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STRAND 1.0: MEDIA CONTENT CREA TION 

SUB-STRAND 1.1: FUNDAMENTALS OF EMERGING MEDIA TECHNOLOGY 

 

1.0 INTRODUCTION TO MEDIA CONTENT CREATION 

Media content creation is the process of planning, developing, producing, editing and sharing 
information or creative materials using different forms of media. 

Media content may be produced for purposes such as: 

 Education and learning. 

 Entertainment. 

 News and information. 

 Advertising and marketing. 

 Communication and public awareness. 

 Cultural preservation. 

 Community development. 

 Promotion of social responsibility. 

In modern society, media content is increasingly created and distributed using digital technologies such 

as smartphones, computers, digital cameras, microphones, internet platforms and specialised 
applications. 

In Kenya, learners, teachers, journalists, entrepreneurs, artists and organisations use emerging media to 
communicate with different audiences. 

Examples in the Kenyan context: 

1. A Grade 11 learner creates a video explaining environmental conservation. 

2. A teacher records a podcast explaining a Chemistry concept. 

3. A school publishes photographs of its sporting activities on its website. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

4. A youth organisation creates a TikTok awareness video about drug and substance abuse. 

5. A community health organisation publishes a blog about malaria prevention. 

6. A business creates a YouTube advert to promote its products. 

1.0.1 Meaning of Media Technology 

Media technology refers to the digital devices, equipment, software, applications and communication 
systems used to create, process, store, distribute and consume media content. 

Examples include: 

 Smartphones. 

 Digital cameras. 

 Computers and laptops. 

 Microphones. 

 Video editing software. 

 Audio recording applications. 

 Internet technologies. 

 Social media platforms. 

 Digital streaming services. 

 Virtual reality equipment. 

1.0.2 Meaning of Emerging Media 

Emerging media refers to new, developing or rapidly evolving forms of communication and content 
delivery that use modern digital technologies to create, distribute and consume information. 

Emerging media makes it possible for individuals and organisations to communicate with audiences 
through interactive, multimedia and networked platforms. 

Characteristics of emerging media 

1. Digital nature: Content is created, processed and shared electronically. 

2. Interactivity: Audiences can comment, react, share and participate. 

3. Multimedia integration: Different forms of content such as text, sound, photographs, animation 
and video can be combined. 

4. Global accessibility: Content can reach audiences in different parts of the world through the 
internet. 

5. Real-time communication: Information can be shared almost instantly. 

6. User-generated content: Ordinary people can create and publish their own content. 

7. Portability: Content can be accessed using portable devices such as smartphones and tablets. 

8. Personalisation: Users can receive content based on their interests and preferences. 

9. Rapid distribution: Digital content can be shared with many people within a short time. 

10. Cost flexibility: Some platforms and applications allow users to create and distribute content at 
little or no cost. 

1.0.3 Traditional Media and Emerging Media 
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Traditional media refers to established forms of mass communication that existed before the widespread 
use of internet-based digital media. 

Examples include: 

 Newspapers. 

 Printed magazines. 

 Radio broadcasting. 

 Television broadcasting. 

 Printed posters. 

 Brochures. 

 Billboards. 

Emerging media uses modern digital technologies and internet-based platforms to create and distribute 
content. 

Traditional media Emerging media 

Printed newspapers Online news websites 

Conventional radio Podcasts and internet radio 

Broadcast television Video-on-demand platforms 

Printed magazines Digital magazines and blogs 

Physical posters Digital advertisements 

Recorded television programmes Online streaming videos 

Differences between traditional and emerging media 

1. Communication: Traditional media is often one-way, while emerging media allows two-way 
interaction. 

2. Distribution: Traditional media uses physical distribution or broadcasting systems, while emerging 
media commonly uses the internet. 

3. Audience participation: Emerging media allows audiences to comment, respond and share 

content. 

4. Accessibility: Emerging media can be accessed through internet-connected devices. 

5. Content production: Emerging media allows individuals to create and publish content without 
necessarily owning a broadcasting station or printing press. 

6. Speed: Emerging media allows faster publication and updating of information. 

Note: Traditional media can also be distributed digitally. For example, a radio station can broadcast 
through both FM radio and an online streaming platform. 

1.1 FUNDAMENTALS OF EMERGING MEDIA TECHNOLOGY 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

1.1.1 Meaning of Emerging Media Formats 

An emerging media format is a particular method or style of presenting information, entertainment or 
communication using modern digital technology. 

Different formats are designed to serve different purposes and audiences. 

The main emerging media formats covered in this sub-strand are: 

1. Podcasts. 

2. Vodcasts. 

3. Blogs. 

4. Vlogs. 

5. Social media. 

6. Virtual Reality (VR). 

7. Augmented Reality (AR). 

8. Media applications. 

1.1.2 PODCASTS 

 

Definition 

A podcast is a digital audio programme that is made available for listeners to stream or download 
through the internet. 

Podcasts are usually organised into episodes and may focus on a particular topic, subject or area of 
interest. 

They can be listened to using smartphones, tablets, computers and other digital audio devices. 

Characteristics of podcasts 
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1. Audio-based: Most podcasts primarily use recorded sound rather than moving pictures. 

2. Episode format: Podcasts are commonly published in separate episodes. 

3. Thematic organisation: Episodes may focus on particular subjects such as education, health, 
agriculture, technology or business. 

4. On-demand listening: Audiences can listen at a convenient time. 

5. Portability: Podcasts can be accessed through mobile devices. 

6. Subscription: Listeners can follow a podcast series to receive new episodes. 

7. Downloadability: Some platforms allow users to download episodes for offline listening. 

8. Flexible duration: A podcast may last a few minutes or several hours. 

9. Audience engagement: Listeners may provide feedback, comments or questions. 

10. Low production requirements: A basic podcast can be produced using a smartphone and 
microphone. 

Types of podcasts 

1. Educational podcasts 

These provide educational information to learners, teachers and other audiences. 

Examples: 

 A podcast explaining mathematical concepts. 

 A programme discussing Agriculture topics. 

 A language-learning podcast teaching Kiswahili vocabulary. 

2. Interview podcasts 

These involve a presenter interviewing guests who have knowledge or experience in a particular area. 

Examples: 

 Interviewing a Kenyan entrepreneur. 

 Interviewing a teacher about competency-based learning. 

 Interviewing a farmer about modern agricultural practices. 

3. News podcasts 

These provide news updates, explanations and discussions of current events. 

4. Storytelling podcasts 

These present stories, historical accounts, personal experiences or fictional narratives through recorded 
audio. 

5. Discussion podcasts 

These involve two or more people discussing a particular topic or issue. 

6. Inspirational podcasts 

These share motivational messages, life experiences and personal development lessons. 

 

Equipment required for podcast production 
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1. Smartphone or computer. 

2. Microphone. 

3. Headphones. 

4. Audio recording software. 

5. Quiet recording environment. 

6. Internet connection for distribution. 

7. Audio editing application. 

Examples of podcast production applications 

 Audacity. 

 GarageBand. 

 Adobe Audition. 

 Spotify for Creators. 

 Riverside. 

Steps involved in creating a podcast 

1. Identify the topic: Select a relevant subject, for example, environmental conservation in the 
community. 

2. Identify the target audience: Determine whether the podcast is intended for learners, teachers, 
parents or the general public. 

3. Research the subject: Collect accurate information from reliable sources. 

4. Prepare a script: Write the introduction, main discussion points and conclusion. 

5. Gather equipment: Prepare a microphone, smartphone or computer and headphones. 

6. Select a recording environment: Choose a quiet place with minimal background noise. 

7. Record the podcast: Speak clearly and maintain an appropriate speaking pace. 

8. Edit the audio: Remove unnecessary pauses, noise and recording errors. 

9. Add suitable sound effects: Include appropriate introductory or background music where 
necessary and legally permitted. 

10. Export the audio: Save the final recording in a suitable format such as MP3 or WAV. 

11. Publish the podcast: Upload it to an appropriate distribution platform. 

12. Evaluate the production: Listen to the final recording and obtain feedback from other people. 

Advantages of podcasts 

1. They are convenient because listeners can listen at any time. 

2. They support distance and independent learning. 

3. They can be produced using relatively affordable equipment. 

4. They allow experts to share knowledge with large audiences. 

5. They improve listening and communication skills. 

6. They can be downloaded for offline listening. 
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7. They support language learning and storytelling. 

8. They provide opportunities for creativity and entrepreneurship. 

9. They can reach audiences beyond geographical boundaries. 

10. They are useful for sharing community information. 

Disadvantages of podcasts 

1. They may exclude people with hearing difficulties unless transcripts are provided. 

2. Poor recording equipment may result in low sound quality. 

3. Listeners may become distracted while listening. 

4. Some podcasts may contain misleading information. 

5. Producing quality podcasts requires planning and editing skills. 

6. Internet access may be necessary for streaming. 

7. Long episodes may reduce audience concentration. 

Kenyan applications of podcasts 

 Teachers can prepare revision podcasts for learners. 

 Health workers can share information on disease prevention. 

 Agricultural officers can discuss improved farming methods. 

 Youth groups can address drug and substance abuse. 

 Community leaders can discuss environmental conservation. 

 Entrepreneurs can advertise their products and services. 

1.1.3 VODCASTS 

 

Definition 

A vodcast is a video-based podcast that combines spoken audio with visual content such as moving 
images, demonstrations, photographs, graphics and animations. 

The word vodcast is derived from video and podcast. 

Unlike a traditional audio podcast, a vodcast enables audiences to see the presenters, demonstrations 
and other visual materials. 
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Characteristics of vodcasts 

1. They combine audio and video. 

2. They may be published in episodes. 

3. They can be streamed or downloaded. 

4. They may include interviews and discussions. 

5. They support visual demonstrations. 

6. They can contain subtitles and captions. 

7. They may be shared through video platforms. 

8. They allow viewers to see facial expressions and body language. 

9. They support multimedia presentations. 

10. They can be accessed using smartphones, tablets and computers. 

Types of vodcasts 

1. Educational vodcasts: Explain academic subjects using visual demonstrations. 

2. Interview vodcasts: Show presenters interviewing guests. 

3. Demonstration vodcasts: Explain how to perform practical activities. 

4. Discussion vodcasts: Present discussions involving several participants. 

5. Entertainment vodcasts: Provide entertainment through conversations, performances and 
presentations. 

6. News vodcasts: Provide visual news updates and analysis. 

Equipment used in vodcast production 

 Video camera or smartphone. 

 Microphone. 

 Tripod. 

 Lighting equipment. 

 Computer. 

 Video editing software. 

 Headphones. 

 Stable internet connection. 

Steps in producing a vodcast 

1. Select a suitable topic. 

2. Identify the intended audience. 

3. Conduct research. 

4. Prepare a script or discussion guide. 

5. Select a suitable recording location. 

6. Arrange the camera and lighting. 
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7. Connect and test the microphone. 

8. Record the video and audio. 

9. Edit the recording. 

10. Add titles, captions and relevant graphics. 

11. Export the final video. 

12. Upload it to a suitable platform. 

13. Evaluate audience feedback. 

Advantages of vodcasts 

1. They combine sound and pictures to improve understanding. 

2. They support practical demonstrations. 

3. They are useful for distance learning. 

4. They can be watched repeatedly. 

5. They allow presenters to demonstrate skills. 

6. They provide opportunities for advertising and entrepreneurship. 

7. They can reach large audiences. 

Disadvantages of vodcasts 

1. They require more production equipment than audio podcasts. 

2. Video editing may be time-consuming. 

3. They require more storage space. 

4. Streaming may consume considerable internet data. 

5. Poor lighting and sound may reduce quality. 

6. Production may be expensive. 

Difference between a podcast and a vodcast 

Podcast Vodcast 

Mainly audio-based Audio and video-based 

Listeners mainly hear content Viewers hear and see content 

Requires audio recording equipment Requires audio and video equipment 

Usually smaller file sizes Usually larger file sizes 

Useful for audio discussions Useful for visual demonstrations 

Example: A Kenyan Agriculture teacher may record an audio podcast explaining soil erosion. The same 
teacher may create a vodcast showing actual soil conservation methods on a school farm. 

1.1.4 BLOGS 
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Definition 

A blog is a website or section of a website where an individual, organisation or group regularly publishes 
written content, photographs, videos and other digital materials. 

Blog posts are usually arranged in reverse chronological order, meaning that the most recent posts 
appear first. 

A person who creates and maintains a blog is called a blogger. 

Characteristics of blogs 

1. Written content: Blogs commonly contain articles, explanations and personal opinions. 

2. Regular updates: Bloggers may publish new posts frequently. 

3. Chronological arrangement: Newer posts usually appear before older posts. 

4. Multimedia support: Blogs may include photographs, diagrams, videos and audio. 

5. Audience interaction: Readers may comment on published posts. 

6. Hyperlinks: Blog posts may contain links to other websites and resources. 

7. Searchability: Readers can search for information using keywords. 

8. Accessibility: Blogs can be accessed through internet-enabled devices. 

9. Categorisation: Posts may be organised into topics or categories. 

10. Sharing: Readers can share blog articles through social media. 

 

Types of blogs 

1. Educational blogs 

These provide learning materials, academic discussions, teaching resources and revision content. 
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Example: A Kenyan teacher publishes Grade 11 revision articles. 

2. Personal blogs 

These contain an individual's experiences, opinions, interests and reflections. 

3. Business blogs 

These promote products, services, business activities and professional knowledge. 

4. News blogs 

These publish news updates, reports and discussions. 

5. Technology blogs 

These discuss technological developments, digital tools and innovations. 

6. Travel blogs 

These provide information about travel destinations, experiences and tourism activities. 

7. Agricultural blogs 

These provide information on crop production, livestock management and modern farming methods. 

8. Health blogs 

These provide health education and wellness information. 

Main components of a blog 

1. Blog title: The name of the blog. 

2. Header: The upper section displaying the blog identity. 

3. Navigation menu: Helps readers move between different sections. 

4. Blog post: The main article or published content. 

5. Featured image: An image representing the article. 

6. Author information: Identifies the writer. 

7. Publication date: Shows when the post was published. 

8. Categories: Group related articles. 

9. Comment section: Allows readers to respond. 

10. Search feature: Helps users find specific articles. 

11. Footer: Contains contact details, copyright information and other links. 

Common blogging platforms 

 WordPress. 

 Blogger. 

 Medium. 

 Wix. 

 Squarespace. 

Steps in creating a blog 

1. Identify the purpose of the blog. 
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2. Select a suitable blog topic. 

3. Choose a memorable blog name. 

4. Select a blogging platform. 

5. Register and configure the blog. 

6. Choose a suitable design and layout. 

7. Create important pages such as Home, About and Contact. 

8. Research the subject. 

9. Write clear and original articles. 

10. Add relevant photographs and illustrations. 

11. Proofread the article. 

12. Publish the blog post. 

13. Share the article with the intended audience. 

14. Monitor feedback and update information regularly. 

Advantages of blogs 

1. They provide a platform for sharing knowledge. 

2. They support teaching and learning. 

3. They allow individuals to express ideas. 

4. They can promote businesses. 

5. They provide opportunities for online income. 

6. They preserve information for future reference. 

7. They improve writing and research skills. 

8. They allow readers to interact with authors. 

9. They can reach international audiences. 

10. They are useful for community awareness campaigns. 

Disadvantages of blogs 

1. Maintaining a blog requires regular updates. 

2. False information can be published. 

3. Some blogs may contain biased opinions. 

4. Website hosting and domain registration may involve costs. 

5. Blogs may attract spam comments. 

6. Copyright violations may occur when images or text are copied without permission. 

7. Blogs require internet access. 

8. Some readers may not trust information from unknown authors. 

Kenyan applications of blogs 

 Schools can publish announcements and academic updates. 
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 Teachers can share lesson notes and revision materials. 

 Farmers can share agricultural knowledge. 

 Businesses can advertise products. 

 Community organisations can publish development updates. 

 Environmental groups can educate the public about conservation. 

1.1.5 VLOGS 

 

Definition 

A vlog, also known as a video blog, is a form of digital content in which information, experiences, 
opinions or stories are presented mainly through video recordings. 

A person who creates and publishes vlogs is called a vlogger. 

Vlogs may be published as individual videos or as part of a regular series. 

Characteristics of vlogs 

1. Video-based: The main content is presented through moving pictures. 

2. Personal presentation: Vloggers often speak directly to the camera. 

3. Visual storytelling: Events and experiences are communicated using images and video. 

4. Audio integration: Vlogs contain spoken narration, interviews or background sounds. 

5. Regular publication: Some vloggers publish content according to a schedule. 

6. Audience interaction: Viewers can comment, like and share videos. 

7. Personal expression: Vloggers may communicate their opinions and experiences. 

8. Editing: Videos may contain titles, transitions, captions and music. 
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9. Accessibility: Vlogs can be watched using internet-enabled devices. 

10. Varied duration: A vlog may last a few seconds or several minutes. 

Types of vlogs 

1. Educational vlogs: Explain school subjects and practical skills. 

2. Travel vlogs: Show visits to different places. 

3. Lifestyle vlogs: Present daily activities and personal experiences. 

4. Food vlogs: Show food preparation, cooking and reviews. 

5. Technology vlogs: Discuss gadgets and digital developments. 

6. Agricultural vlogs: Demonstrate farming activities. 

7. School vlogs: Present school activities and educational events. 

8. News and current affairs vlogs: Discuss topical issues. 

Equipment used in vlog production 

 Smartphone or video camera. 

 Tripod or stabiliser. 

 Microphone. 

 Lighting equipment. 

 Computer or smartphone for editing. 

 Video editing application. 

 Internet connection. 

Steps in creating a vlog 

1. Identify a relevant topic. 

2. Determine the intended audience. 

3. Develop a simple shooting plan. 

4. Prepare a script or key talking points. 

5. Choose an appropriate recording location. 

6. Position the camera correctly. 

7. Check lighting and sound. 

8. Record the video. 

9. Review the recorded material. 

10. Edit the video. 

11. Add suitable titles, captions and graphics. 

12. Include appropriate background music where permitted. 

13. Export the final video. 

14. Upload and share the vlog. 

15. Collect feedback and evaluate the content. 
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Advantages of vlogs 

1. They communicate information visually. 

2. They support demonstrations of practical activities. 

3. They improve creativity and communication skills. 

4. They can promote tourism and local culture. 

5. They provide opportunities for entrepreneurship. 

6. They support distance learning. 

7. They can create awareness about social issues. 

8. They allow creators to build audiences. 

Disadvantages of vlogs 

1. They require video recording equipment. 

2. They may consume large amounts of internet data. 

3. Video editing requires time and skills. 

4. Poor recording conditions may reduce quality. 

5. Creators may expose their personal information. 

6. Some vloggers may publish misleading content. 

7. They may encourage excessive screen time. 

8. Filming other people without consent can violate their privacy. 

Difference between a blog and a vlog 

Blog Vlog 

Mainly written content Mainly video content 

Created by a blogger Created by a vlogger 

Read by an audience Watched by an audience 

Requires writing and editing skills Requires video recording and editing skills 

Often published as articles Often published as videos 

 

 

 

1.1.6 SOCIAL MEDIA 
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Definition 

Social media refers to digital platforms and online communication networks that enable users to create, 
publish, share and interact with content, information and other users. 

Social media allows individuals, businesses, educational institutions and organisations to communicate 
with audiences through text, photographs, audio, videos and live broadcasts. 

A person using social media can be both a consumer and a creator of content. 

