explaining that the idea is to give realistic animation by conveying a sense of weight and flexibility to animated objects or characters, e.g. when a soft ball hits the ground, its shape is squashed and then it stretches as it bounces up, whereas a bowling ball would not exhibit this effect. Several students confused the principles of squash and stretch with ease in and ease out.
Students who chose to discuss exaggeration found it hard to explain that this principle makes an animation more realistic by enhancing the emotional impact and expressiveness of characters and objects.
Question 10
	Marks
	0
	1
	2
	Average

	%
	89
	8
	3
	0.1


Stream sounds:
begin playing as soon as enough data for the first few frames has been downloaded
are synchronized with the animation’s timeline. This means that they play in sync with the frame rate of the movie – if the movie stops or slows down, so does the stream sound
allow for the precise editing of audio in relation to the visual frames, which is crucial for timing specific animations to sound such as lip-syncing a character's speech to the audio
are synced with the timeline, so when you scrub through it, the sound scrubs along
can increase the size of your animation file and may require more processing power during playback, as it's tightly integrated with the frame sequence.
Event sounds:
must be downloaded completely before they start playing
will continue playing until explicitly stopped
are not locked to the frame-by-frame progression of the movie’s timeline, can be started at any time and can overlap with themselves if triggered repeatedly before finishing
are not synchronised with the timeline, so you can’t scrub through the sound with it
are generally less demanding in terms of memory and processing power.
Students found this to be the most challenging question in the exam. Many students described streaming sound as something in the background that played for most of the animation such as a musical soundtrack. Event sounds were commonly described as one off, sudden sound effects such an explosion or punch sound effect. While this is appropriate to things such as button clicks, it does not differentiate between the two types of sound in Animate. Rather, event sounds are ideal for one-off short sounds that play when a user interacts with a button, or interactive element, whereas streaming sounds are intrinsically linked to the timeline. For instance with streaming sound, an animated character’s voice will stop playing if the animation stops. If the character’s voice keeps playing, then Animate will drop frames in the animation if it can’t draw frames (stream) quickly enough.
Question 11
	Marks
	0
	1
	Average

	%
	47
	53
	0.5


It is essential that students understand the box model for CSS attributes. Recalling the analogy of packing a parcel can be very helpful: in the centre of the parcel is your content; around it you could put some padding. This goes into a box which recalls the border, and outside that box or border is the final attribute of a margin.
Question 12a.
	Marks
	0
	1
	Average

	%
	66
	34
	0.3


Put simply, in passive voice, the subject doing the action is placed later in the sentence.
Active voice – Noisy monkeys swung through the canopy.
Passive voice – The canopy was swung through by noisy monkeys.
Students struggled to change the active voice to passive voice, probably because passive voice can sometimes sound awkward. Some students mistakenly assumed that the question was asking them to make the sentence sound livelier or more engaging. A helpful cue would have been to look at Question 12b. and try to emulate the structure of the passive sentence given. It is important to use reading time carefully and look for links between questions.


Question 12b.
	Marks
	0
	1
	Average

	%
	11
	89
	0.9


The awkward-sounding passive sentence, ‘the trampoline was jumped on by the children’, was handled much more successfully as students found it easier to write in the active voice, i.e. ‘the children jumped on the trampoline’. Students were not asked to embellish the sentence, but answers like ‘the excited children jumped energetically on the trampoline’ were awarded a mark for being in active voice.
Question 12c.
	Marks
	0
	1
	Average

	%
	7
	93
	0.9


There was a clear understanding of first person as most students changed the third person sentence ‘Amir enjoys gardening in the summer’ to the first person ‘I enjoy gardening in the summer’. Some more creative students wrote things like ‘In the summer, I enjoy gardening’, or ‘I am Amir and I enjoy gardening in the summer’, which also achieved the mark for being expressed in the first person.
Question 13
	Marks
	0
	1
	Average

	%
	85
	15
	0.1


The inverted style of writing is a journalistic style where the most important information is at the start, so the sentences given should have been arranged as follows.
	B
	A new library will be opening in Ghostville in 2024.
	This is crucial information, telling the reader what is happening, where and when it is happening.

	D
	The library is a community-led initiative and will be located on John St, next to the leisure centre. 
	Exactly where the library will be located.

	A
	A group of parents has been meeting monthly since 2022 to coordinate fundraising and lobby local authorities.
	How the new library came about.

	E
	The Ghostville mayor commented that ‘this initiative is an essential support to improving the literacy of our children’.
	Why the library is important.

	C
	The last time that Ghostville had a functioning library was in 1911.
	Some historical context, but not essential information.