Examples of social media platforms 

1. Facebook: Used for sharing photographs, videos, announcements, news and community 
information. 

2. Instagram: Mainly used for sharing photographs, short videos, stories and visual content. 

3. TikTok: Used for creating and sharing short videos, educational clips and entertainment content. 

4. YouTube: Used for publishing, watching and sharing videos. 

5. WhatsApp: Used for messaging, group communication, voice notes, status updates and media 
sharing. 

6. X: Used for sharing short messages, discussions, news and updates. 

7. LinkedIn: Used for professional networking, career development and business communication. 

8. Pinterest: Used for discovering and sharing visual ideas. 

Characteristics of social media 

1. User-generated content: Users can create and publish their own materials. 

2. Interactivity: Users can comment, like, react and respond to posts. 

3. Content sharing: Information can be shared with other users. 
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4. Networking: Users can connect with individuals and organisations. 

5. Multimedia communication: Text, photographs, audio and videos can be shared. 

6. Real-time communication: Users can communicate instantly. 

7. Global reach: Content can reach audiences in different countries. 

8. Personalisation: Platforms may recommend content based on user interests and activities. 

9. Community formation: Users with common interests can form online groups. 

10. Live broadcasting: Some platforms allow users to broadcast events in real time. 

Types of social media content 

1. Text posts 

These are written messages shared with an online audience. 

Example: A school posting an announcement about the opening of Term One. 

2. Image posts 

These contain photographs, illustrations, posters and infographics. 

Example: A school publishing a poster announcing an upcoming sports day. 

3. Video posts 

These contain recorded moving images. 

Example: A learner publishing a video explaining how to conserve water. 

4. Audio content 

These include voice notes, recorded discussions and audio programmes. 

5. Live streams 

These are real-time broadcasts that allow audiences to watch events as they happen. 

Example: A school broadcasting a prize-giving ceremony. 

6. Stories and short-lived posts 

These are temporary updates that may disappear automatically after a specified period, depending on 
the platform. 

7. Infographics 

These combine images, symbols, charts and short texts to communicate information. 

Uses of social media in Kenya 

1. Education: Teachers share revision materials and educational videos. 

2. Business: Entrepreneurs advertise products and services. 

3. Agriculture: Farmers share information on farming methods and market opportunities. 

4. Healthcare: Organisations share public health messages. 

5. Entertainment: Musicians and artists promote their work. 

6. Tourism: Travel companies showcase Kenyan tourist attractions. 

7. Community development: Organisations mobilise communities for development activities. 
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8. Public awareness: Users educate people about environmental conservation and other social 
issues. 

9. Employment: Organisations advertise job opportunities. 

10. Communication: Families, schools and community groups exchange information. 

Advantages of social media 

1. Promotes fast communication. 

2. Provides opportunities for learning. 

3. Supports business marketing. 

4. Connects people across geographical boundaries. 

5. Encourages creativity and innovation. 

6. Supports public awareness campaigns. 

7. Provides opportunities for employment and entrepreneurship. 

8. Allows users to share educational resources. 

9. Supports collaboration among learners. 

10. Gives individuals an opportunity to express their views. 

Disadvantages and risks of social media 

1. Cyberbullying: Some users harass, threaten or embarrass others online. 

2. Misinformation: False information may spread rapidly. 

3. Addiction and excessive use: Excessive social media use may interfere with learning and other 
responsibilities. 

4. Privacy violations: Personal information may be exposed without permission. 

5. Online fraud: Criminals may use fake accounts and misleading messages to steal money or 
information. 

6. Exposure to inappropriate content: Users may encounter harmful or unsuitable material. 

7. Copyright infringement: People may share photographs, videos and music without permission. 

8. Reduced concentration: Frequent notifications may interrupt learning. 

9. Social comparison: Users may develop unrealistic expectations after comparing themselves with 
others. 

10. Digital reputation damage: Irresponsible posts may negatively affect an individual's reputation. 

Responsible use of social media 

Learners should: 

1. Avoid sharing passwords and confidential information. 

2. Use strong and unique passwords. 

3. Verify information before sharing it. 

4. Obtain consent before publishing another person's photograph or video. 

5. Avoid insulting or threatening other users. 
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6. Report suspicious accounts and harmful content. 

7. Respect intellectual property rights. 

8. Avoid communicating with suspicious strangers. 

9. Limit unnecessary screen time. 

10. Use social media for constructive and educational purposes. 

11. Follow school rules and applicable laws. 

12. Think carefully before publishing content because digital information may remain accessible even 
after deletion. 

1.1.7 VIRTUAL REALITY (VR) 

 

Definition 

Virtual Reality (VR) is a computer-generated three-dimensional environment that allows users to 
experience and interact with a simulated world using specialised electronic equipment. 

VR creates an immersive experience in which the user feels as though they are inside a different 
environment. 

Users commonly interact with virtual environments using head-mounted displays, motion controllers, 
sensors and specialised software. 

Equipment used in virtual reality 

1. VR headset: A device worn over the eyes to display a virtual environment. 

2. Motion controllers: Handheld devices used to interact with virtual objects. 

3. Motion sensors: Detect the movement and position of the user. 

4. Computer: Processes and runs virtual reality applications. 

5. Headphones: Provide sound effects and audio within the virtual environment. 

6. VR software: Creates and controls the virtual environment. 

7. Compatible smartphone: Some VR systems use smartphones to display virtual content. 

Characteristics of virtual reality 

1. Immersion: Users feel surrounded by the virtual environment. 

2. Three-dimensional presentation: Virtual objects are represented in 3D. 

3. Interactivity: Users can interact with virtual objects. 
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4. Simulation: Real-life situations can be recreated digitally. 

5. Spatial experience: Users can look around and explore different directions. 

6. Sensory engagement: Some systems provide visual, audio and motion-based experiences. 

7. Computer-generated environment: The virtual world is created using digital technology. 

Types of virtual reality 

1. Non-immersive VR 

This is a virtual environment accessed through ordinary computer screens without completely 
surrounding the user. 

Example: Exploring a 3D model of a building on a computer. 

2. Semi-immersive VR 

This provides a partial virtual experience through large screens, projections or specialised displays. 

Example: A driving simulator used for training. 

3. Fully immersive VR 

This uses specialised headsets and controllers to create a more complete virtual experience. 

Example: A learner exploring a simulated human body using a VR headset. 

Applications of virtual reality 

1. Education: Learners explore historical sites, scientific structures and geographical environments. 

2. Medical training: Medical students practise procedures in simulated environments. 

3. Engineering: Engineers examine 3D models before constructing products. 

4. Architecture: Architects present virtual building designs. 

5. Tourism: Visitors explore tourist destinations virtually. 

6. Entertainment: Users participate in virtual games and experiences. 

7. Military training: Personnel practise activities in simulated environments. 

8. Agriculture: Learners study farm layouts and agricultural processes. 

9. Safety training: Workers practise emergency procedures in controlled simulations. 

10. Technical education: Learners practise operating machines in simulated environments. 

 

Advantages of virtual reality 

1. Makes learning interactive and engaging. 

2. Allows users to practise in simulated environments. 

3. Supports visualisation of complex concepts. 

4. Reduces the need for some physical training resources. 

5. Provides opportunities for experiential learning. 

6. Allows learners to explore inaccessible locations. 

7. Supports safe practice of dangerous procedures. 
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8. Improves understanding through practical simulation. 

Disadvantages of virtual reality 

1. VR equipment can be expensive. 

2. Some systems require powerful computers. 

3. Prolonged use may cause eye strain. 

4. Some users experience motion sickness. 

5. Technical skills are required to operate the equipment. 

6. It may reduce direct physical interaction with the real environment. 

7. It requires maintenance and software updates. 

8. It may not be accessible to all schools. 

Examples of VR in Kenyan education 

 A learner virtually explores the human circulatory system. 

 A Geography learner visits a simulated volcanic landscape. 

 A History learner explores a digital reconstruction of an ancient settlement. 

 An Agriculture learner examines a virtual farm layout. 

 A technical learner practises using simulated workshop machinery. 

1.1.8 AUGMENTED REALITY (AR) 

 

Definition 

Augmented Reality (AR) is a technology that adds computer-generated digital elements to a real-world 
environment. 

It enhances what a user sees in the physical world by overlaying digital information such as text, 
images, animations, sound and three-dimensional objects. 
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AR can be experienced through smartphones, tablets, smart glasses and other compatible devices. 

Characteristics of augmented reality 

1. Combination of real and digital environments: AR combines physical surroundings with digital 
objects. 

2. Real-time interaction: Digital information can appear as the user moves a device. 

3. Location and position awareness: Some AR systems use cameras, sensors and location 
information to place digital objects. 

4. Visual enhancement: AR adds digital elements to real-world views. 

5. Interactivity: Users can manipulate some digital objects. 

6. Device compatibility: AR can operate on compatible smartphones and tablets. 

7. Contextual information: Digital information may appear in relation to objects in the physical 
environment. 

Types of augmented reality 

1. Marker-based AR 

This uses a recognised image, symbol or marker to trigger digital content. 

Example: A learner scans a printed picture of the human heart and sees a 3D digital model. 

2. Markerless AR 

This uses technologies such as cameras, sensors and location information to position digital objects 

without requiring a specific printed marker. 

Example: A learner places a virtual chair in a real classroom using a smartphone. 

3. Location-based AR 

This uses geographical location information to provide digital content associated with a particular place. 

Example: A visitor receives digital information about a historical site while exploring it. 

4. Projection-based AR 

This uses projected digital images or information on physical surfaces to enhance the real-world 
environment. 

Applications of augmented reality 

1. Education: Learners view 3D models of plants, animals and body organs. 

2. Medicine: Medical professionals use digital overlays to support visualisation. 

3. Architecture: Designers display proposed building structures within real spaces. 

4. Engineering: Technicians view digital instructions while examining equipment. 

5. Retail: Customers preview products in their homes before purchasing. 

6. Tourism: Visitors access digital information about physical attractions. 

7. Agriculture: AR can support visual guidance when identifying plants and equipment. 

8. Entertainment: AR supports interactive games and experiences. 

9. Advertising: Businesses use interactive digital advertisements. 

10. Navigation: AR systems can display directions over a real-world camera view. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Advantages of augmented reality 

1. Improves understanding through visual demonstrations. 

2. Enhances classroom learning. 

3. Makes abstract concepts easier to understand. 

4. Supports interactive learning experiences. 

5. Can be accessed through compatible smartphones. 

6. Provides contextual information. 

7. Supports product demonstrations and marketing. 

8. Improves visualisation in technical fields. 

Disadvantages of augmented reality 

1. Compatible devices may be expensive. 

2. Some applications require reliable internet access. 

3. Poorly designed AR content may distract users. 

4. It may raise privacy concerns because some applications use cameras and location data. 

5. Some AR applications require advanced technical skills. 

6. Battery consumption may be high. 

7. Digital overlays may contain inaccurate information. 

Difference between virtual reality and augmented reality 

Virtual Reality (VR) Augmented Reality (AR) 

Creates a computer-generated environment Adds digital content to the real environment 

Can replace the user's view of the physical world Maintains the physical world as the main view 

Commonly uses VR headsets Can use smartphones, tablets and smart glasses 

Provides immersive simulations Enhances real-world experiences 

Example: Exploring a virtual museum Example: Viewing a 3D artefact over a real table 

Important distinction: VR takes the user into a simulated environment, while AR brings digital objects 
into the user's real environment. 

 

 

 

 

1.1.9 MEDIA APPLICATIONS (MEDIA APPS) 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

 

Definition 

Media applications are software programmes designed to help users create, record, edit, manage, 
publish, distribute or consume digital media content. 

They may operate on smartphones, tablets, laptops and desktop computers. 

Media applications simplify the production of photographs, videos, graphics, audio recordings, 
animations and other digital content. 

Categories of media applications 

1. Video editing applications 

These are used to edit video recordings by cutting, joining, adding titles, adjusting sound and applying 
transitions. 

Examples: 

 CapCut. 

 Adobe Premiere Pro. 

 DaVinci Resolve. 

 InShot. 

2. Audio editing applications 

These are used to record, edit, mix and improve audio. 

Examples: 
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 Audacity. 

 Adobe Audition. 

 GarageBand. 

3. Graphic design applications 

These are used to create posters, logos, illustrations, infographics and digital advertisements. 

Examples: 

 Canva. 

 Adobe Photoshop. 

 Adobe Illustrator. 

4. Photography applications 

These are used to capture, edit, enhance and organise photographs. 

Examples: 

 Adobe Lightroom. 

 Snapseed. 

 Google Photos. 

5. Animation applications 

These are used to create moving graphics, animated characters and visual effects. 

Examples: 

 Blender. 

 Adobe Animate. 

 Toontastic. 

6. Streaming applications 

These allow users to access or broadcast digital audio and video content. 

Examples: 

 YouTube. 

 Spotify. 

 Netflix. 

7. Screen recording applications 

These capture activities displayed on a computer or mobile device screen. 

Examples: 

 OBS Studio. 

 Built-in smartphone screen recorders. 

Common features of media applications 

1. Recording tools. 

2. Editing tools. 
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3. Cutting and trimming facilities. 

4. Text and title insertion. 

5. Audio integration. 

6. Image and video effects. 

7. Transitions. 

8. File export facilities. 

9. Sharing and publishing options. 

10. Storage and organisation tools. 

Factors to consider when selecting a media application 

1. Purpose: Choose an application suitable for the intended media project. 

2. Cost: Consider whether it is free, subscription-based or requires a licence. 

3. Ease of use: Select software that matches the user's technical ability. 

4. Compatibility: Ensure that it works with the available device and operating system. 

5. Features: Check whether the application has the required editing and production tools. 

6. Storage requirements: Consider the amount of device storage needed. 

7. Security: Use trusted applications that protect personal information. 

8. Internet requirements: Determine whether the application works offline or requires internet 
access. 

9. Output quality: Ensure that it produces suitable audio, video or image quality. 

10. Technical support: Consider the availability of tutorials and user assistance. 

Advantages of media applications 

1. Simplify media production. 

2. Improve the quality of digital content. 

3. Save production time. 

4. Support creativity and innovation. 

5. Allow editing using mobile devices. 

6. Support multimedia integration. 

7. Provide opportunities for learning new skills. 

8. Reduce dependence on expensive production studios. 

9. Support online entrepreneurship. 

10. Enable quick sharing of finished content. 

Disadvantages of media applications 

1. Some require paid subscriptions. 

2. Advanced applications may be difficult to operate. 

3. Some applications require powerful devices. 
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4. They may collect personal information. 

5. Users may lose work due to technical failures. 

6. Some applications contain advertisements. 

7. Unauthorised applications may expose devices to security threats. 

8. Excessive reliance on templates may limit originality. 

1.2 EMERGING MEDIA DISTRIBUTION CHANNELS 

1.2.1 Meaning of Media Distribution Channels 

A media distribution channel is a digital platform, system or medium through which media content is 
delivered from its creator or publisher to the intended audience. 

Distribution channels enable users to access, view, listen to, download, stream or interact with 
published content. 

A creator may produce excellent media content, but the content will not achieve its purpose if it does 
not reach the intended audience. 

Main emerging media distribution channels 

1. Websites. 

2. Video-on-demand platforms. 

3. Mobile applications. 

4. Digital streaming platforms. 

1.2.2 WEBSITES 

 

Definition 

A website is a collection of related digital web pages and other online resources that are accessible 
through a common domain name using the internet. 

Websites can be used to publish articles, photographs, videos, educational materials, advertisements, 
announcements and other digital content. 

Characteristics of websites 
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1. They contain one or more web pages. 

2. They are accessed through web browsers. 

3. They may have a unique domain name. 

4. They can contain text, images, audio and video. 

5. They may include interactive features. 

6. They can be accessed using computers and mobile devices. 

7. They may provide downloadable resources. 

8. They can be updated by authorised administrators. 

9. They can serve local and international audiences. 

10. They may require web hosting services. 

Types of websites 

1. Educational websites 

These provide learning materials, courses, educational videos and revision resources. 

Examples: Websites operated by schools, educational publishers and online learning providers. 

2. News websites 

These publish news articles, reports and current affairs. 

Examples include Kenyan digital news outlets such as Nation.Africa and Citizen Digital. 

3. Business websites 

These promote products, services and business information. 

4. Government websites 

These provide official government information, announcements and online services. 

5. Entertainment websites 

These provide music, films, games and other entertainment content. 

6. Personal websites 

These present information about individuals, their work and interests. 

7. E-commerce websites 

These allow users to browse and purchase products or services online. 

Main components of a website 

1. Domain name. 

2. Homepage. 

3. Navigation menu. 

4. Header. 

5. Main content area. 

6. Images and multimedia. 

7. Search facility. 
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8. Contact information. 

9. Footer. 

10. Links to other pages. 

Advantages of websites as distribution channels 

1. Provide a central location for publishing content. 

2. Allow content to reach a wide audience. 

3. Support different media formats. 

4. Provide direct access to published materials. 

5. Allow creators to organise content into categories. 

6. Support online business operations. 

7. Allow information to be updated. 

8. Provide opportunities for audience engagement. 

9. Support downloading and online learning. 

10. Give organisations control over their published content. 

Disadvantages of websites 

1. Development and maintenance may be expensive. 

2. Website hosting may require regular payment. 

3. Websites may experience technical failures. 

4. They require security measures. 

5. Poor website design may discourage visitors. 

6. Some users may lack internet access. 

7. Websites may be affected by cyberattacks. 

8. They require regular updates to remain useful. 

Examples of websites in the Kenyan context 

 School websites. 

 Educational publishers' websites. 

 Ministry of Education information websites. 

 Kenya National Examinations Council information platforms. 

 County government websites. 

 Online business websites. 

 Digital news websites. 

Educational application: A Kenyan educational publisher can use its website to distribute Grade 11 

notes, revision questions, examination papers and learning videos directly to teachers and learners. 

 

1.2.3 VIDEO-ON-DEMAND (VOD) PLATFORMS 
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Definition 

Video-on-demand (VOD) refers to a digital service that allows users to select and watch video content at 
a time of their choice rather than following a fixed broadcasting schedule. 

Users can access selected programmes, films, educational videos and other recordings through internet-
connected devices. 

Characteristics of VOD platforms 

1. On-demand access: Users choose what to watch. 

2. Flexible viewing time: Users are not restricted to a fixed programme schedule. 

3. Content libraries: Platforms provide collections of videos. 

4. Streaming: Users can watch videos over the internet. 

5. Playback control: Users can pause, resume, rewind or fast-forward where supported. 

6. Multiple devices: Content can be accessed through smartphones, computers and smart 
televisions. 

7. Personalisation: Platforms may recommend content based on viewing behaviour. 

8. Different payment models: Some services are free, subscription-based, advertising-supported or 
pay-per-view. 

9. Content categorisation: Videos may be arranged by topic, genre or audience. 

10. Internet dependence: Streaming generally requires an internet connection. 

 

 

Types of VOD services 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

1. Subscription Video-on-Demand (SVOD) 

Users pay a regular subscription fee to access a collection of video content. 

Examples: 

 Netflix. 

 Showmax. 

2. Advertising Video-on-Demand (AVOD) 

Users access video content without paying a direct subscription fee, while the platform earns revenue 
through advertisements. 

Example: Free, advertising-supported video services. 

3. Transactional Video-on-Demand (TVOD) 

Users pay for individual video titles or specific programmes. 

Examples include online film rental and digital purchase services. 

4. Free Video-on-Demand (FVOD) 

Users access video content without paying a subscription or individual viewing fee. The service may be 
supported through other funding arrangements. 

Examples of VOD platforms used in Kenya 

 YouTube. 

 Netflix. 

 Showmax. 

 Other online video libraries and educational video services. 

Uses of VOD platforms 

1. Online education. 

2. Entertainment. 

3. Documentary viewing. 

4. Professional training. 

5. News and information. 

6. Skills development. 

7. Religious and cultural programmes. 

8. Business promotion. 

9. Recorded school lessons. 

10. Public awareness campaigns. 

Advantages of VOD platforms 

1. Allow users to watch content at convenient times. 

2. Provide access to large video libraries. 

3. Support independent learning. 

4. Allow repeated viewing. 
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5. Provide different categories of content. 

6. Support educational demonstrations. 

7. Offer flexible viewing options. 

8. Provide opportunities for video creators to reach audiences. 

Disadvantages of VOD platforms 

1. Streaming can consume large amounts of internet data. 

2. Some services require subscriptions. 

3. Users may experience buffering due to poor connectivity. 

4. Some content may be unsuitable for children. 

5. Excessive viewing may affect productivity. 

6. Copyright restrictions may limit access. 

7. Some platforms collect user viewing data. 

1.2.4 MOBILE APPLICATIONS AS DISTRIBUTION CHANNELS 

 

Definition 

A mobile application, commonly known as a mobile app, is a software programme designed to operate 
on mobile devices such as smartphones and tablets. 

Mobile applications can be used to create, publish, distribute, access and interact with media content. 

Examples of mobile applications used for content distribution 

1. WhatsApp. 

2. YouTube. 
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3. TikTok. 

4. Instagram. 

5. Facebook. 

6. Spotify. 

7. Telegram. 

8. Google Classroom. 

Characteristics of mobile applications 

1. Designed for mobile devices. 

2. Often provide user-friendly interfaces. 

3. May support offline access to selected content. 

4. Allow notifications and updates. 

5. Support multimedia content. 

6. May require user registration. 

7. Can provide interactive communication. 

8. May connect users to online communities. 

9. Some applications use device cameras and microphones. 

10. Can be installed from official application stores. 

Uses of mobile applications in media distribution 

 Sharing educational videos. 

 Publishing photographs. 

 Distributing audio recordings. 

 Sharing digital posters. 

 Broadcasting live events. 

 Distributing announcements. 

 Sharing podcasts. 

 Delivering online lessons. 

 Promoting business products. 

 Communicating with audiences. 

Advantages of mobile applications 

1. Convenient access to content. 

2. Portable and easy to use. 

3. Support instant communication. 

4. Enable multimedia sharing. 

5. Support interactive learning. 

6. Some allow offline content access. 
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7. Provide notifications about new information. 

8. Support business promotion. 

9. Can reach large audiences. 

10. Allow creators to share content quickly. 

Disadvantages of mobile applications 

1. Some require internet connectivity. 

2. They may consume mobile data. 

3. Some require considerable storage space. 

4. Certain applications may contain advertisements. 

5. Users may be exposed to privacy risks. 

6. Frequent notifications may distract learners. 

7. Some applications require regular updates. 

8. Fake applications may contain malicious software. 

1.2.5 DIGITAL STREAMING PLATFORMS 

 

Definition 

A digital streaming platform is an online service or technology that delivers audio or video content over 

the internet, allowing users to consume media as it is transmitted without necessarily downloading the 

entire file first. 

Streaming enables users to listen to music, watch videos, attend live broadcasts and access other digital 
media through internet-connected devices. 

Examples of digital streaming platforms 

Video streaming platforms 

 YouTube. 
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 Netflix. 

 Showmax. 

Audio streaming platforms 

 Spotify. 

 Apple Music. 

 Online radio streaming services. 

Live streaming platforms 

 YouTube Live. 

 Facebook Live. 

 TikTok LIVE. 

Types of streaming 

1. Live streaming 

Live streaming involves transmitting audio or video content over the internet as the event takes place. 

Examples: 

 Live broadcasting of a school sports event. 

 Broadcasting a church service. 

 Streaming a school prize-giving ceremony. 

 Live coverage of a community meeting. 

2. On-demand streaming 

This allows users to select previously recorded audio or video content and play it whenever they want. 

Example: Watching a recorded educational lesson on YouTube. 

How digital streaming works 

1. A creator records or prepares digital content. 

2. The content is processed into a suitable digital format. 

3. The content is uploaded or transmitted to a streaming service. 

4. The streaming platform prepares the content for delivery. 

5. The user connects to the platform using an internet-enabled device. 

6. The platform sends the content in small portions of data. 

7. The user's device receives and plays the content. 

8. Additional portions continue arriving during playback. 

 

 

 

Important terms in streaming technology 

1. Buffering 
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Buffering is the temporary storage of portions of media data before or during playback to support 
smooth delivery. 

2. Bandwidth 

Bandwidth refers to the capacity of a network connection to transfer data within a given period. 

3. Bitrate 

Bitrate refers to the amount of digital data transmitted or processed per second in an audio or video 
stream. 

4. Resolution 

Resolution refers to the number of pixels used to display a digital image or video. 

Examples include: 

 480p. 

 720p. 

 1080p. 

 4K. 

5. Latency 

Latency is the delay between the transmission of information and its reception or presentation. 

6. Adaptive streaming 

This is a technology that adjusts video or audio quality according to available network conditions and 
device capabilities. 

Content delivery methods of streaming platforms 

Streaming platforms use several methods to deliver content to audiences. 

1. Progressive download 

 The media file begins downloading while playback is taking place. 

 Users can start watching before the entire file has downloaded. 

 Playback may stop if the available downloaded data is insufficient. 

2. Real-time streaming 

 Content is transmitted continuously as it is produced or made available. 

 It supports live broadcasts and online events. 

 It requires a stable connection for smooth delivery. 

3. Adaptive bitrate streaming 

 The platform prepares different quality versions of the same content. 

 The user's device selects an appropriate version depending on network conditions. 

 Video quality may increase or decrease automatically. 

 This helps reduce interruptions during playback. 

4. Content Delivery Networks (CDNs) 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

A Content Delivery Network is a system of distributed servers that helps deliver digital content to users 
from locations that are geographically closer to them. 

 It reduces the distance data travels. 

 It can improve loading speed. 

 It helps manage large numbers of viewers. 

 It reduces pressure on the original content server. 

Factors affecting streaming quality 

1. Internet connection speed. 

2. Network stability. 

3. Available bandwidth. 

4. Video resolution. 

5. Device performance. 

6. Server capacity. 

7. Network congestion. 

8. Streaming bitrate. 

9. Distance from content delivery servers. 

10. Number of users accessing the service. 

Advantages of digital streaming 

1. Provides convenient access to digital media. 

2. Supports live communication. 

3. Allows on-demand content consumption. 

4. Reduces the need to download entire files before playback. 

5. Supports distance education. 

6. Allows global content distribution. 

7. Provides entertainment opportunities. 

8. Supports live business promotion. 

9. Allows audiences to access content using different devices. 

10. Creates opportunities for media creators. 

Disadvantages of digital streaming 

1. Requires internet connectivity. 

2. May consume significant amounts of data. 

3. Poor networks cause buffering. 

4. Some platforms require subscriptions. 

5. Streaming may expose users to inappropriate content. 

6. Quality may reduce when bandwidth is low. 
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7. Live broadcasts may experience technical interruptions. 

8. Some platforms may collect personal viewing information. 

1.3 COMPARISON OF EMERGING MEDIA DISTRIBUTION CHANNELS 

Different channels are suitable for different forms of content. 

Distribution channel Main purpose Examples 

Websites Publishing organised information and 
resources 

School and business 
websites 

VOD platforms Providing selected video content on demand YouTube, Netflix 

Mobile applications Delivering content through mobile devices WhatsApp, TikTok 

Digital streaming 
platforms 

Delivering live or recorded audio and video Spotify, YouTube Live 

Factors to consider when selecting a distribution channel 

1. Target audience: Select a platform commonly used by the intended audience. 

2. Nature of content: Consider whether the content is audio, video, written or interactive. 

3. Cost: Consider subscription, hosting and data costs. 

4. Accessibility: Determine whether the audience can access the platform. 

5. Internet availability: Consider the quality and affordability of connectivity. 

6. Privacy: Select platforms with appropriate privacy and security controls. 

7. Content size: Consider whether the platform supports the size and format of the media. 

8. Audience engagement: Consider the availability of comments, reactions and feedback. 

9. Distribution speed: Consider how quickly the content needs to reach the audience. 

10. Copyright protection: Check whether the platform supports appropriate content ownership and 
usage controls. 

1.4 CONTENT CREATION FOR A 2–3-MINUTE EMERGING MEDIA FORMAT 

One of the main practical competencies in this sub-strand is the ability to create content for a 2–3-
minute emerging media format addressing a pertinent and contemporary issue. 

1.4.1 Meaning of Pertinent and Contemporary Issues (PCIs) 

Pertinent and Contemporary Issues are relevant concerns, challenges and opportunities affecting 
individuals, families, schools and communities in the present-day society. 

Media can be used to educate the public, create awareness and encourage positive action on such 
issues. 

Examples of PCIs relevant to Kenyan communities 

1. Environmental conservation 

 Deforestation. 

 Soil erosion. 

 Water pollution. 

 Poor waste disposal. 

 Climate change. 

 Plastic pollution. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

2. Health-related issues 

 Personal hygiene. 

 Malaria prevention. 

 HIV and AIDS awareness. 

 Mental health awareness. 

 Drug and substance abuse. 

 Nutrition and healthy lifestyles. 

3. Education-related issues 

 School attendance. 

 Digital literacy. 

 Child protection. 

 Reading culture. 

 Examination integrity. 

 Gender equality in education. 

4. Social issues 

 Child labour. 

 Gender-based violence. 

 Online bullying. 

 Teenage pregnancy. 

 Community peace and cohesion. 

 Responsible use of social media. 

5. Economic issues 

 Youth unemployment. 

 Entrepreneurship. 

 Financial literacy. 

 Responsible spending. 

 Agricultural productivity. 

6. Safety and security 

 Road safety. 

 Fire safety. 

 Cybersecurity. 

 Disaster preparedness. 

 Personal safety. 

1.4.2 Importance of using emerging media to address PCIs 

1. Creates awareness about community challenges. 
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2. Educates people on possible solutions. 

3. Encourages positive behaviour. 

4. Reaches many people quickly. 

5. Encourages community participation. 

6. Gives young people an opportunity to express their views. 

7. Supports campaigns for social change. 

8. Promotes collaboration between individuals and organisations. 

9. Provides opportunities for discussion and feedback. 

10. Preserves information for future reference. 

1.4.3 Steps in identifying a pertinent and contemporary issue 

1. Observe challenges affecting the community. 

2. Consult community members. 

3. Conduct interviews or discussions. 

4. Research available information. 

5. Identify the people affected by the issue. 

6. Establish the causes and effects. 

7. Determine whether media communication can help address the issue. 

8. Select one issue suitable for a 2–3-minute presentation. 

Example: Learners in a school notice that plastic bottles and packaging materials are frequently thrown 
around the school compound. 

The issue identified is poor waste management and plastic pollution. 

The learners may create a short video demonstrating proper waste disposal, waste separation and 
recycling. 

1.5 PLANNING A 2–3-MINUTE MEDIA PRODUCTION 

1.5.1 Meaning of a media production plan 

A media production plan is a document or outline that identifies the activities, resources, personnel and 
time required to create a media product. 

Planning ensures that the final content communicates the intended message effectively. 

Main elements of a media production plan 

1. Title: The name of the media production. 

2. Topic: The subject being addressed. 

3. Purpose: The reason for creating the content. 

4. Target audience: The intended viewers or listeners. 

5. Key message: The main information the audience should remember. 

6. Media format: Podcast, vodcast, vlog, blog or social media video. 

7. Distribution channel: Where the content will be published. 
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8. Script: The planned words or presentation content. 

9. Equipment: Devices and tools required. 

10. Personnel: People involved in production. 

11. Location: Where recording or production will take place. 

12. Time allocation: The time required for each production activity. 

13. Safety considerations: Measures to protect participants and equipment. 

14. Evaluation: Methods of assessing the final content. 

1.5.2 Selecting an appropriate media format 

The selected format should match the nature of the issue and the intended audience. 

Issue Suitable media format Reason 

Drug and substance abuse Short awareness video Combines images, narration and messages 

Water conservation Vodcast Demonstrates practical water-saving methods 

Mental health awareness Podcast Supports discussions and interviews 

Environmental pollution Vlog Shows actual community conditions 

Reading culture Blog Allows detailed written explanations 

Road safety Social media infographic Communicates key safety messages visually 

1.5.3 Preparing a script 

A script is a written plan of what a presenter, narrator or participant will say or do during a media 
production. 

A good script should: 

 Have a clear introduction. 

 Present accurate information. 

 Use simple language. 

 Follow a logical sequence. 

 Communicate a clear message. 

 Include an appropriate conclusion. 

 Encourage positive action. 

 

 

Example of a 2–3-minute video script 

Title: KEEP OUR SCHOOL ENVIRONMENT CLEAN 
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Topic: Environmental conservation. 

Media format: Short educational video. 

Target audience: Learners, teachers and the local community. 

Distribution channel: YouTube or school website. 

Duration: Approximately 2 minutes and 30 seconds. 

Objective: To create awareness about proper waste disposal and environmental cleanliness. 

Scene 1: Introduction (0–25 seconds) 

Visual: A learner walks around a school compound and notices litter. 

Narrator: 

"Our school environment is an important place for learning. However, improper waste disposal can make 
our surroundings dirty and unsafe. Have you ever wondered how plastic waste affects our environment?" 

Scene 2: The problem (25–60 seconds) 

Visual: Show littered areas, blocked drainage and plastic waste. 

Narrator: 

"Plastic bottles, polythene materials and other waste products can pollute the environment. Poor waste 
disposal can block drainage systems, encourage pests and contribute to environmental degradation." 

Scene 3: Suggested solutions (60–120 seconds) 

Visual: Learners collect litter, separate waste and place it in labelled bins. 

Narrator: 
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"We can make a difference by disposing of waste correctly. We should separate recyclable materials, 

reuse suitable items and keep our school surroundings clean. Every learner has a responsibility to 
protect the environment." 

Scene 4: Conclusion (120–150 seconds) 

Visual: Learners standing in a clean school compound. 

Narrator: 

"Environmental conservation begins with individual responsibility. Let us keep our school clean, protect 

our community and build a healthier Kenya. Remember, a clean environment is everyone's 
responsibility." 

End message: KEEP OUR ENVIRONMENT CLEAN! 

1.5.4 Storyboarding 

A storyboard is a visual plan showing the sequence of scenes or shots in a video production. 

It helps the creator organise the visual presentation before recording. 

A storyboard may contain: 

 Scene number. 

 Sketch or image of the scene. 

 Description of the action. 

 Dialogue or narration. 

 Camera angle. 

 Estimated duration. 

Example of a storyboard 

Scene Visual description Audio or narration Duration 

1 Learner introduces the topic Introduction 25 sec 

2 Show the problem Explain the problem 35 sec 

3 Demonstrate solutions Explain possible actions 60 sec 

4 Learners deliver final message Conclusion 30 sec 

1.5.5 Production equipment 

Equipment Function 

Smartphone Recording audio, video and photographs 

Digital camera Capturing quality photographs and videos 

Microphone Capturing clear sound 

Tripod Keeping the camera stable 

Headphones Monitoring sound quality 

Computer Editing and processing content 

Lighting equipment Improving visibility 

Memory card Storing recorded media 

Power bank Providing additional device power 

Internet connection Uploading and distributing content 
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1.5.6 Basic principles of good video production 

1. Camera framing 

Camera framing refers to how a subject is positioned within the camera's view. 

Common shot types include: 

 Extreme long shot: Shows a very wide view of a location. 

 Long shot: Shows a person or object together with its surroundings. 

 Medium shot: Shows a subject approximately from the waist upwards. 

 Close-up shot: Focuses on a person's face or an important object. 

 Extreme close-up: Shows a very small detail. 

2. Camera angles 

 Eye-level angle: Camera is positioned at the subject's eye level. 

 High angle: Camera looks down at the subject. 

 Low angle: Camera looks up at the subject. 

 Over-the-shoulder angle: Camera records from behind one person's shoulder. 

3. Lighting 

Proper lighting ensures that the subject is clearly visible. 

 Record in a well-lit area. 

 Avoid excessive backlighting. 

 Use natural light where appropriate. 

 Avoid very dark recording environments. 

4. Sound recording 

Clear sound is essential for effective communication. 

 Use an appropriate microphone. 

 Record in a quiet environment. 

 Avoid unnecessary background noise. 

 Monitor sound using headphones. 

 Maintain a suitable distance from the microphone. 

5. Camera stability 

 Use a tripod where available. 

 Hold the smartphone steadily. 

 Avoid unnecessary camera movement. 

 Use stabilisation equipment where possible. 

6. Composition 

Composition refers to the arrangement of visual elements within a photograph or video frame. 

Good composition makes content attractive, balanced and easy to understand. 
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1.6 EDITING AND FINALISING EMERGING MEDIA CONTENT 

1.6.1 Meaning of media editing 

Media editing is the process of modifying recorded or created media materials to improve their quality, 
accuracy, appearance and effectiveness. 

Editing involves selecting, arranging, removing, correcting and combining different media elements. 

Common media editing activities 

1. Cutting unnecessary sections. 

2. Joining different video clips. 

3. Adjusting brightness and contrast. 

4. Improving audio quality. 

5. Removing background noise. 

6. Adding titles and captions. 

7. Adding transitions. 

8. Inserting photographs and graphics. 

9. Adding appropriate background music. 

10. Correcting spelling and grammatical errors. 

11. Adjusting video speed. 

12. Exporting the final media product. 

1.6.2 Important editing terms 

1. Trimming: Removing unwanted portions from the beginning or end of a media clip. 

2. Cropping: Removing unwanted outer parts of an image or video frame. 

3. Transition: A visual effect used to move from one scene or clip to another. 

4. Caption: Written text displayed to provide information about spoken words or visual content. 

5. Subtitle: Text displaying dialogue or spoken words, often in another language or as a transcript. 

6. Voice-over: Narration recorded separately and added to a video. 

7. Rendering: Processing media elements to produce a final output. 

8. Exporting: Saving the completed project in a selected digital file format. 

9. Aspect ratio: The proportional relationship between the width and height of an image or video. 

10. Resolution: The amount of detail represented in a digital image or video. 

1.6.3 Common media file formats 

Format Main application 

MP3 Compressed audio 

WAV High-quality audio 

MP4 Digital video and audio 

MOV Digital video 

JPEG/JPG Photographs and images 

PNG Digital images and transparent graphics 

GIF Simple animated images 
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PDF Digital documents 

1.6.4 Quality considerations when finalising media content 

1. Accuracy of information. 

2. Clarity of the message. 

3. Sound quality. 

4. Image and video quality. 

5. Correct spelling and grammar. 

6. Appropriate duration. 

7. Suitable file format. 

8. Appropriate captions and titles. 

9. Respect for copyright. 

10. Protection of personal information. 

11. Suitability for the intended audience. 

12. Absence of offensive or misleading material. 

1.7 DISTRIBUTING MEDIA CONTENT THROUGH EMERGING CHANNELS 

1.7.1 Meaning of media distribution 

Media distribution is the process of making completed media content available to the intended audience 
through selected communication platforms. 

Distribution ensures that the content reaches people who need or are interested in the information. 

Steps involved in distributing media content 

1. Complete the media production. 

2. Review the content for quality and accuracy. 

3. Obtain consent from people appearing in the content. 

4. Confirm that all music, photographs and other materials are legally permitted for use. 

5. Select a suitable distribution channel. 

6. Create or access an authorised account. 

7. Prepare a suitable title and description. 

8. Select appropriate privacy settings. 

9. Upload the content. 

10. Add relevant captions or supporting information. 

11. Publish or share the content. 

12. Share the link with the intended audience. 

13. Monitor comments and feedback. 

14. Evaluate the effectiveness of the distribution. 
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1.7.2 Choosing the right distribution channel 

A creator should match the content to the platform. 