Section C
Practical – Website
Students should remember that Dreamweaver has a spell check function that should be used. It is a requirement in the field that the writing be accurate and correct. 
Step 1
	Marks
	0
	1
	Average

	%
	31
	69
	0.7


Generally, this step was well executed. To obtain the mark, students needed to link both the index.html and the about.html to the stylesheet: style.css. Most students knew how to do this, though connection to the style sheet was lost when the about.html was moved from the contents folder.
Step 2
	Marks
	0
	1
	Average

	%
	48
	52
	0.5


This step proved challenging for many students. In many cases, the student submitted incorrect file names: ‘ContactUs.psd’ instead of ‘contactUs.psd’. If a student is explicitly asked to create a file with a particular name, then using the correct case is important. The transparent background was important because the file needed to be displayed as a .png (with transparency) on the webpage. Most students completed this step correctly.
Step 3
	Marks
	0
	1
	2
	Average

	%
	13
	61
	25
	1.1


The process of pasting into the file was straightforward for most students. The selection was more troublesome. Some students didn’t know how to use the ‘Quick Selection’ tool to isolate the dog’s fur from the background. Photoshop selection tools have become much more sophisticated over the last 5 years, and students should have a good working knowledge of these advancements. The new Quick Selection/Select Subject options should be explored.
Step 4
	Marks
	0
	1
	Average

	%
	46
	54
	0.5


Numerically transforming the size of the dog proved troublesome for many students. The transform options in Photoshop now appear at the top of the document. Students should know how to use these dialog boxes when using tools in the program. Many students didn’t understand how to do this.


Step 5
	Marks
	0
	1
	Average

	%
	66
	34
	0.3


Numerical transformations were required here; this time, rotation. Most students understood how to do this and followed the storyboard correctly. Students who scored zero largely had the crown positioned incorrectly, or the crown was too large compared to the storyboard version.
Step 6
	Marks
	0
	1
	Average

	%
	87
	13
	0.1


Many students missed out on the mark because of the position of the speech bubble at the top. According to the storyboard, a visible gap was required, but many students placed the speech bubble flush with the top border.
Step 7
	Marks
	0
	1
	Average

	%
	43
	57
	0.6


A slight majority of students answered this correctly. No specifics were required, such as specifying the size and blending of the drop shadow, so it was assessed according to the similarity to the storyboard. Photoshop layer styles and their application should be a focus for students preparing for the exam.
Step 8
	Marks
	0
	1
	Average

	%
	68
	32
	0.3


Most students knew how to format text in Photoshop. Students were not able to achieve full marks for not formatting the text exactly as depicted in the storyboard. Some capitalised the ‘H’ in human, and some used a sans serif font.
Step 9
	Marks
	0
	1
	Average

	%
	39
	61
	0.6


Students understood how to export the image. They were unable to achieve full marks if they had chosen ‘.jpg’, hence the background was solid white. Transparent ‘png’ was required for the image to appear correctly on the webpage.


Step 10
	Marks
	0
	1
	2
	Average

	%
	26
	40
	35
	1.1


The .png image needed to be placed in the DIV tag to get the mark. This mark was closely tied with the task in Step 9. This was a straightforward task for most students. To get the mark for the Alt tag, the information needed to mention the dog with a speech bubble AND the content of the speech bubble.
Step 11
	Marks
	0
	1
	2
	Average

	%
	22
	15
	63
	1.4


Students needed to write a slogan for Pedro’s Pet Palace. It was deemed excessive if it was over 14 words long, and insufficient at under five words. Most students handled this well. Spelling was not assessed if the intent was correct; however, students should ensure that their spelling is accurate as this is an expectation in the design industry. The text needed to be in the correct place, under the welcome text.
Step 12
	Marks
	0
	1
	2
	Average

	%
	40
	23
	37
	1.0


Many students found this question challenging. Some were unable to add the <h2> tag to the html. Modifying mark-up in a webpage is a key skill in this course.
The style selector needed to be added to the style sheet, which was achieved by the higher scoring students, though some named the style selector incorrectly. Skills in using the CSS Designer in Dreamweaver would alleviate problems here, which should be a focus for students.
Step 13
	Marks
	0
	1
	2
	3
	Average

	%
	21
	3
	15
	61
	2.1


This question was handled well by the majority of students. Students needed to add the three dot points and expand on the promotional writing within one paragraph. Students who missed out on full marks added a paragraph break or missed including one of the dot points. The zero score was largely attributable to a ‘no attempt’.
Step 14
	Marks
	0
	1
	Average

	%
	37
	63
	0.6


The link had to work within a web browser. Some students added the link, then moved the webpages into the same folder, thus breaking the link. Students need to develop a clear understanding of this skill. 