Example 1: Educational podcast 

 Format: MP3 audio. 

 Channel: Podcast hosting platform. 

 Audience: Learners and teachers. 

 Purpose: Supporting revision. 

Example 2: Environmental awareness video 

 Format: MP4 video. 

 Channel: YouTube. 

 Audience: Learners and community members. 

 Purpose: Promoting environmental conservation. 

Example 3: Educational article 

 Format: Written blog post. 

 Channel: Educational website. 

 Audience: Teachers and learners. 

 Purpose: Sharing academic information. 

Example 4: School announcement poster 

 Format: JPEG or PNG. 

 Channel: School website or authorised social media account. 

 Audience: Parents, teachers and learners. 

 Purpose: Communicating school information. 

1.7.3 Factors affecting successful media distribution 

1. Internet availability. 

2. Audience characteristics. 

3. Platform popularity. 

4. Content quality. 

5. Distribution costs. 

6. File size. 

7. Upload speed. 

8. Platform policies. 

9. Audience accessibility. 

10. Privacy and security. 

11. Copyright restrictions. 

12. Language and cultural suitability. 
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1.8 APPRECIATING CONTENT DELIVERY METHODS OF STREAMING PLATFORMS 

1.8.1 Meaning of content delivery 

Content delivery refers to the process through which digital media is transferred from a content 
provider to an audience through a network. 

Streaming platforms use different technologies to make audio and video content available efficiently. 

How learners can appreciate streaming platforms 

Learners should understand that streaming platforms: 

1. Provide flexible access to media content. 

2. Allow content to be accessed from different geographical locations. 

3. Support live communication. 

4. Enable on-demand learning. 

5. Use data transmission technologies. 

6. Adjust media quality according to network conditions. 

7. Use servers to store and distribute media. 

8. Support different devices. 

9. Provide opportunities for content creators. 

10. Require responsible use and respect for copyright. 

1.8.2 Importance of streaming platforms in education 

1. Support online lessons. 

2. Allow learners to replay difficult topics. 

3. Provide access to educational demonstrations. 

4. Support virtual learning environments. 

5. Enable teachers to broadcast lessons. 

6. Support teacher collaboration. 

7. Allow learners to access supplementary learning resources. 

8. Promote independent learning. 

9. Provide access to educational documentaries. 

10. Support continuous professional development. 

1.8.3 Challenges of streaming in Kenya 

1. Unreliable internet connectivity in some areas. 

2. High mobile data costs for some households. 

3. Limited access to smartphones and computers. 

4. Unstable electricity supply in some locations. 

5. Limited digital literacy. 

6. Language barriers. 
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7. Inappropriate online content. 

8. Copyright violations. 

9. Cybersecurity threats. 

10. Unequal access to digital infrastructure. 

1.8.4 Measures for improving streaming experiences 

1. Use a reliable internet service provider. 

2. Select appropriate video resolution. 

3. Use devices with adequate processing capacity. 

4. Reduce unnecessary background internet activities. 

5. Download permitted content for offline use where available. 

6. Use secure internet connections. 

7. Keep applications updated. 

8. Use headphones when appropriate. 

9. Avoid sharing account credentials. 

10. Select educational and age-appropriate content. 

1.9 PERTINENT AND CONTEMPORARY ISSUES IN EMERGING MEDIA 

The use of emerging media creates opportunities, but it also introduces social, ethical, economic and 
technological concerns. 

1.9.1 Digital citizenship 

Digital citizenship refers to the responsible and appropriate use of digital technologies when 
communicating, creating content and participating in online activities. 

A responsible digital citizen: 

 Communicates respectfully. 

 Respects other people's privacy. 

 Avoids cyberbullying. 

 Verifies information. 

 Protects personal information. 

 Respects copyright. 

 Uses technology constructively. 

 Reports harmful online behaviour. 

1.9.2 Copyright and intellectual property 

Copyright is a legal protection given to creators of original works, subject to applicable law. 

Examples of protected works include: 

1. Books. 

2. Photographs. 

3. Music. 
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4. Videos. 

5. Artwork. 

6. Computer programmes. 

7. Written articles. 

8. Recorded podcasts. 

Importance of respecting copyright 

 Protects creators' rights. 

 Encourages creativity. 

 Prevents unauthorised copying. 

 Promotes ethical media production. 

 Supports the creative economy. 

Ways of avoiding copyright infringement 

1. Create original content. 

2. Obtain permission before using protected materials. 

3. Use properly licensed materials. 

4. Check the conditions of Creative Commons licences. 

5. Acknowledge sources where required. 

6. Avoid downloading and republishing other people's work without authorisation. 

1.9.3 Privacy and data protection 

Privacy refers to an individual's right to control access to personal information. 

Examples of personal information include: 

 Full names. 

 Telephone numbers. 

 Home addresses. 

 Photographs. 

 Identification details. 

 Location information. 

 Personal communication. 

Ways of protecting privacy 

1. Obtain consent before publishing another person's images. 

2. Avoid revealing confidential information. 

3. Use appropriate account privacy settings. 

4. Avoid sharing passwords. 

5. Avoid publishing sensitive school records. 

6. Use secure applications. 
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7. Avoid suspicious links. 

8. Protect devices using passwords and other security features. 

1.9.4 Misinformation and disinformation 

Misinformation refers to false or inaccurate information shared without necessarily intending to 

deceive. 

Disinformation refers to deliberately false information created or shared to mislead people. 

Ways of identifying unreliable information 

1. Check the original source. 

2. Verify the author's identity and credibility. 

3. Compare the information with reliable sources. 

4. Check the publication date. 

5. Examine whether evidence is provided. 

6. Be cautious of sensational headlines. 

7. Avoid sharing unverified information. 

1.9.5 Cyberbullying 

Cyberbullying is the use of digital communication technologies to repeatedly harass, threaten, 
embarrass or intimidate another person. 

Examples include: 

 Sending threatening messages. 

 Publishing humiliating photographs. 

 Creating fake accounts to attack someone. 

 Spreading harmful rumours. 

 Sharing private information without consent. 

Prevention measures 

1. Promote respectful online communication. 

2. Avoid retaliating against cyberbullies. 

3. Save relevant evidence. 

4. Block and report abusive accounts. 

5. Inform trusted adults or appropriate authorities. 

6. Promote digital safety education. 

1.9.6 Artificial intelligence and emerging media 

Artificial Intelligence (AI) refers to computer systems designed to perform tasks that normally require 
aspects of human intelligence. 

AI is increasingly used in media content creation. 

Examples include: 

 Automatic video editing. 
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 Speech-to-text conversion. 

 Image enhancement. 

 Translation. 

 Caption generation. 

 Recommendation systems. 

 Voice generation. 

 Digital animation. 

Benefits of AI in media creation 

1. Speeds up content production. 

2. Supports editing. 

3. Improves accessibility through captions. 

4. Helps organise information. 

5. Supports translation. 

6. Provides creative assistance. 

Challenges of AI in media creation 

1. It may generate inaccurate information. 

2. It may reproduce biased content. 

3. It may create misleading images or videos. 

4. It raises copyright concerns. 

5. It may affect employment in some creative occupations. 

6. It may be misused to create deepfakes. 

Learners should use AI responsibly, verify generated information and disclose AI involvement where 
required. 

1.10 REFLECTIVE LEARNING AND DIGITAL PORTFOLIO 

1.10.1 Meaning of reflection 

Reflection is the process of thinking critically about an activity or experience to identify what was 
learned, challenges encountered and areas requiring improvement. 

Reflection helps learners evaluate their media production experiences. 

Importance of reflective learning 

1. Helps learners identify strengths. 

2. Identifies weaknesses in media production. 

3. Encourages independent learning. 

4. Improves problem-solving skills. 

5. Promotes creativity. 

6. Develops self-assessment skills. 

7. Encourages responsibility. 
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8. Supports continuous improvement. 

1.10.2 Reflective logbook or journal 

A reflective logbook is a written or digital record of activities, experiences, observations, challenges and 
lessons learned during a learning activity. 

Suggested contents of a media technology logbook 

Item Information to record 

Date Date of the activity 

Activity Media production activity undertaken 

Topic Issue addressed 

Format Podcast, vlog, vodcast, etc. 

Equipment Tools used 

Distribution channel Platform selected 

Skills acquired New skills developed 

Challenges Problems encountered 

Solutions How challenges were addressed 

Reflection What was learned 

Improvement What should be done differently 

1.10.3 Digital portfolio 

A digital portfolio is an organised electronic collection of a learner's work, achievements, evidence of 

learning and reflections. 

It provides evidence of the learner's development and competencies. 

Contents of a media technology digital portfolio 

1. Learner's name and identification details. 

2. Project title. 

3. Project description. 

4. Production plan. 

5. Script. 

6. Storyboard. 

7. Photographs of production activities. 

8. Original audio or video files. 

9. Edited final media product. 

10. Distribution link, where appropriate. 

11. Evidence of peer feedback. 

12. Reflective journal. 

13. Self-assessment. 

14. References and acknowledgements. 

 

Importance of a digital portfolio 

1. Demonstrates acquired competencies. 

2. Preserves creative work. 
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3. Provides evidence of practical learning. 

4. Supports assessment. 

5. Encourages creativity and innovation. 

6. Shows learner progress. 

7. Supports future career development. 

8. Allows teachers to provide feedback. 

1.11 PRACTICAL LEARNING ACTIVITY: CREATING AND DISTRIBUTING A MEDIA PRODUCT 

 

Activity: Create a 2–3-minute media product addressing a community issue 

Suggested topic: Responsible use of social media among young people. 

Learning task 

Working individually or in groups, identify a contemporary issue affecting the school or local community 
and produce a 2–3-minute media product. 

Suggested procedure 

Step 1: Identify the issue 

Choose one issue affecting your community. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Examples: 

 Environmental pollution. 

 Road safety. 

 Drug and substance abuse. 

 Cyberbullying. 

 Water conservation. 

 School attendance. 

 Personal hygiene. 

Step 2: Research the issue 

 Consult reliable information sources. 

 Conduct interviews where appropriate. 

 Identify the causes and effects. 

 Suggest possible solutions. 

Step 3: Select a media format 

Choose one: 

 Podcast. 

 Vodcast. 

 Vlog. 

 Short social media video. 

 Educational video. 

Step 4: Prepare a production plan 

Identify: 

 Topic. 

 Purpose. 

 Target audience. 

 Equipment. 

 Location. 

 Personnel. 

 Duration. 

 Distribution channel. 

Step 5: Develop the content 

 Write a script. 

 Prepare a storyboard. 

 Arrange the production materials. 

 Allocate responsibilities. 
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Step 6: Produce the media content 

 Record audio or video. 

 Capture appropriate images. 

 Maintain good sound quality. 

 Observe safety and privacy. 

Step 7: Edit the content 

 Remove unnecessary sections. 

 Improve sound and picture quality. 

 Add suitable titles and captions. 

 Check the accuracy of information. 

Step 8: Distribute the content 

Upload the completed content through an appropriate platform, such as a school website or authorised 
video-sharing platform. 

Step 9: Conduct peer critique 

Present the completed media product to classmates. 

Ask peers to comment on: 

 Clarity of the message. 

 Accuracy of information. 

 Creativity. 

 Sound quality. 

 Visual quality. 

 Suitability of the platform. 

 Relevance to the selected issue. 

Step 10: Reflect and document 

 Record challenges. 

 Identify skills acquired. 

 Write lessons learned. 

 Suggest improvements. 

 Store the final work in a digital portfolio. 

Suggested practical assessment rubric 

Assessment area Marks 

Identification and research of the issue 10 

Planning and script development 10 

Creativity and originality 10 

Technical production quality 15 

Relevance and accuracy of content 15 

Appropriate distribution 10 

Peer critique and reflection 10 
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Digital portfolio documentation 10 

Responsible and ethical media use 10 

Total 100 

1.12 CAREER OPPORTUNITIES IN EMERGING MEDIA TECHNOLOGY 

Emerging media technology provides opportunities for employment, entrepreneurship and professional 
development. 

Possible careers 

1. Content creator: Develops digital content for online audiences. 

2. Podcaster: Produces and presents audio programmes. 

3. Vlogger: Creates and publishes video blogs. 

4. Video editor: Edits video recordings into finished products. 

5. Social media manager: Manages social media accounts and communication strategies. 

6. Graphic designer: Creates digital illustrations, posters and other visual materials. 

7. Digital journalist: Researches and publishes news through digital platforms. 

8. Web designer: Designs the appearance and structure of websites. 

9. Digital marketer: Promotes products and services through digital channels. 

10. Photographer: Captures and processes digital photographs. 

11. Animation designer: Creates animated digital content. 

12. VR/AR developer: Develops immersive and augmented digital experiences. 

13. Audio producer: Records and edits audio content. 

14. Media presenter: Presents programmes through digital and traditional media. 

15. E-learning content developer: Produces digital educational resources. 

Entrepreneurial opportunities in Kenya 

 Producing educational videos for schools. 

 Recording podcasts for organisations. 

 Designing posters for local businesses. 

 Creating websites for institutions. 

 Managing social media accounts. 

 Producing promotional videos. 

 Developing digital learning resources. 

 Providing photography and video services. 

 Producing agricultural information content. 

 Creating digital advertisements. 

1.13 SUMMARY OF KEY TERMS 

Term Meaning 

Emerging media New and developing digital communication formats and technologies 

Podcast Digital audio programme 
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Vodcast Video-based podcast 

Blog Website or online section containing published articles and other content 

Blogger Person who creates and maintains a blog 

Vlog Video blog 

Vlogger Person who creates vlogs 

Social media Digital platforms that enable content sharing and interaction 

VR Computer-generated immersive environment 

AR Technology that overlays digital elements onto the real world 

Media application Software used to create, edit, manage or access media 

Website Collection of related web pages 

VOD Video-on-demand service 

Streaming Continuous delivery of digital media over a network 

Bandwidth Capacity of a network to transfer data 

Buffering Temporary storage of media data during playback 

Bitrate Amount of data transmitted or processed per second 

Latency Delay in data transmission or presentation 

PCI Pertinent and Contemporary Issue 

Storyboard Visual plan of scenes in a production 

Script Written plan of dialogue or narration 

Media distribution Process of delivering content to an audience 

Copyright Legal protection for original creative works 

Digital citizenship Responsible participation in digital environments 

Digital portfolio Electronic collection of a learner's work and evidence of learning 

Reflection Critical examination of an experience to identify learning and improvement 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

1.14 REVISION QUESTIONS 

STRAND: PRODUCTIVITY TOOLS / EMERGING MEDIA 

SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Instructions: Answer all questions by selecting the most appropriate answer from the alternatives A, B, C 
or D. Each question carries 1 mark. 

1. What is meant by emerging media? 

A. Traditional printed communication only. 

B. New and developing forms of digital communication. 

C. Communication through handwritten letters. 
D. Communication through noticeboards only. 

2. Which of the following is an example of an audio-based emerging media format? 

A. Vlog 

B. Vodcast 

C. Podcast 

D. Infographic 

3. A person who regularly creates and publishes video blogs is referred to as a: 

A. Blogger 

B. Vlogger 

C. Journalist 
D. Publisher 

4. Which of the following best describes a vodcast? 

A. A printed magazine. 

B. An audio-only programme. 

C. A video-based podcast. 
D. A handwritten article. 

5. What is the primary purpose of a blog? 

A. To publish written and multimedia content online. 

B. To manufacture computers. 

C. To repair mobile phones. 
D. To broadcast radio signals. 

6. Which of the following is an example of a blogging platform? 

A. Audacity 

B. WordPress 

C. VLC Player 
D. Calculator 

7. Which technology creates a computer-generated immersive environment? 

A. Augmented Reality 

B. Virtual Reality 

C. Social media 
D. Podcasting 

 

 

8. A learner uses a smartphone to display a three-dimensional model of the human heart over an image 
in a textbook. Which technology is being used? 

A. Virtual Reality 

B. Traditional media 
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C. Augmented Reality 
D. Audio streaming 

9. Which of the following devices is commonly used to experience fully immersive Virtual Reality? 

A. Printer 

B. VR headset 

C. Keyboard 
D. Scanner 

10. Which of the following applications is primarily used for video editing? 

A. CapCut 

B. Calculator 

C. File Explorer 

D. Notepad 

11. Which social media platform is widely associated with sharing short-form videos? 

A. TikTok 

B. Microsoft Excel 

C. Adobe Reader 
D. Windows Explorer 

12. A collection of related web pages accessible through a common domain name is known as a: 

A. Podcast 

B. Website 

C. Spreadsheet 
D. Database 

13. Which of the following is an example of a video-on-demand platform? 

A. Netflix 

B. Microsoft Word 

C. Calculator 
D. Notepad 

14. What is meant by digital streaming? 

A. Printing digital photographs. 

B. Delivering digital audio or video content over a network. 

C. Writing information in a notebook. 
D. Scanning printed documents. 

15. Which term refers to the temporary storage of media data during playback? 

A. Cropping 

B. Buffering 

C. Rendering 
D. Formatting 

 

 

16. Which of the following is most likely to cause buffering during video streaming? 

A. Poor internet connectivity. 

B. Good network stability. 

C. Adequate bandwidth. 
D. Suitable video resolution. 
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17. Which streaming technology automatically adjusts video quality according to changing network 
conditions? 

A. Manual printing 

B. Adaptive bitrate streaming 

C. Traditional broadcasting 
D. Image cropping 

18. What is the main purpose of a Content Delivery Network (CDN)? 

A. To design posters. 

B. To improve the delivery of digital content. 

C. To record podcasts. 
D. To create passwords. 

19. Which of the following is an example of a pertinent and contemporary issue that can be addressed 
through emerging media? 

A. Drug and substance abuse. 

B. Ancient mathematical symbols only. 

C. Historical printing machines. 
D. Traditional drawing instruments. 

20. What should be the first important step when developing a media product? 

A. Uploading the content. 

B. Identifying the issue and purpose. 

C. Deleting the recording. 
D. Purchasing a television. 

21. A written document containing what a presenter will say during a media production is called a: 

A. Storyboard 

B. Script 

C. Website 
D. Portfolio 

22. What is the name given to a visual representation showing the sequence of scenes in a video 
production? 

A. Script 

B. Podcast 

C. Storyboard 
D. Blog 

23. Which of the following equipment is used to keep a camera steady during recording? 

A. Tripod 

B. Microphone 

C. Headphones 
D. Speaker 

 

24. Which equipment is mainly used to capture sound during media production? 

A. Projector 

B. Microphone 

C. Printer 
D. Scanner 

25. What is the process of removing unwanted sections from the beginning or end of a video clip called? 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

A. Trimming 

B. Streaming 

C. Publishing 
D. Buffering 

26. Which of the following file formats is commonly used for compressed digital audio? 

A. JPEG 

B. MP3 

C. PNG 
D. PDF 

27. What is cyberbullying? 

A. Sharing educational materials online. 

B. Using digital communication platforms to harass or intimidate others. 

C. Editing a photograph. 
D. Recording a podcast. 

28. Which of the following practices demonstrates responsible media production? 

A. Publishing another person's photograph without permission. 

B. Sharing unverified information. 

C. Obtaining consent before recording other people. 
D. Using copyrighted music without permission. 

29. What is the main purpose of maintaining a reflective logbook? 

A. To store passwords. 

B. To document experiences, challenges and learning progress. 

C. To advertise products. 
D. To edit videos. 

30. Why is a digital portfolio important to a learner? 

A. It replaces all classroom activities. 

B. It provides evidence of the learner's work and achievements. 

C. It prevents learners from using computers. 
D. It stores entertainment videos only. 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

Instructions: Answer all questions. Write your answers clearly and provide relevant examples where 
necessary. 

QUESTION 1: FUNDAMENTALS OF EMERGING MEDIA (10 MARKS) 

a) Define the term emerging media. (2 marks) 

b) Identify four formats of emerging media. (4 marks) 

c) State four characteristics of emerging media. (4 marks) 

QUESTION 2: EMERGING MEDIA FORMATS (10 MARKS) 

a) Differentiate between a podcast and a vodcast. (4 marks) 

b) Explain three advantages of using vlogs in the teaching and learning process. (3 marks) 

c) State three differences between Virtual Reality (VR) and Augmented Reality (AR). (3 marks) 

QUESTION 3: EMERGING MEDIA DISTRIBUTION CHANNELS (10 MARKS) 

a) Define the term media distribution channel. (2 marks) 
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b) Identify four emerging media distribution channels. (4 marks) 

c) Explain four factors that should be considered when selecting an appropriate media distribution 
channel. (4 marks) 

QUESTION 4: MEDIA CONTENT CREATION (8 MARKS) 

A group of Grade 11 learners intends to produce a 2–3-minute video addressing the problem of poor 
waste disposal in their community. 

a) Identify four activities the learners should undertake during the planning stage before recording the 
video. (4 marks) 

b) State four pieces of equipment the learners may require during the video production process. (4 
marks) 

QUESTION 5: STREAMING PLATFORMS (6 MARKS) 

a) Define the term digital streaming. (2 marks) 

b) State two differences between live streaming and on-demand streaming. (2 marks) 

c) Identify two factors that may affect the quality of streamed media content. (2 marks) 

QUESTION 6: RESPONSIBLE MEDIA USE AND REFLECTION (6 MARKS) 

a) State three ways of promoting responsible use of social media platforms. (3 marks) 

b) Explain three reasons why a learner should maintain a digital portfolio after completing a media 
production activity. (3 marks) 

 

 

 

 

 

 

 

 

 

 

 

 

ANSWERS AND MARKING SCHEME 

SECTION A: MULTIPLE-CHOICE ANSWERS 

Question Answer Correct response 

1 B New and developing digital communication 

2 C Podcast 

3 B Vlogger 

4 C Video-based podcast 

5 A Publish written and multimedia content 

6 B WordPress 
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7 B Virtual Reality 

8 C Augmented Reality 

9 B VR headset 

10 A CapCut 

11 A TikTok 

12 B Website 

13 A Netflix 

14 B Delivering digital audio or video over a network 

15 B Buffering 

16 A Poor internet connectivity 

17 B Adaptive bitrate streaming 

18 B Improving digital content delivery 

19 A Drug and substance abuse 

20 B Identify the issue and purpose 

21 B Script 

22 C Storyboard 

23 A Tripod 

24 B Microphone 

25 A Trimming 

26 B MP3 

27 B Harassment or intimidation through digital communication 

28 C Obtaining consent 

29 B Documenting learning experiences 

30 B Providing evidence of work and achievements 

TOTAL: 30 MARKS 

SECTION B: SUGGESTED MARKING SCHEME 

QUESTION 1: FUNDAMENTALS OF EMERGING MEDIA (10 MARKS) 

a) Definition (2 marks) 

Emerging media refers to new and developing forms of communication that use modern digital 
technologies and internet-based platforms to create, distribute and consume information. (2 marks) 

b) Four formats (4 marks) 

Award 1 mark each for any four: 

1. Podcasts. 

2. Vodcasts. 

3. Blogs. 

4. Vlogs. 

5. Social media. 

6. Virtual Reality. 

7. Augmented Reality. 

8. Media applications. 

c) Four characteristics (4 marks) 

Award 1 mark each for any four explained characteristics: 

1. Digital nature – content is created and distributed electronically. 
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2. Interactivity – audiences can comment and respond. 

3. Multimedia integration – combines text, sound, photographs and video. 

4. Global accessibility – content can reach international audiences. 

5. User-generated content – users can create and publish their own materials. 

6. Real-time communication – information can be shared quickly. 

7. Portability – content can be accessed through mobile devices. 

8. Personalisation – content can be tailored to user interests. 

QUESTION 2: EMERGING MEDIA FORMATS (10 MARKS) 

a) Differences between podcast and vodcast (4 marks) 

Podcast Vodcast 

Mainly audio-based. Combines audio and video. 

Listeners mainly hear the content. Viewers hear and see the content. 

Mainly requires audio recording equipment. Requires audio and video recording equipment. 

Generally produces smaller files. Generally produces larger files. 

Award 1 mark for each correct difference. 

b) Three advantages of vlogs in education (3 marks) 

Award 1 mark each for any three: 

1. They support visual learning. 

2. They allow demonstrations of practical activities. 

3. They improve communication and presentation skills. 

4. They encourage creativity. 

5. They support distance learning. 

6. They allow learners to review recorded lessons. 

7. They promote collaboration. 

8. They provide opportunities to share knowledge. 

c) Differences between VR and AR (3 marks) 

Award 1 mark for each correct difference: 

1. VR creates a computer-generated environment, while AR adds digital elements to the real 
environment. 

2. VR commonly uses specialised headsets, while AR can use smartphones and tablets. 

3. VR provides an immersive simulated experience, while AR enhances the user's view of the physical 
environment. 

QUESTION 3: EMERGING MEDIA DISTRIBUTION CHANNELS (10 MARKS) 

a) Definition (2 marks) 

A media distribution channel is a digital platform or system through which media content is delivered 
from a creator or publisher to the intended audience. (2 marks) 

b) Four distribution channels (4 marks) 

Award 1 mark each: 
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1. Websites. 

2. Video-on-demand platforms. 

3. Mobile applications. 

4. Digital streaming platforms. 

c) Four factors to consider (4 marks) 

Award 1 mark each for any four explained factors: 

1. Target audience: The platform should be accessible to the intended viewers or listeners. 

2. Cost: Consider subscription, hosting and data expenses. 

3. Nature of content: The channel should support the required media format. 

4. Internet availability: The audience should have reasonable access to the internet. 

5. Privacy: The platform should provide appropriate security controls. 

6. Accessibility: The platform should be compatible with users' devices. 

7. Audience engagement: The platform should support feedback and interaction. 

8. Copyright protection: The platform should allow appropriate management of intellectual 
property. 

QUESTION 4: MEDIA CONTENT CREATION (8 MARKS) 

a) Four activities before recording (4 marks) 

Award 1 mark each for any four: 

1. Identify the purpose of the video. 

2. Research poor waste disposal in the community. 

3. Identify the target audience. 

4. Prepare a script. 

5. Develop a storyboard. 

6. Select a suitable recording location. 

7. Identify participants. 

8. Obtain consent from people to be recorded. 

9. Prepare a production schedule. 

10. Identify the distribution channel. 

b) Four pieces of equipment (4 marks) 

Award 1 mark each: 

1. Smartphone or digital camera. 

2. Microphone. 

3. Tripod. 

4. Computer or laptop. 

5. Headphones. 
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6. Lighting equipment. 

7. Power bank. 

8. Memory card. 

QUESTION 5: STREAMING PLATFORMS (6 MARKS) 

a) Definition (2 marks) 

Digital streaming is the continuous delivery of audio or video content over a network, allowing users to 
play the content as it is received without necessarily downloading the entire file first. (2 marks) 

b) Two differences (2 marks) 

Award 1 mark each for any two: 

1. Live streaming transmits content as an event happens, while on-demand streaming allows users 
to select previously recorded content. 

2. Live streaming follows the timing of the broadcast, while on-demand streaming allows flexible 
viewing times. 

3. Live streaming is commonly used for events, while on-demand streaming is commonly used for 
recorded lessons and entertainment. 

c) Two factors affecting streaming quality (2 marks) 

Award 1 mark each for any two: 

1. Internet connection speed. 

2. Network stability. 

3. Available bandwidth. 

4. Device performance. 

5. Video resolution. 

6. Server capacity. 

7. Network congestion. 

8. Bitrate. 

QUESTION 6: RESPONSIBLE MEDIA USE AND REFLECTION (6 MARKS) 

a) Three ways of promoting responsible social media use (3 marks) 

Award 1 mark each for any three: 

1. Verify information before sharing it. 

2. Respect other people's privacy. 

3. Avoid cyberbullying. 

4. Use strong passwords. 

5. Avoid sharing confidential information. 

6. Obtain consent before publishing photographs. 

7. Respect copyright. 

8. Report harmful or suspicious content. 
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9. Communicate respectfully. 

10. Limit unnecessary screen time. 

b) Three reasons for maintaining a digital portfolio (3 marks) 

Award 1 mark each for any three explained reasons: 

1. Evidence of learning: Shows the learner's completed media production activities. 

2. Assessment: Allows teachers to assess acquired competencies. 

3. Progress tracking: Helps learners monitor their development. 

4. Storage: Preserves media products for future reference. 

5. Reflection: Provides evidence of challenges, experiences and lessons learned. 

6. Career development: Demonstrates practical skills and achievements to potential employers or 
clients. 

7. Creativity: Showcases the learner's original work. 

TOTAL SECTION B: 50 MARKS 

1.16 KEY TAKEAWAYS 

By the end of this sub-strand, a competent Grade 11 learner should be able to: 

1. Explain the meaning and characteristics of emerging media. 

2. Identify and differentiate emerging media formats. 

3. Explain the uses of podcasts, vodcasts, blogs and vlogs. 

4. Demonstrate an understanding of social media, VR and AR. 

5. Identify suitable media applications for different production tasks. 

6. Analyse websites, VOD platforms, mobile applications and digital streaming platforms as 
distribution channels. 

7. Identify a pertinent and contemporary issue within the community. 

8. Plan and create a 2–3-minute media product. 

9. Edit and finalise digital media content. 

10. Distribute media content through an appropriate emerging media channel. 

11. Appreciate content delivery methods used by streaming platforms. 

12. Practise responsible digital citizenship. 

13. Maintain a reflective logbook and digital portfolio. 
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STRAND 1.0: MEDIA CONTENT CREATION 

SUB-STRAND 1.2: PRE-PRODUCTION 

INTRODUCTION TO PRE-PRODUCTION 

Pre-production is an important stage in media content creation. It involves planning and organising all 

the activities that must take place before the actual recording, filming or production of media content 
begins. 

It helps media creators to understand what they want to produce, who they want to reach, the 

resources required, the production process and how the final content will be presented to the intended 
audience. 
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In Kenya, pre-production is useful when creating: 

 Educational television programmes. 

 Films and documentaries. 

 Radio programmes and podcasts. 

 Television advertisements. 

 Social media videos. 

 Music videos. 

 News reports. 

 Digital learning materials. 

 Public awareness campaigns. 

 Community development programmes. 

For example, a media production team in Kilgoris planning to produce a documentary about 

environmental conservation must first identify the documentary's purpose, target audience, locations, 
interviewees, equipment, budget and production schedule. 

These preparations help the team avoid confusion, unnecessary expenses and delays during production. 

1.2.1 Meaning of Pre-production 

Pre-production refers to the planning and preparation stage of media content creation that takes place 
before the actual recording, filming or production of content. 

It involves developing ideas, researching information, writing scripts, preparing storyboards, identifying 
locations, selecting cast and crew, budgeting, organising equipment and preparing production schedules. 

Main activities involved in pre-production 

1. Developing a media content idea. 

2. Conducting research on the proposed topic. 

3. Identifying the purpose of the production. 

4. Identifying the target audience. 

5. Developing a production concept. 

6. Identifying the unique selling points. 

7. Selecting an appropriate media format. 

8. Writing audiovisual and audio scripts. 

9. Preparing a production treatment. 

10. Developing a storyboard. 

11. Preparing a shooting script. 

12. Preparing a script breakdown sheet. 

13. Developing a shooting schedule. 

14. Identifying production locations. 

15. Selecting actors, presenters and interviewees. 
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16. Identifying the equipment and materials required. 

17. Preparing a production budget. 

18. Developing a pitch deck. 

Importance of pre-production in media content creation 

Pre-production is important because it: 

1. Provides direction: It gives the production team a clear understanding of what they intend to 
achieve. 

2. Saves time: Proper planning reduces unnecessary delays during recording and filming. 

3. Reduces production costs: It helps identify the resources needed and prevents unnecessary 
expenditure. 

4. Improves quality: Scripts, storyboards and production plans help creators produce organised and 
meaningful content. 

5. Promotes teamwork: It enables directors, producers, camera operators, editors, sound technicians 
and presenters to understand their responsibilities. 

6. Helps manage risks: It allows the team to identify possible challenges and prepare solutions. 

7. Ensures audience relevance: It helps creators develop content that meets the interests and needs of 
the intended audience. 

8. Promotes effective resource utilisation: Equipment, personnel, time and finances can be allocated 
appropriately. 

9. Provides a production reference: Pre-production documents guide the production team throughout 
the project. 

10. Improves communication: Everyone involved understands the production objectives and 
expectations. 

 

 

 

 

 

 

1.2.2 The Production Process in Media Technology 

Media content creation generally involves three major stages. 
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A. Pre-production 

This is the planning stage. 

Activities include: 

 Developing the concept. 

 Researching the subject. 

 Writing scripts. 

 Developing storyboards. 

 Preparing production documents. 

 Planning the budget. 

 Scheduling production activities. 

B. Production 

This is the actual recording or filming stage. 

Activities include: 

 Recording video footage. 

 Capturing audio. 

 Conducting interviews. 

 Filming scenes. 

 Recording narration. 

 Capturing photographs. 

 Directing actors and presenters. 

C. Post-production 

This is the stage where recorded materials are organised, edited and prepared for distribution. 

Activities include: 

 Video editing. 

 Audio editing. 
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 Adding background music. 

 Adding sound effects. 

 Colour correction. 

 Adding titles and subtitles. 

 Adding visual effects. 

 Mixing and mastering audio. 

 Exporting the final media content. 

Example: When producing a documentary about tourism in the Maasai Mara: 

 Pre-production involves researching wildlife, writing the script and planning filming locations. 

 Production involves recording wildlife, interviewing tour guides and capturing scenery. 

 Post-production involves editing the footage, adding narration, music and titles. 

1.2.3 ELEMENTS OF A PRODUCTION PITCH 

Meaning of a production pitch 

A production pitch is a presentation or proposal used to communicate a media content idea to potential 
investors, clients, broadcasters, sponsors, production companies or other stakeholders. 

It explains what the proposed production is about, who it is intended for, why it is important and what 
makes it different from other productions. 

A production pitch helps convince the intended stakeholders to support, finance, approve or participate 
in the proposed media project. 

For example, a Kenyan media creator may pitch a television programme about agricultural innovations 
to a television station or an organisation supporting agricultural education. 

Main elements of a production pitch 

The main elements include: 

1. Target audience. 

2. Unique selling points. 

3. Concept. 

4. Format. 

A. Target audience 

Target audience refers to the specific group of people for whom a media production is created. 

It identifies the people who are most likely to watch, listen to, read or interact with the content. 

Understanding the target audience enables media creators to develop content that meets the audience's 
needs, interests, expectations and level of understanding. 

Factors considered when identifying a target audience 

1. Age: The age group determines the language, presentation style and subject matter suitable for the 
audience. 

Example: An animated educational programme may target children aged 6–12 years. 
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2. Gender: In some productions, gender may influence the interests or needs of the intended audience. 
Content should avoid unfair stereotypes. 

3. Geographical location: This refers to where the intended audience lives. 

Example: A documentary about pastoralism may target communities in Narok, Kajiado and Samburu 
counties. 

4. Education level: The education background of the audience influences the complexity of language 
and information used. 

Example: A revision programme may target Grade 11 learners. 

5. Occupation: The occupation of the audience can influence the type of content they require. 

Example: An agricultural programme may target farmers, agricultural students and extension officers. 

6. Interests: These are the activities, subjects and issues that attract the audience. 

Example: Young people interested in technology may enjoy a programme about digital innovation. 

7. Language: The language used should be appropriate to the audience. 

Example: A community awareness programme may use Kiswahili, English or a local language depending 
on its intended audience. 

8. Socio-economic background: The production team may consider the audience's access to technology, 
internet services and media platforms. 

9. Media consumption habits: This refers to how the audience accesses media content. 

Example: Some young audiences prefer short videos on social media, while others prefer television 
programmes. 

Importance of identifying the target audience 

 Helps determine the appropriate language. 

 Guides the selection of topics. 

 Influences the production style. 

 Helps select suitable media platforms. 

 Improves audience engagement. 

 Helps determine the appropriate duration of content. 

 Supports effective marketing and distribution. 

 Prevents production of irrelevant content. 

Example of a target audience profile 

Aspect Description 

Programme Digital Skills for Young People 

Age 15–24 years 

Location Kenya 

Education Secondary school and college learners 

Interests Technology, entrepreneurship and digital skills 

Language English and Kiswahili 

Platform Television and YouTube 

B. Unique Selling Point (USP) 
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Unique Selling Point (USP) refers to the special feature, quality or benefit that makes a media 
production different from and more attractive than other similar productions. 

It explains why the intended audience or sponsor should choose the proposed production instead of 
competing alternatives. 

A strong USP gives a media production a recognisable identity. 

Examples of unique selling points in media production 

1. Original content: The production presents fresh ideas that have not been widely explored. 

2. Local relevance: It focuses on issues affecting Kenyan communities. 

3. Expert participation: It includes contributions from qualified professionals. 

4. Interactive presentation: Audiences participate through questions, discussions, polls or live calls. 

5. High-quality visuals: It uses attractive images, professional camera work and effective graphics. 

6. Educational value: It provides practical knowledge and skills. 

7. Affordable production: It offers quality content at a relatively low production cost. 

8. Cultural relevance: It incorporates local languages, traditions and experiences appropriately. 

9. Unique presentation style: It uses an interesting storytelling approach, animation, demonstrations or 
interviews. 

10. Accessibility: It provides captions, clear narration and formats that can reach audiences with 
different needs. 

Importance of a USP 

 Differentiates a production from competitors. 

 Attracts the target audience. 

 Makes the production memorable. 

 Helps attract sponsors and investors. 

 Builds the identity of the production. 

 Provides a marketing advantage. 

 Communicates the main benefit of the content. 

Example 

A proposed Kenyan television programme about farming may have the following USP: 

It uses demonstrations by local farmers to show affordable agricultural practices that can be applied by 
small-scale farmers. 

This makes the programme different from agricultural programmes that mainly provide theoretical 
information. 

C. Production concept 

A production concept is the central idea or creative vision upon which a media production is based. 

It explains what the production is about, the message it intends to communicate and how the idea will 
be developed into media content. 

The concept provides the foundation for scriptwriting, visual design, sound, presentation and production 
decisions. 
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Components of a production concept 

1. Title: The name given to the proposed production. 

2. Theme: The central subject or issue explored in the production. 

3. Purpose: The reason for creating the production. 

4. Main message: The key information or idea that the production communicates. 

5. Storyline: The sequence of events or ideas through which the content is presented. 

6. Characters or participants: The people who appear or contribute to the production. 

7. Setting: The location or environment where the events take place. 

8. Creative approach: The style used to communicate the content. 

9. Tone and mood: The emotional atmosphere created by the production. 

10. Expected outcome: What the audience should understand, feel or do after consuming the content. 

Examples of production concepts 

Production Concept 

Environmental documentary Showing the effects of deforestation and ways of conserving forests 

Educational television 
programme 

Helping learners understand scientific concepts through 
demonstrations 

Radio drama Communicating the importance of peaceful conflict resolution 

Agricultural programme Demonstrating modern farming methods to Kenyan farmers 

Youth podcast Discussing entrepreneurship and employment opportunities 

Importance of a production concept 

 Provides a clear creative direction. 

 Guides script development. 

 Helps maintain consistency. 

 Guides the selection of locations and participants. 

 Supports the development of visual and sound elements. 