Practical – Animation
Students should attempt each step, particularly when it is worth multiple marks.
Step 1
	Marks
	0
	1
	Average

	%
	37
	63
	0.6


Some students did not achieve a mark here due to naming the file incorrectly. Some called it ‘Animation’, some called it ‘Pedro’. In any case, an exact naming of the file, according to the question, was required. Most students managed the frame dimensions and the frame rate.
Step 2
	Marks
	0
	1
	Average

	%
	37
	63
	0.6


Students did not gain a mark here if they used a rectangle for the background instead of setting the stage colour. This is a key skill that should be known to most students, even if, visually, the result looks the same. Also, some of the ‘ground’ shapes extended beyond the boundaries of the flash stage, so students weren’t given a mark for this.
Step 3
	Marks
	0
	1
	Average

	%
	13
	87
	0.9


Most students knew how to import assets into the library, as evidenced by high marks for this question. 
Step 4
	Marks
	0
	1
	2
	Average

	%
	26
	37
	37
	1.1


Students were awarded one mark for creating the ‘Pedro’ graphics symbol. If they created a movie clip symbol, then the mark was not awarded. Students had to assemble the dog with the correct layering, meaning that each component of the dog had to have its own layer. Students should understand that to animate a character correctly, each moving part requires its own keyframes and motion tweens.
Step 5
	Marks
	0
	1
	Average

	%
	68
	32
	0.3


Converting the body parts to symbols wasn’t problematic for students. Difficulties arose for some when they tried to change the pivot points. Many students didn’t know how to do this. If they didn’t do this, then the rotation of the limbs in the following step was generally flawed. Students needed to click on the rotation tool to reposition the pivot point. The mark was not gained if this was not done.
Step 6
	Marks
	0
	1
	2
	3
	4
	5
	Average

	%
	38
	13
	18
	12
	12
	7
	1.7


Getting the timing right gave the student one mark. This was obtained by adding the keyframes at frames 1, 5, 10, 16 and 20. Then each of the symbols needed a corresponding keyframe in their layers. Another mark was awarded for a seamless loop. In other words, in the 20-frame walk cycle, the last frame needed to be the same as the first. A further mark was awarded if each limb moved independently. The fourth mark was awarded if each limb matched the corresponding keyframe in the storyboard. This was generally only achievable if the student had positioned the pivot points as in the previous question. The final mark was given if the tail was down at frame 10, and smooth movement was observed. Any body part that moved awkwardly, or not according to the sample, resulted in the failure to gain that mark. This step was not well handled by students.
Step 7
	Marks
	0
	1
	Average

	%
	66
	34
	0.3


For this question, the dimensions were given, and the dog had to be positioned on the ground according to the storyboard. The looping caught a few students out. The dog had to stop walking at 6 seconds, which meant that a new symbol had to be placed on the stage without the embedded walk cycle. If a movie clip symbol was used, the dog kept ‘moonwalking’ on the spot. The majority of students failed to score a mark with this question.
Step 8
	Marks
	0
	1
	Average

	%
	85
	15
	0.1


This step was not handled well. The students needed to have the cloud visible on the stage at 0.5 seconds. Many had the keyframe positioned correctly, but the cloud wasn’t visible on the stage. Also, students were not granted the mark if the cloud leapt onto the stage with a big jump. Its entrance needed to be smooth.
Step 9
	Marks
	0
	1
	Average

	%
	83
	17
	0.2


Students needed to have the castle visible on the stage at 4 seconds. Many had the keyframe positioned correctly, but the castle wasn’t visible on the stage. Also, the student wasn’t granted the mark if the castle leapt onto the stage with a big jump. Its entrance needed to be smooth.


Step 10
	Marks
	0
	1
	2
	3
	4
	Average

	%
	59
	16
	14
	8
	2
	0.8


This step was not handled well by the majority of students. The crown needed to move in a smooth arc for one mark. It then needed to move from behind the castle to in front of the dog to get the second mark. This was probably the most challenging mark to attain for most students. Masking was not understood well by many students, but it adds many possibilities in Adobe Animate and students should be familiar with it. Easing was also problematic, but if done according to the sample, it was awarded the mark. The final mark was awarded for the timing; the crown needed to be visible at 6 seconds, at the top of the arc by 7 seconds, then on the dog’s head by 8 seconds.
Step 11
	Marks
	0
	1
	Average

	%
	46
	54
	0.5


The animation needed to last for the full 10 seconds, with all elements visible until the last frame. If the dog and the ground were visible at the last frame, then the student was awarded the mark.
Step 12
	Marks
	0
	1
	Average

	%
	70
	30
	0.3


Exporting the animation and incorporating it into the website was a two-step process for one mark. Most students struggled with this process. They also needed to export it with the correct name, as indicated in the question. Students should be aware of the appropriate HTML code for embedding mp4s into webpages.
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