 Communicates the purpose of the production. 

 Helps the production team remain focused. 

D. Media production format 

Media production format refers to the structure, style or form in which media content is presented to 
its audience. 

It determines how information, stories or messages will be organised and delivered. 

Common media production formats 
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1. Documentary: A factual production that presents real events, people, places or issues. 

Example: A documentary about wildlife conservation in Kenya. 

2. Drama: A production that uses characters, dialogue and events to tell a story. 

Example: A television drama about family relationships. 

3. Interview: A production involving questions and answers between an interviewer and an interviewee. 

Example: An interview with a Kenyan entrepreneur. 

4. Talk show: A programme in which a presenter and guests discuss selected topics. 

Example: A youth talk show discussing employment opportunities. 

5. News bulletin: A programme that presents current information and events. 

Example: A television news bulletin covering national events. 

6. Educational programme: Content designed to teach knowledge, skills and values. 

Example: A programme explaining digital literacy to learners. 

7. Podcast: An audio or audiovisual programme distributed digitally, often in episodes. 

Example: A podcast discussing education and career opportunities. 

8. Advertisement: A short promotional production intended to create awareness or persuade audiences 
about a product, service or idea. 

Example: An advertisement promoting a Kenyan agricultural product. 

9. Animation: A production that uses moving illustrations, drawings or computer-generated images. 

Example: An animated video explaining the water cycle. 

10. Music video: An audiovisual production created to accompany a musical recording. 
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11. Reality programme: A programme presenting real people participating in activities or situations, 
often following a planned production structure. 

12. Magazine programme: A programme containing several different segments, such as interviews, news 
features, demonstrations and entertainment. 

Factors to consider when selecting a production format 

 Nature of the subject. 

 Target audience. 

 Available budget. 

 Available equipment. 

 Production skills. 

 Intended distribution platform. 

 Duration of the content. 

 Available participants. 

 Intended message. 

 Accessibility requirements. 

Difference between concept and format 

Concept Format 

Explains the central idea of the production. Explains how the content will be presented. 

Focuses on what the production is about. Focuses on the structure and presentation style. 

Guides creative development. Guides content organisation and delivery. 

Example: Promoting environmental conservation. Example: A television documentary. 

1.2.4 DEVELOPING A PRODUCTION PITCH 

Developing a production pitch involves organising a media idea into a clear and convincing proposal. 

Steps followed when developing a production pitch 

1. Identify a suitable media idea. 

2. Research the proposed subject. 

3. Establish the purpose of the production. 

4. Identify the target audience. 

5. Develop the production concept. 

6. Identify the unique selling points. 

7. Select an appropriate media format. 

8. Identify the expected duration. 

9. Identify the production requirements. 
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10. Estimate the production budget. 

11. Identify possible distribution platforms. 

12. Prepare a presentation for the intended stakeholders. 

Example of a production pitch 

Production title: Vijana na Teknolojia. 

Concept: A Kenyan educational television programme that introduces young people to digital skills, 
innovation and responsible use of technology. 

Target audience: Young people aged 15–24 years in Kenya. 

Unique selling point: The programme uses practical demonstrations and interviews with local 
technology innovators to explain digital skills. 

Format: Educational magazine programme. 

Duration: 30 minutes per episode. 

Platform: Television and online video platforms. 

Purpose: To improve digital literacy and encourage young people to explore technology-related 
opportunities. 

Expected outcome: Viewers acquire practical knowledge of digital tools and responsible technology 
use. 

1.2.5 DOCUMENTS USED IN MEDIA TECHNOLOGY PRE-PRODUCTION 

Pre-production documents are written or visual records prepared before the actual production of media 
content. 

They provide information and instructions that guide the production team during the planning and 
execution of a media project. 

These documents ensure that everyone involved understands the production requirements, 
responsibilities, activities and expected outcomes. 

The major pre-production documents include: 

1. Production treatment. 

2. Shooting script. 

3. Storyboard. 

4. Script breakdown sheet. 

5. Shooting schedule. 

A. Production treatment 

A production treatment is a written document that provides a detailed description of a proposed media 

production, explaining its concept, storyline, characters, setting, visual style, sound approach and 
overall creative direction. 

It expands the original production idea into a clear description that can be understood by producers, 
directors, investors and other stakeholders. 

A treatment is usually written in prose rather than as a complete dialogue script. 

Main elements of a production treatment 
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1. Production title: The name of the proposed media project. 

2. Introduction: A brief explanation of the production and the subject it explores. 

3. Concept: The central creative idea behind the production. 

4. Purpose: Explains why the production is being created. 

5. Target audience: Identifies the intended viewers or listeners. 

6. Genre: Identifies the category of the production, such as documentary, drama, comedy or 
educational programme. 

7. Synopsis: Provides a summary of the storyline or content. 

8. Characters or participants: Describes the people who will appear in the production. 

9. Setting and locations: Identifies where the production will take place. 

10. Visual style: Explains how images, camera angles, lighting and colours will be used. 

11. Sound approach: Describes the use of narration, dialogue, music and sound effects. 

12. Duration: Indicates the expected length of the production. 

13. Production approach: Explains how the production will be carried out. 

14. Expected outcome: Describes what the audience should gain from watching or listening to the 
content. 

Importance of a production treatment 

 Communicates the production idea clearly. 

 Helps stakeholders understand the proposed content. 

 Guides scriptwriting and story development. 

 Provides creative direction to the director. 

 Helps attract funding and sponsorship. 

 Helps maintain consistency throughout production. 

 Provides a reference for the production team. 

Example of a production treatment 

Title: Protecting Our Environment. 

Genre: Educational documentary. 

Format: Audiovisual documentary. 

Duration: 15 minutes. 

Target audience: Kenyan secondary school learners and community members. 

Concept: The documentary explores environmental challenges affecting local communities and 
demonstrates practical ways of protecting the environment. 

Synopsis: The documentary begins with scenes showing environmental degradation, including soil 

erosion, improper waste disposal and deforestation. It then presents interviews with environmental 

officers, teachers, farmers and community members. The participants explain the causes and effects of 

environmental degradation. The documentary concludes by showing practical conservation activities 
such as tree planting, proper waste disposal and protection of water sources. 
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Visual style: The production will use outdoor shots, interviews, close-up shots of environmental damage 
and wide shots of conservation activities. 

Sound approach: Background music, natural environmental sounds, interviews and narration will be 
used. 

Expected outcome: Viewers should understand the importance of environmental conservation and 
participate in protecting their surroundings. 

B. Shooting script 

A shooting script is a detailed production document that provides instructions on how each scene or 
segment of a media production will be recorded. 

It contains information such as scene numbers, shot descriptions, camera directions, dialogue, action, 
locations, sound requirements and other production instructions. 

It guides the director, camera operators, sound technicians, actors and other members of the production 
team. 

Main components of a shooting script 

1. Scene number: Identifies each scene in the production. 

2. Scene heading: Indicates whether the scene takes place indoors or outdoors, the location and the 
time of day. 

3. Shot number: Identifies the individual camera shots within a scene. 

4. Camera shot description: Describes the type of shot required, such as close-up, medium shot or wide 
shot. 

5. Visual action: Explains what the audience should see happening. 

6. Dialogue: Contains the words spoken by actors or presenters. 

7. Camera instructions: Provides directions on camera movement, framing and positioning. 

8. Audio instructions: Indicates dialogue, narration, music and sound effects. 

9. Transition instructions: Explains how one shot or scene moves into another. 

10. Special instructions: Provides additional requirements, such as lighting, props or visual effects. 

Common camera shots used in a shooting script 
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1. Extreme close-up (ECU): Shows a very small detail of a subject, such as an eye or a person's finger 
pressing a button. 

2. Close-up (CU): Shows the face or an important object in detail. 

3. Medium close-up (MCU): Shows a person from approximately the chest upwards. 

4. Medium shot (MS): Shows a person from approximately the waist upwards. 

5. Medium long shot (MLS): Shows most of a person's body and some surrounding environment. 

6. Long shot (LS): Shows the entire subject and a larger portion of the surroundings. 

7. Extreme long shot (ELS): Shows a very wide area, often used to establish a location. 

8. Over-the-shoulder shot (OTS): Shows a subject from behind another person's shoulder, commonly 
used during interviews and conversations. 
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9. Point-of-view shot (POV): Shows a scene as it would appear from the perspective of a character. 

Common camera movements 

 Pan: Moving the camera horizontally from left to right or right to left. 

 Tilt: Moving the camera vertically upwards or downwards. 

 Zoom: Changing the focal length of the lens to make a subject appear closer or farther away. 

 Tracking: Moving the camera along with a subject. 

 Dolly: Moving the camera towards or away from a subject using a wheeled support. 

 Crane movement: Moving the camera vertically or through space using a crane or specialised 
support. 

 Handheld movement: Operating the camera while holding it by hand. 

Example of a shooting script 

Production title: Clean Kilgoris, Healthy Community. 

Scene 1: EXT. KILGORIS MARKET – DAY 

Shot Visual action Audio/dialogue 

1 Wide shot of Kilgoris market. Background music begins. 

2 Close-up of litter on the ground. Narrator: "A clean environment is important for our 
health." 

3 Medium shot of a trader sweeping the 

shop area. 

Natural sweeping sound. 

4 Medium shot of a community member 
speaking to the camera. 

Interviewee: "We must work together to keep our 
market clean." 

5 Wide shot of community members 
collecting waste. 

Narrator: "Environmental conservation begins with 
individual responsibility." 

Scene 2: EXT. COMMUNITY WASTE COLLECTION POINT – DAY 

Shot Visual action Audio/dialogue 

1 Wide shot showing waste collection bins. Natural environmental sounds. 

2 Close-up of labelled waste bins. Narrator explains waste 
separation. 

3 Medium shot of a learner placing waste in the correct 
bin. 

Sound of waste being deposited. 

Importance of a shooting script 

 Guides camera operators during filming. 
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 Helps the director organise scenes. 

 Ensures that important shots are captured. 

 Reduces confusion during production. 

 Helps estimate the time required for filming. 

 Guides sound recording. 

 Helps maintain continuity between scenes. 

 Supports efficient editing after recording. 

C. Storyboard 

A storyboard is a visual representation of a media production that uses a sequence of drawings, 
sketches or images to show how different shots and scenes will appear. 

It illustrates the planned visual sequence of a film, television programme, advertisement, animation or 
other audiovisual production. 

A storyboard enables the production team to visualise the content before recording begins. 

 

Main elements of a storyboard 

1. Frame number: Identifies each drawing or visual frame in the storyboard. 

2. Sketch or illustration: Shows what the camera is expected to capture. 

3. Shot description: Identifies the type of shot to be used. 

4. Camera movement: Indicates how the camera will move during recording. 

5. Action: Describes what happens within the frame. 

6. Dialogue or narration: Provides the words spoken or narrated. 

7. Sound effects: Identifies the sounds required in a particular scene. 

8. Duration: Shows the estimated time for a shot or sequence. 

9. Transition: Indicates how one frame or scene connects to the next. 
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10. Production notes: Provides additional instructions for the production team. 

Steps followed when developing a storyboard 

1. Read and understand the script. 

2. Identify the different scenes. 

3. Break each scene into individual shots. 

4. Determine the appropriate camera angles and shot sizes. 

5. Sketch the important actions in sequence. 

6. Number each frame. 

7. Add descriptions below each drawing. 

8. Include dialogue and sound instructions. 

9. Indicate camera movements. 

10. Review the storyboard to ensure that the visual sequence communicates the intended message. 

Example of a storyboard for an environmental awareness video 

 

Frame Visual illustration Description 
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1 A wide view of a dry area. Introduces an area affected by environmental 
degradation. 

2 A close-up of a small tree seedling. Shows the need for tree planting. 

3 A learner digging a hole. Demonstrates preparation for planting. 

4 A learner placing a seedling in the hole. Shows the actual planting process. 

5 A learner watering the seedling. Demonstrates proper care of young trees. 

6 A group of learners standing beside 
planted trees. 

Communicates the importance of collective 
action. 

Importance of a storyboard 

 Helps visualise scenes before filming. 

 Communicates the director's creative vision. 

 Guides camera operators. 

 Helps determine suitable camera angles. 

 Identifies missing scenes and shots. 

 Helps estimate equipment requirements. 

 Reduces unnecessary retakes. 

 Improves continuity. 

 Helps plan visual effects and transitions. 

 Saves production time and resources. 

Difference between a storyboard and a shooting script 

Storyboard Shooting script 

Mainly uses drawings or images. Mainly uses written production instructions. 

Shows how scenes will look visually. Explains how scenes and shots will be recorded. 

Helps visualise the production. Guides the actual filming process. 

Contains visual frames and 
annotations. 

Contains scene headings, shot descriptions, dialogue and 
instructions. 

D. Script breakdown sheet 

A script breakdown sheet is a pre-production document used to analyse a script and identify all the 
resources, personnel, equipment and other requirements needed for each scene. 

It helps the production team understand what must be prepared before filming begins. 

The document is usually prepared by the producer, production manager or assistant director. 

Information included in a script breakdown sheet 

1. Production title: Name of the production. 

2. Scene number: Identifies the scene being analysed. 

3. Scene heading: Shows the location and whether the scene is indoors or outdoors. 

4. Cast: Lists actors, presenters or interviewees required. 

5. Extras: Identifies additional people appearing in the background. 

6. Props: Lists objects handled or used by performers. 

7. Costumes: Identifies clothing required for the scene. 

8. Make-up and hair: Identifies appearance requirements. 
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9. Locations: Shows where the scene will be filmed. 

10. Equipment: Identifies cameras, microphones, lighting and other equipment needed. 

11. Special effects: Identifies any special visual or sound effects. 

12. Sound requirements: Indicates music, dialogue, narration and sound effects. 

13. Vehicles and transport: Identifies transport requirements. 

14. Special requirements: Includes safety, permissions, weather considerations and other needs. 

Examples of production elements 
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 Cast: Actors, presenters and interviewees. 

 Props: Chairs, tables, books, phones and tools. 

 Costumes: Uniforms, traditional clothing and other outfits. 

 Equipment: Cameras, tripods, microphones and lighting equipment. 

 Locations: Classrooms, markets, studios and outdoor environments. 

 Special effects: Artificial smoke, simulated rain and digital effects. 

Example of a script breakdown sheet 

Production title: Clean Kilgoris, Healthy Community. 

Scene: 1. 

Scene heading: EXT. MASIMBA MARKET – DAY. 

Production element Requirements 

Cast One narrator, one trader 

Extras Five community members 

Props Brooms, dustbins, waste collection bags 

Costumes Ordinary market clothing 

Location Kilgoris market 

Camera equipment Video camera, tripod 

Sound equipment Wireless microphone, boom microphone 

Lighting Natural daylight, reflector 

Transport Production team vehicle 

Sound effects Market ambience, sweeping sounds 

Special requirements Permission to film in the market; safety arrangements 

Steps followed when preparing a script breakdown sheet 

1. Read the complete script. 

2. Divide the script into scenes. 

3. Identify the location of each scene. 

4. Identify the actors and other participants. 

5. List the props and costumes required. 
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6. Identify the camera and sound equipment. 

7. Identify lighting requirements. 

8. Identify transport needs. 

9. Identify special effects and sound requirements. 

10. Record the information in a breakdown sheet. 

11. Review the document to ensure that no important requirement has been omitted. 

12. Share the breakdown with relevant members of the production team. 

Importance of a script breakdown sheet 

 Identifies all production requirements. 

 Helps prepare an accurate budget. 

 Guides equipment procurement and hiring. 

 Helps organise cast and crew. 

 Supports location preparation. 

 Helps avoid missing props and costumes. 

 Promotes efficient resource allocation. 

 Helps identify special production needs. 

 Supports the development of a shooting schedule. 

E. Shooting schedule 

A shooting schedule is a document that shows the planned dates, times, locations and order in which 
scenes or segments of a media production will be recorded. 

It organises filming activities so that the production team can complete the project within the available 
time and budget. 

A shooting schedule is normally prepared using information from the shooting script and script 
breakdown sheet. 

Main elements of a shooting schedule 

1. Production title: Name of the project. 

2. Date: The day on which a particular filming activity will take place. 

3. Time: The scheduled starting and finishing times. 

4. Scene number: Identifies the scene to be filmed. 

5. Location: Indicates where the filming will take place. 

6. Cast required: Lists the performers or interviewees needed. 

7. Crew required: Identifies the production personnel needed. 

8. Equipment: Shows the equipment required for the activity. 

9. Activity description: Explains what will be recorded. 

10. Estimated duration: Indicates the time allocated to the activity. 
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11. Special instructions: Provides additional information such as safety requirements and location 
permissions. 

Example of a shooting schedule 

Production title: Clean Mukuru, Healthy Community. 

Production type: Educational documentary. 

Day/time Scene Location Activity 

Day 1, 8:00–9:00 a.m. 1 Mukuru market Establishing shots of the market 

Day 1, 9:00–10:30 a.m. 2 Market Interviews with traders 

Day 1, 11:00 a.m.–
12:00 p.m. 

3 Waste collection 
point 

Recording waste management activities 

Day 2, 8:00–10:00 a.m. 4 Local school Recording learners participating in 
environmental activities 

Day 2, 10:30 a.m.–
12:00 p.m. 

5 Tree planting site Recording conservation activities 

Day 2, 2:00–3:00 p.m. 6 Production office Additional narration and voice-over recording 

Steps followed when developing a shooting schedule 

1. Read the shooting script. 

2. Review the script breakdown sheet. 

3. Identify all scenes to be recorded. 

4. Identify the locations required. 

5. Check the availability of actors and crew. 

6. Determine the equipment required. 

7. Consider weather and lighting conditions. 

8. Estimate the duration of each activity. 

9. Arrange scenes in a practical recording order. 

10. Allocate filming dates and times. 

11. Include breaks and contingency time. 

12. Communicate the schedule to the production team. 

Factors to consider when preparing a shooting schedule 

 Availability of cast and crew. 

 Accessibility of locations. 

 Weather conditions. 
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 Available daylight. 

 Availability of equipment. 

 Transport arrangements. 

 Production budget. 

 Scene complexity. 

 Safety requirements. 

 Permissions and legal requirements. 

 Time required to set up equipment. 

 Possible delays. 

Importance of a shooting schedule 

 Ensures organised filming. 

 Helps the production team manage time. 

 Prevents unnecessary delays. 

 Helps coordinate cast and crew. 

 Reduces transport and equipment costs. 

 Helps manage production resources. 

 Makes it easier to monitor production progress. 

 Helps ensure that all scenes are recorded. 

 Supports timely completion of a media project. 

1.2.6 Relationship between the five pre-production documents 

The five documents are interconnected. Information developed in one document is used to prepare or 
improve another. 
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Document Main purpose Main users 

Treatment Explains the overall production idea and 
creative direction. 

Producer, director, investors 

Shooting script Provides detailed instructions for recording 
scenes. 

Director, camera crew, actors 

Storyboard Visually illustrates planned shots and 
scenes. 

Director, camera operators, 
storyboard artist 

Script breakdown 
sheet 

Identifies personnel, props, equipment and 
other resources. 

Producer, production manager, 
assistant director 

Shooting schedule Organises filming dates, times and 
locations. 

Production manager, director, cast 
and crew 

How the documents work together 

1. The treatment establishes the overall production idea. 

2. The shooting script develops the idea into detailed scenes and recording instructions. 

3. The storyboard translates the visual aspects of the script into drawings or images. 

4. The script breakdown sheet identifies the resources required for each scene. 

5. The shooting schedule organises when and where the scenes will be recorded. 

Important: These documents should be reviewed and updated whenever changes are made to the 
production. 

1.2.7 WRITING AN AUDIOVISUAL SCRIPT IN MEDIA CONTENT CREATION 

Meaning of an audiovisual script 

An audiovisual script is a written document that provides instructions for both the visual and audio 
components of a media production. 

It describes what the audience will see and hear during a film, television programme, advertisement, 
documentary or online video. 

It guides the director, camera operator, presenter, actors, sound technician and editor. 

Components of an audiovisual script 

1. Scene heading. 

2. Scene number. 

3. Visual description. 

4. Camera shot. 

5. Camera movement. 

6. Dialogue. 

7. Narration. 
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8. Sound effects. 

9. Background music. 

10. Transitions. 

11. Special instructions. 

Common audiovisual script layouts 

An audiovisual script can be prepared using different layouts, depending on the nature of the 
production. 

A. Two-column audiovisual script 

This format separates the visual information from the audio information. 

 

VIDEO / VISUAL AUDIO / SOUND 

Wide shot of a Kenyan school compound. Background music begins. 

Medium shot of learners entering a 
classroom. 

Narrator: "Education provides opportunities for every 
learner." 

Close-up of a learner reading a book. Sound of pages turning. 

Medium shot of a teacher explaining a 
concept. 

Teacher: "Today, we are learning about environmental 
conservation." 

Wide shot of learners planting trees. Narrator: "Together, we can protect our environment." 

 

B. Screenplay format 

This format is commonly used in films and drama productions. 

It contains scene headings, action descriptions, character names and dialogue. 

Example: 
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TITLE: THE POWER OF EDUCATION 

SCENE 1: EXT. SCHOOL COMPOUND – DAY 

Learners walk into the school compound carrying books. 

NARRATOR (V.O.) 

"Education opens doors to knowledge, skills and opportunities." 

SCENE 2: INT. CLASSROOM – DAY 

A teacher stands in front of the learners. 

TEACHER 

"Good morning, learners. Today we are exploring the importance of technology in education." 

LEARNERS 

"Good morning, teacher!" 

Steps followed when writing an audiovisual script 

1. Identify the purpose of the production. 

2. Identify the target audience. 

3. Select a suitable production format. 

4. Research the subject. 

5. Develop the storyline or content sequence. 

6. Organise the production into scenes. 

7. Describe the visual activities. 

8. Select appropriate camera shots. 

9. Write dialogue and narration. 

10. Identify sound effects and background music. 

11. Indicate camera movements and transitions. 

12. Review the script for clarity and accuracy. 

13. Edit the script. 

14. Store the completed script in a digital portfolio. 

Example of a complete short audiovisual script 

Title: Keep Our School Clean. 

Format: Educational awareness video. 

Duration: Approximately 2 minutes. 

Target audience: Kenyan primary and junior school learners. 

Purpose: To encourage learners to maintain cleanliness in the school environment. 

Scene/visual Audio 

Scene 1: Wide shot of a school 
compound. 

Narrator: "A clean school environment promotes health 
and effective learning." 

Scene 2: Close-up of litter on the ground. Narrator: "Improper waste disposal can make our 
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surroundings unhealthy." 

Scene 3: Medium shot of learners 
collecting litter. 

Sound of learners working together. 

Scene 4: Close-up of waste being placed 
in labelled bins. 

Narrator: "Always dispose of waste in the correct 
containers." 

Scene 5: Wide shot of a clean school 
compound. 

Learner: "Let us keep our school clean every day!" 

Scene 6: Title appears on the screen. Background music fades. Narrator: "Clean school, healthy 
learners, better learning!" 

Qualities of a good audiovisual script 

 Clear and understandable language. 

 Logical sequence of scenes. 

 Appropriate visual descriptions. 

 Relevant dialogue and narration. 

 Suitable camera directions. 

 Appropriate sound instructions. 

 Correct spelling and grammar. 

 Consistency between visuals and audio. 

 Appropriate duration. 

 Relevance to the intended audience. 

1.2.8 WRITING AN AUDIO SCRIPT IN MEDIA CONTENT CREATION 

Meaning of an audio script 

An audio script is a written document containing the spoken words and sound instructions required for 
an audio production. 

It guides presenters, narrators, radio hosts, actors, sound technicians and audio editors during the 
recording of audio content. 

Unlike an audiovisual script, an audio script mainly focuses on what listeners will hear rather than what 
viewers will see. 

Audio scripts are used in: 

 Radio programmes. 

 Radio dramas. 

 Podcasts. 

 Audio advertisements. 

 Educational audio lessons. 

 News bulletins. 

 Public service announcements. 

 Audiobooks. 

 Narration and voice-overs. 

Main components of an audio script 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

1. Production title: The name of the audio production. 

2. Programme identification: Introduces the programme or broadcasting station. 

3. Presenter's name: Identifies the person speaking. 

4. Introduction: Welcomes listeners and introduces the topic. 

5. Main content: Contains the information, story or discussion. 

6. Dialogue: Provides the words spoken by different participants. 

7. Narration: Provides explanatory or descriptive speech. 

8. Sound effects (SFX): Indicates sounds required to support the production. 

9. Background music (BGM): Identifies music used to create mood or atmosphere. 

10. Audio transitions: Indicates how one audio segment connects to another. 

11. Conclusion: Summarises the main message. 

12. Closing announcement: Provides closing remarks or programme information. 

Common audio production instructions 

Instruction Meaning 

SFX Sound effect 

BGM Background music 

VO Voice-over 

INTRO Introduction 

OUTRO Closing section 

FADE IN Sound gradually increases 

FADE OUT Sound gradually decreases 

PAUSE A short period of silence 

MUSIC UP Increase music volume 

MUSIC DOWN Reduce music volume 

CUT Stop or switch sound immediately 

Example of an audio script 

Title: Protecting Our Water Sources. 

Format: Radio public awareness programme. 

Duration: 2 minutes. 

Target audience: Kenyan community members. 

Purpose: To encourage responsible water conservation. 

 

AUDIO SCRIPT 
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[INTRO MUSIC – FADE IN FOR 5 SECONDS] 

PRESENTER: 

Good morning, listeners! Welcome to our community awareness programme. Today, we are discussing 
the importance of protecting our water sources. 

[MUSIC DOWN] 

PRESENTER: 

Water is essential for human survival, farming, sanitation and economic activities. However, pollution 
and careless use of water threaten its availability. 

[SFX: SOUND OF FLOWING WATER] 

PRESENTER: 

We can protect our water sources by avoiding dumping waste into rivers, planting trees near water 
catchment areas and using water responsibly. 

[PAUSE] 

GUEST: 

Every community member has a responsibility to protect rivers, springs, dams and other water sources. 

PRESENTER: 

Thank you for that important message. Remember, protecting water today helps secure our future. 

[OUTRO MUSIC – FADE IN] 

PRESENTER: 

Thank you for listening. Until next time, let us conserve water and protect our environment. 

[MUSIC FADE OUT] 

Steps followed when writing an audio script 

1. Identify the purpose of the audio production. 

2. Identify the intended listeners. 

3. Select an appropriate audio format. 

4. Research the subject. 

5. Develop the main message. 

6. Organise the content into an introduction, body and conclusion. 

7. Write the presenter's speech. 

8. Write dialogue for other participants. 

9. Include narration where necessary. 

10. Identify appropriate sound effects. 

11. Identify suitable background music. 

12. Include pauses and sound transitions. 

13. Estimate the duration of the production. 

14. Read the script aloud to check its flow. 
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15. Edit and proofread the script. 

16. Store the completed script in a digital portfolio. 

Qualities of a good audio script 

 Uses clear and simple language. 

 Has a logical flow of ideas. 

 Is suitable for listening. 

 Uses appropriate spoken language. 

 Includes relevant sound effects. 

 Has clear speaker identification. 

 Provides suitable pauses. 

 Has an appropriate duration. 

 Avoids unnecessary repetition. 

 Communicates the intended message effectively. 

Differences between an audio script and an audiovisual script 

Audio script Audiovisual script 

Focuses mainly on sound. Focuses on both sound and visuals. 

Used in radio and podcasts. Used in films, television and videos. 

Contains dialogue, narration and sound 
effects. 

Contains dialogue, narration, visuals and camera 
instructions. 

Does not normally require visual 
descriptions. 

Requires descriptions of scenes and visual activities. 

Designed for listeners. Designed mainly for viewers and listeners. 

1.2.9 STORING WRITTEN SCRIPTS IN A DIGITAL PORTFOLIO 

Meaning of a digital portfolio 

A digital portfolio is an electronic collection of a learner's work, projects, documents, recordings and 
evidence of learning stored using digital technology. 

In media technology, learners can use a digital portfolio to store audiovisual scripts, audio scripts, 
storyboards, treatments, photographs, audio recordings and other production documents. 

Examples of materials stored in a media technology digital portfolio 

 Audiovisual scripts. 

 Audio scripts. 

 Storyboards. 

 Production treatments. 

 Shooting scripts. 

 Script breakdown sheets. 

 Shooting schedules. 

 Pitch decks. 

 Photographs. 
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 Audio recordings. 

 Video clips. 

 Reflective journals. 

 Peer review feedback. 

Digital tools that can be used to create and manage a portfolio 
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1. Google Drive: Used to store and organise documents, images, videos and other digital files. 

2. Microsoft OneDrive: Provides cloud-based storage and file management. 

3. Microsoft Word: Used to create and edit scripts and other written documents. 

4. Google Docs: Used to write, edit and collaborate on scripts. 

5. Canva: Used to create storyboards, presentations and pitch decks. 

6. PowerPoint: Used to prepare digital presentations. 

7. Adobe Acrobat: Used to view and manage PDF documents. 

Steps followed when creating a digital portfolio 

1. Select an appropriate digital platform. 

2. Create a portfolio folder. 

3. Create subfolders for different production documents. 

4. Give each file a clear and meaningful name. 

5. Save scripts in appropriate formats. 

6. Upload relevant images and recordings. 

7. Organise files according to production stages. 

8. Check that uploaded files open correctly. 

9. Set appropriate access permissions. 

10. Back up important documents. 

11. Update the portfolio as the project progresses. 
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Example of a digital portfolio folder structure 

GRADE 11 MEDIA TECHNOLOGY PORTFOLIO 

01 Production Pitch 

02 Production Treatment 

03 Audiovisual Script 

04 Audio Script 

05 Storyboard 

06 Shooting Script 

07 Script Breakdown Sheet 

08 Shooting Schedule 

09 Pitch Deck 

10 Reflective Journal 

11 Peer Review Feedback 

Importance of a digital portfolio 

 Provides secure storage of learning materials. 

 Makes documents easier to retrieve. 

 Supports sharing and collaboration. 

 Provides evidence of learning and achievement. 

 Allows learners to monitor their progress. 

 Supports continuous assessment. 

 Helps preserve creative work. 

 Makes it easier to present completed projects. 

 Encourages responsible use of digital technology. 

Good practices when storing digital files 

 Use descriptive file names. 

 Organise files into folders. 

 Avoid unnecessary duplication. 

 Use strong passwords. 

 Back up important documents. 

 Obtain permission before sharing other people's work. 

 Respect copyright and intellectual property rights. 

 Avoid sharing confidential information. 

 Use appropriate file formats such as PDF, DOCX, PPTX, WAV and MP4. 

 

 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

1.2.10 DESIGNING A PITCH DECK FOR A MEDIA FORMAT 

Meaning of a pitch deck 

A pitch deck is a structured visual presentation containing important information about a proposed 
media production. 

It is designed to communicate a production idea clearly and persuasively to potential sponsors, 
investors, clients, broadcasters, production companies or other stakeholders. 

A pitch deck normally consists of a series of slides containing brief written information, photographs, 
illustrations, graphics and other visual materials. 

It is commonly prepared using presentation software. 

 

Difference between a production pitch and a pitch deck 

Production pitch Pitch deck 

The proposal or presentation of a media 
idea. 

The visual document used to communicate the 
proposal. 

Can be presented orally or in writing. Usually presented using slides. 

Focuses on convincing stakeholders. Organises the information visually to support 
persuasion. 

May be delivered without slides. Commonly uses presentation slides. 
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Main components of a media production pitch deck 

1. Title slide 

Contains: 

 Production title. 

 Production logo. 

 Name of the creator or production company. 

 Relevant background image. 

2. Introduction 

Provides a brief introduction to the proposed production. 

3. Production concept 

Explains the main idea and subject of the production. 

4. Problem or opportunity 

Explains the issue the production intends to address or the opportunity it intends to explore. 

5. Target audience 

Identifies the intended viewers or listeners. 

6. Unique selling point 

Explains what makes the production special and different from similar content. 

7. Format and genre 

Identifies the type of media production, its structure and presentation style. 

8. Synopsis or storyline 

Provides a summary of the content or story. 

9. Characters or participants 

Introduces the major people who will appear in the production. 

10. Visual style and mood board 

Shows the planned appearance, colours, images, lighting and overall visual atmosphere. 

11. Production plan 

Explains how the production will be developed and recorded. 

12. Distribution strategy 

Identifies where the final production will be presented, such as television, radio or online platforms. 

13. Budget overview 

Provides an estimated cost of producing the content. 

14. Expected impact 

Explains the benefits or results expected from the production. 

15. Contact information 

Provides details of the production team or creator. 
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Characteristics of a good pitch deck 

 Has an attractive and professional design. 

 Uses clear and readable text. 

 Contains relevant photographs and illustrations. 

 Has a logical flow of information. 

 Uses consistent colours and fonts. 

 Communicates the production idea clearly. 

 Highlights the unique selling point. 

 Avoids overcrowded slides. 

 Uses accurate information. 

 Has a suitable number of slides. 

 Includes a realistic budget. 

 Is appropriate for the intended stakeholders. 

Steps followed when designing a pitch deck 

1. Identify the purpose of the pitch deck. 

2. Identify the intended stakeholders. 

3. Research the proposed production. 

4. Collect relevant photographs and illustrations. 

5. Select appropriate presentation software. 

6. Choose a suitable design template. 

7. Prepare the title slide. 

8. Organise the production information into sections. 

9. Add the target audience and unique selling point. 

10. Include the concept and format. 

11. Add the synopsis and visual references. 

12. Include the production plan and budget. 

13. Add the distribution strategy. 

14. Review spelling, grammar and accuracy. 

15. Check the consistency of colours and fonts. 

16. Save the presentation. 

17. Practise presenting the pitch deck. 

18. Present it to stakeholders or classmates for feedback. 

Common software used to design pitch decks 

 Microsoft PowerPoint. 

 Canva. 
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 Google Slides. 

 Adobe InDesign. 

 Keynote. 

Example of a pitch deck for a Kenyan media production 

SAMPLE MEDIA PITCH DECK 

OUR FARM, OUR FUTURE 

Growing a Better Kenya 

 

An educational agricultural television programme 

Presented by: Competent Media Production Team 

Slide 2: Introduction 

A television programme that explores practical farming methods and agricultural innovations used by 
Kenyan farmers. 

Slide 3: Concept 

To demonstrate how farmers can improve agricultural productivity through suitable farming practices 
and responsible resource management. 

Slide 4: Target audience 

 Kenyan farmers. 

 Agricultural learners. 

 Young entrepreneurs. 

 Agricultural extension officers. 
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Slide 5: Unique selling point 

Practical demonstrations featuring local farmers, agricultural experts and real farming experiences. 

Slide 6: Format 

 Genre: Educational magazine programme. 

 Duration: 30 minutes. 

 Frequency: Weekly. 

 Language: English and Kiswahili, depending on the segment. 

Slide 7: Programme structure 

 Introduction. 

 Farmer's experience. 

 Demonstration. 

 Expert interview. 

 Audience questions. 

 Summary. 

Slide 8: Production plan 

Research, scriptwriting, location preparation, filming, editing and distribution. 

Slide 9: Distribution 

Television and online video platforms. 

Slide 10: Expected impact 

Improved agricultural awareness, practical knowledge and appreciation of farming opportunities. 

Importance of a pitch deck 

 Helps communicate a media idea effectively. 

 Attracts potential sponsors and investors. 

 Makes a production proposal more professional. 

 Helps stakeholders understand the project. 

 Highlights the unique selling point. 

 Provides an overview of production requirements. 

 Supports decision-making. 

 Helps obtain approval and financial support. 

 Makes presentations more engaging. 

1.2.11 PRESENTING PRE-PRODUCTION DOCUMENTS FOR PEER REVIEW 

Meaning of peer review 

Peer review is a process in which learners or colleagues examine one another's work and provide 
constructive feedback to improve its quality. 

In media technology, peer review enables learners to evaluate pre-production documents before the 
actual production begins. 
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Learners can exchange their treatments, scripts, storyboards, breakdown sheets, schedules and pitch 
decks for assessment. 

Steps followed during peer review 

1. Complete the pre-production document. 

2. Exchange documents with another learner or group. 

3. Read and examine the document carefully. 

4. Identify strengths in the document. 

5. Identify areas that require improvement. 

6. Provide constructive suggestions. 

7. Discuss the feedback respectfully. 

8. Record the feedback received. 

9. Revise the document accordingly. 

10. Present the improved version for further review where necessary. 

Areas considered during peer review 

Document Areas to evaluate 

Treatment Clarity of concept, synopsis, audience and creative direction 

Shooting script Scene organisation, dialogue, shot descriptions and sound instructions 

Storyboard Visual sequence, shot selection and clarity of illustrations 

Script breakdown sheet Completeness of props, cast, crew and equipment 

Shooting schedule Realistic timing, locations and resource availability 

Pitch deck Visual appeal, organisation, clarity and persuasiveness 

Audio script Spoken language, sound instructions and logical flow 

Audiovisual script Relationship between visuals and audio 

Characteristics of constructive feedback 

 It should be respectful. 

 It should be specific. 

 It should focus on improving the work. 

 It should identify both strengths and weaknesses. 

 It should be based on clear observations. 

 It should suggest practical improvements. 

Importance of peer review 

1. Improves the quality of production documents. 

2. Encourages teamwork. 

3. Develops critical thinking. 

4. Builds communication skills. 

5. Encourages creativity. 

6. Helps identify errors before production. 

7. Promotes responsibility. 
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8. Builds confidence in presenting ideas. 

9. Encourages learners to appreciate different viewpoints. 

10. Improves the final media product. 

1.2.12 REFLECTIVE LOGBOOK OR JOURNAL IN MEDIA TECHNOLOGY 

Meaning of a reflective logbook 

A reflective logbook is a written or digital record in which a learner documents experiences, activities, 
challenges, achievements and lessons learnt during a learning or production activity. 

In media technology, a reflective logbook records the learner's experiences while developing scripts, 
treatments, storyboards, shooting schedules and pitch decks. 

It helps learners evaluate their progress and identify areas that require improvement. 

Information recorded in a reflective logbook 

1. Date of the activity. 

2. Activity undertaken. 

3. Objectives of the activity. 

4. Materials and equipment used. 

5. Skills acquired. 

6. Challenges encountered. 

7. Solutions applied. 

8. Feedback received. 

9. Lessons learnt. 

10. Areas for improvement. 

11. Personal reflections. 

12. Plans for future activities. 

Example of a reflective logbook entry 

Item Learner's reflection 

Date 7 November 2026 

Activity Developing an audiovisual script 

Objective To prepare a script for an environmental awareness video 

Activities undertaken Researched the topic, organised scenes and wrote dialogue and narration 

Materials used Computer, notebook and word-processing software 

Skills acquired Scriptwriting, communication and organisation 

Challenge encountered Matching the visual scenes with the narration 

Solution Used a two-column script layout and revised the sequence 

Feedback received Peers recommended shorter narration and clearer scene descriptions 

Lessons learnt An audiovisual script must coordinate sound and visual information 

Improvement needed Improve the selection of camera shots 

Personal reflection I have learnt that proper planning makes media production easier and more 
organised 

 

Importance of a reflective logbook 

 Helps learners monitor their progress. 
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 Encourages self-assessment. 

 Provides evidence of learning. 

 Helps identify personal strengths. 

 Helps identify weaknesses. 

 Encourages problem-solving. 

 Promotes accountability. 

 Improves planning skills. 

 Supports continuous improvement. 

 Develops reflective thinking. 

1.2.13 SAFETY, ETHICS AND LEGAL CONSIDERATIONS DURING PRE-PRODUCTION 

Media creators must consider safety, ethical and legal requirements when planning a production. 

These considerations protect the production team, participants, audience and other stakeholders. 

A. Safety considerations 

1. Equipment safety: Cameras, tripods, microphones and lighting equipment should be handled 
correctly. 

2. Electrical safety: Electrical cables and equipment should be checked before use. 

3. Location safety: Production locations should be inspected for possible hazards. 

4. Weather conditions: Outdoor filming should consider rain, strong winds, extreme heat and other 
weather conditions. 

5. Crowd management: Adequate arrangements should be made when filming in busy public areas. 

6. Transport safety: Safe transport should be arranged for cast and crew. 

7. First aid: Suitable first-aid arrangements should be available where necessary. 

8. Emergency planning: The team should know what to do in case of an emergency. 

B. Ethical considerations 

1. Respect for participants: Treat actors, interviewees and other participants with dignity. 

2. Informed consent: Explain the purpose of the production and obtain appropriate consent before 
recording people. 

3. Privacy: Avoid disclosing private information without proper authorisation. 

4. Accuracy: Ensure that factual content is accurate and not misleading. 

5. Cultural sensitivity: Respect the values, traditions and practices of different Kenyan communities. 

6. Fair representation: Avoid discrimination and harmful stereotypes. 

7. Protection of children: Obtain appropriate consent and safeguarding arrangements when working 

with children. 

8. Responsible communication: Avoid content that promotes violence, hatred or harmful behaviour. 

C. Legal considerations 

1. Obtain permission to film on private property. 
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2. Respect copyright laws when using music, images and videos. 

3. Obtain permission to use other people's creative work. 

4. Respect applicable data protection requirements. 

5. Observe relevant filming and broadcasting regulations. 

6. Obtain appropriate consent for interviews and recordings. 

7. Respect intellectual property rights. 

8. Follow applicable child protection requirements. 

1.2.14 THE CONTRIBUTION OF PRE-PRODUCTION TO THE SUCCESS OF MEDIA CONTENT CREATION 

The different pre-production processes and documents contribute to the overall success of a media 
project in several ways. 

Process/document Contribution to production success 

Production pitch Helps communicate the idea and attract support. 

Target audience identification Ensures content is relevant to intended viewers or listeners. 

Unique selling point Makes the production distinctive. 

Production concept Provides creative direction. 

Production format Determines the appropriate way of presenting content. 

Treatment Explains the complete creative vision. 

Audiovisual script Coordinates visual and sound elements. 

Audio script Organises spoken content and sound instructions. 

Shooting script Guides actual recording activities. 

Storyboard Helps visualise scenes before filming. 

Script breakdown sheet Identifies resources needed. 

Shooting schedule Organises production time and activities. 

Pitch deck Communicates the proposal visually to stakeholders. 

Digital portfolio Preserves and organises production documents. 

Peer review Helps identify errors and improve quality. 

Reflective logbook Supports learning and continuous improvement. 

Overall benefits 

Proper pre-production: 

 Improves the quality of the final media product. 

 Saves time and production costs. 

 Promotes creativity and innovation. 

 Ensures effective coordination. 

 Minimises production errors. 

 Improves audience satisfaction. 

 Supports effective communication. 

 Promotes responsible media practice. 

 Makes production more predictable and manageable. 

 Increases the likelihood of achieving production objectives. 

REVISION EXERCISES 

GRADE 11 MEDIA TECHNOLOGY 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

STRAND 1.0: MEDIA CONTENT CREATION 

SUB-STRAND 1.2: PRE-PRODUCTION 

SECTION A: 30 MARKS 

SECTION A: MULTIPLE-CHOICE QUESTIONS 

Instructions: Answer all questions. Choose the correct answer from the four alternatives provided. 

1. What is pre-production in media content creation? 

A. The process of editing recorded content. 

B. The planning and preparation stage before actual production. 

C. The process of distributing completed media content. 

D. The process of advertising a finished production. 

2. Which of the following is a major purpose of a production pitch? 

A. To edit recorded footage. 

B. To communicate and sell a proposed media idea. 

C. To mix recorded sound. 

D. To distribute a completed film. 

3. The specific group of people for whom a media production is created is known as: 

A. Production crew. 

B. Production team. 

C. Target audience. 

D. Stakeholders. 

4. What does USP stand for in media production? 

A. Unique Selling Point. 

B. Universal Sound Production. 

C. United Script Presentation. 

D. Unique Shooting Process. 

5. A media production concept mainly explains: 

A. The equipment used during editing. 

B. The central creative idea of the production. 

C. The salaries of production workers. 

D. The distribution cost of the production. 

6. Which of the following is an example of a media production format? 

A. Camera tripod. 

B. Documentary. 

C. Microphone. 

D. Lighting stand. 
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7. A production that presents factual information about real people, places and events is called: 

A. Drama. 

B. Documentary. 

C. Animation. 

D. Fiction. 

8. Which document provides a detailed description of the creative direction of a proposed production? 

A. Production treatment. 

B. Attendance register. 

C. Shooting schedule. 

D. Equipment receipt. 

9. Which pre-production document provides instructions on how scenes and shots should be recorded? 

A. Reflective journal. 

B. Shooting script. 

C. Pitch deck. 

D. Production budget. 

10. A storyboard is mainly used to: 

A. Record production expenses. 

B. Illustrate the planned sequence of visual scenes. 

C. Record the names of actors. 

D. Calculate the production duration. 

11. Which document identifies the props, costumes, cast and equipment required for each scene? 

A. Production treatment. 

B. Script breakdown sheet. 

C. Reflective journal. 

D. Pitch deck. 

12. A shooting schedule is mainly concerned with: 

A. The visual appearance of actors. 

B. The arrangement of filming activities according to time and location. 

C. The design of production logos. 

D. The editing of sound effects. 

13. Which camera shot shows a person's face in detail? 

A. Extreme long shot. 

B. Long shot. 

C. Close-up. 

D. Wide shot. 
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14. Moving a camera horizontally from left to right is called: 

A. Tilt. 

B. Pan. 

C. Zoom. 

D. Dolly. 

15. Which of the following is an example of an audiovisual production? 

A. A printed newspaper article. 

B. A radio-only announcement. 

C. A television documentary. 

D. A written letter. 

16. An audiovisual script contains information about: 

A. Visuals only. 

B. Sound only. 

C. Both visuals and sound. 

D. Production expenses only. 

17. Which of the following is mainly used in an audio script to indicate a sound effect? 

A. SFX. 

B. ECU. 

C. INT. 

D. EXT. 

18. The instruction FADE OUT means: 

A. Gradually increase the sound. 

B. Gradually reduce the sound until it disappears. 

C. Repeat the dialogue. 

D. Stop the camera movement. 

19. Which of the following is commonly used to prepare a digital pitch deck? 

A. Microsoft PowerPoint. 

B. Calculator. 

C. File compressor. 

D. Antivirus software. 

20. Which of the following is a cloud-based storage platform? 

A. Google Drive. 

B. Microphone. 

C. Tripod. 

D. Projector. 
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21. A digital portfolio is important because it: 

A. Replaces all production equipment. 

B. Stores and organises a learner's digital work. 

C. Automatically records all scenes. 

D. Eliminates the need for scriptwriting. 

22. What is peer review? 

A. Editing a film without permission. 

B. Evaluating another person's work and providing constructive feedback. 

C. Copying another learner's work. 

D. Recording a television programme. 

23. Which of the following should be included in a reflective logbook? 

A. Challenges encountered and lessons learnt. 

B. Only the names of classmates. 

C. Only the cost of equipment. 

D. Only the production title. 

24. Which element of a production pitch explains what makes the production different from competing 
productions? 

A. Target audience. 

B. Unique selling point. 

C. Production location. 

D. Shooting schedule. 

25. Which of the following is a factor to consider when selecting a production format? 

A. Target audience. 

B. Colour of the classroom walls only. 

C. Number of school desks. 

D. Personal handwriting style. 

26. What is the main function of a production treatment? 

A. To provide an overall description of the proposed production. 

B. To record the final edited footage. 

C. To calculate the actors' examination scores. 

D. To distribute the production. 

 

 

27. Which of the following is an example of a production prop? 

A. A chair used by an actor during filming. 
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B. A production budget. 

C. A shooting schedule. 

D. A storyboard heading. 

28. A production team intends to film at a private farm. What should be done before filming? 

A. Begin filming immediately. 

B. Obtain appropriate permission from the property owner. 

C. Publish the footage before recording. 

D. Remove the production equipment. 

29. Why is it important to identify production resources before filming? 

A. To increase unnecessary expenditure. 

B. To ensure that required resources are available. 

C. To avoid preparing scripts. 

D. To eliminate the production schedule. 

30. Which statement best explains the relationship between a shooting script and a storyboard? 

A. Both are used only for budgeting. 

B. Both guide the planning of scenes, but the storyboard presents visual illustrations while the shooting 
script provides written recording instructions. 

C. Both are used exclusively for audio production. 

D. Both replace the production treatment. 

SECTION B: STRUCTURED QUESTIONS 

50 MARKS 

Instructions: Answer all questions. Show your understanding through clear explanations and relevant 
examples. 

QUESTION 1: PRE-PRODUCTION IN MEDIA TECHNOLOGY (8 MARKS) 

a) Define the term pre-production as used in media content creation. (2 marks) 

b) Identify four activities carried out during the pre-production stage. (4 marks) 

c) State two ways in which pre-production contributes to the success of a media production. (2 marks) 

QUESTION 2: ELEMENTS OF A PRODUCTION PITCH (8 MARKS) 

A group of Grade 11 learners intends to develop a television programme promoting environmental 
conservation in their community. 

a) Define a production pitch. (2 marks) 

b) Explain the following elements of a production pitch: 

i. Target audience. (2 marks) 

ii. Unique selling point. (2 marks) 

c) Distinguish between a production concept and a production format. (2 marks) 

QUESTION 3: PRE-PRODUCTION DOCUMENTS (8 MARKS) 
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a) Define the term production treatment. (2 marks) 

b) Explain three components of a production treatment. (3 marks) 

c) State three functions of a shooting script in media content creation. (3 marks) 

QUESTION 4: STORYBOARD AND SCRIPT BREAKDOWN SHEET (8 MARKS) 

A media production team is preparing to record an educational video about tree planting in a Kenyan 
school. 

a) Define a storyboard. (2 marks) 

b) Explain three elements that should be included in a storyboard. (3 marks) 

c) Identify three categories of information that should be recorded in a script breakdown sheet. (3 
marks) 

QUESTION 5: AUDIOVISUAL AND AUDIO SCRIPTWRITING (9 MARKS) 

a) Differentiate between an audiovisual script and an audio script. (2 marks) 

b) State four components of an audiovisual script. (4 marks) 

c) Explain three instructions commonly used when preparing an audio script. (3 marks) 

QUESTION 6: SHOOTING SCHEDULE, PITCH DECK AND REFLECTION (9 MARKS) 

A group of learners has completed the scripts and storyboards for a short documentary about 
agricultural activities in Narok County. 

a) Define a shooting schedule. (2 marks) 

b) Explain three factors that should be considered when preparing a shooting schedule. (3 marks) 

c) Identify two components of a media production pitch deck. (2 marks) 

d) State two benefits of maintaining a reflective logbook during pre-production. (2 marks) 

 

 

 

 

 

 

 

 

 

 

 

 

 

TEACHER'S ASSESSMENT GUIDE 

Section A: Multiple-choice answer key 
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Question Answer Question Answer 

1 B 16 C 

2 B 17 A 

3 C 18 B 

4 A 19 A 

5 B 20 A 

6 B 21 B 

7 B 22 B 

8 A 23 A 

9 B 24 B 

10 B 25 A 

11 B 26 A 

12 B 27 A 

13 C 28 B 

14 B 29 B 

15 C 30 B 

Section B: Suggested marking guide 

Question 1 

a) Planning and preparation before actual media production (2). 

b) Any four relevant activities, 1 mark each. 

c) Any two explained contributions, 1 mark each. 

Question 2 

a) A proposal or presentation communicating a proposed media production idea to stakeholders (2). 

b) Target audience – the specific group intended to consume the content (2). USP – the distinguishing 
feature or benefit that makes the production different (2). 

c) Concept explains what the production is about; format explains how the content will be presented 
(2). 
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Question 3 

a) A written document describing the proposed production and its creative direction (2). 

b) Any three relevant components explained, 1 mark each. 

c) Any three functions, 1 mark each. 

Question 4 

a) A visual representation of a production using drawings or images arranged in sequence (2). 

b) Any three: frame number, sketch, shot description, action, dialogue, sound effects, camera 
movement or duration (1 each). 

c) Any three: cast, props, costumes, equipment, locations, crew, transport or sound requirements (1 
each). 

Question 5 

a) Audiovisual script covers both visual and sound elements, while an audio script focuses on spoken 
words and sound (2). 

b) Any four components, 1 mark each. 

c) Any three correctly explained instructions such as SFX, BGM, FADE IN, FADE OUT, PAUSE, MUSIC UP or 
MUSIC DOWN (1 each). 

Question 6 

a) A document indicating the dates, times, locations and order of filming activities (2). 

b) Any three explained factors, 1 mark each. 

c) Any two components, 1 mark each. 

d) Any two benefits, 1 mark each. 

PRACTICAL CBE LEARNING ACTIVITIES 

Activity 1: Developing a production pitch 

Task: Work in groups to develop a production pitch for a television programme addressing a problem 
affecting your local community. 

Your pitch should contain: 

 Production title. 

 Production concept. 

 Target audience. 

 Unique selling point. 

 Production format. 

 Purpose. 

 Expected outcome. 

Expected evidence: A written production pitch. 

Activity 2: Scriptwriting 

Task: Write an audiovisual script for a two-minute educational video about proper waste disposal in your 
school. 
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Your script should include: 

 Scene descriptions. 

 Camera shots. 

 Dialogue. 

 Narration. 

 Sound effects. 

 Background music. 

Expected evidence: A completed audiovisual script. 

Activity 3: Audio production 

Task: Write a radio announcement encouraging learners to participate in environmental conservation. 

Your audio script should contain: 

 Introduction. 

 Main announcement. 

 Presenter dialogue. 

 Sound effects. 

 Background music. 

 Closing statement. 

Expected evidence: A completed audio script. 

Activity 4: Preparing pre-production documents 

Task: Using the audiovisual script developed in Activity 2, prepare: 

1. A production treatment. 

2. A shooting script. 

3. A storyboard. 

4. A script breakdown sheet. 

5. A shooting schedule. 

Expected evidence: A complete set of pre-production documents. 

Activity 5: Designing a pitch deck 

Task: Design a digital pitch deck for your proposed media production using PowerPoint, Canva or Google 
Slides. 

Present the pitch deck to your classmates for peer review. 

Expected evidence: A digital or physical pitch deck. 

Activity 6: Reflective journal 

Task: Prepare a reflective logbook documenting your experiences during the development of the pre-
production documents. 

Record: 

 Activities undertaken. 
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 Skills acquired. 

 Challenges encountered. 

 Solutions applied. 

 Feedback received. 

 Lessons learnt. 

 Areas requiring improvement. 

Expected evidence: A completed physical or digital reflective journal. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

KEY TERMS AND DEFINITIONS 

Term Meaning 

Pre-production Planning and preparation before actual media production. 

Production pitch Proposal used to communicate a media production idea. 

Target audience Specific group intended to consume media content. 

USP Unique feature that distinguishes a production. 
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Production concept Central creative idea of a production. 

Production format Structure or style used to present media content. 

Treatment Written description of the proposed production and its creative direction. 

Shooting script Written instructions guiding the recording of scenes and shots. 

Storyboard Visual representation of planned scenes and shots. 

Script breakdown sheet Document identifying resources and requirements for each scene. 

Shooting schedule Document organising filming dates, times and locations. 

Audiovisual script Script containing both visual and audio instructions. 

Audio script Written instructions for an audio production. 

Pitch deck Visual slide presentation of a proposed production. 

Digital portfolio Electronic collection of a learner's work. 

Peer review Evaluation of another person's work with constructive feedback. 

Reflective logbook Record of experiences, challenges and lessons learnt. 

BGM Background music. 

SFX Sound effects. 

Voice-over Spoken narration recorded for use in a media production. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

STRAND 1: MEDIA CONTENT CREATION 

SUB-STRAND 1.3: PRODUCTION 

Media Production Documents and Directing in Media Production 

1.0 INTRODUCTION TO MEDIA PRODUCTION 
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Media production is the process of creating media content through the coordinated efforts of different 
people, equipment, materials and technical processes. 

It involves transforming an idea, script or concept into a finished media product that can be presented 
to an audience through different platforms. 

Media production may involve creating: 

1. Television programmes. 

2. Films and documentaries. 

3. News broadcasts. 

4. Radio programmes. 

5. Educational videos. 

6. Advertisements. 

7. Music videos. 

8. Digital content for social media. 

9. School-based instructional videos. 

10. Live event recordings. 

In Kenya, media production takes place in television and radio stations, film production companies, 

educational institutions, advertising agencies, community media organisations and independent digital 
content studios. 

Examples of Kenyan media production activities include: 

 Producing educational videos for Grade 11 learners. 

 Recording a school cultural day. 

 Producing a documentary about wildlife conservation in the Maasai Mara. 

 Recording a television interview in a studio. 

 Producing agricultural programmes for farmers. 

 Broadcasting a live school competition. 

 

 

 

 

 

 

 

1.1 Stages of media production 

Media production is generally organised into three major stages. 
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A. Pre-production 

This is the planning stage that takes place before actual recording or filming begins. 

Activities include: 

 Developing the media concept. 

 Researching the subject. 

 Writing the script. 

 Preparing the storyboard. 

 Selecting the cast and crew. 

 Identifying filming locations. 

 Preparing production schedules. 

 Preparing budgets. 

 Arranging equipment and materials. 

 Preparing production documents. 

B. Production 

This is the stage at which the actual recording or filming takes place. 

Activities include: 

 Directing the cast and crew. 
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 Operating cameras. 

 Recording sound. 

 Controlling lighting. 

 Capturing video footage. 

 Recording interviews. 

 Monitoring continuity. 

 Coordinating multiple cameras. 

 Following the production schedule. 

C. Post-production 

This is the stage at which recorded material is processed and assembled into a final media product. 

Activities include: 

 Video editing. 

 Audio editing. 

 Adding sound effects. 

 Adding background music. 

 Colour correction. 

 Adding titles and captions. 

 Adding visual effects. 

 Mixing and mastering sound. 

 Exporting the final media product. 

 Distributing the finished product. 

Importance of organising production into stages 

1. It makes production easier to manage. 

2. It reduces unnecessary delays. 

3. It promotes proper use of resources. 

4. It improves the quality of the final media product. 

5. It ensures that production activities follow a clear sequence. 

6. It helps the production team identify responsibilities. 

2.0 MEDIA PRODUCTION DOCUMENTS 

2.1 Meaning of media production documents 

Media production documents are written or digital records used to plan, organise, coordinate, monitor 
and manage activities during media production. 

They provide important information to the director, producer, camera operators, sound technicians, 
lighting technicians, presenters, actors and other members of the production team. 

These documents help ensure that everyone involved in a production understands what is expected of 
them, when activities should take place and how the production should be carried out. 
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2.2 Examples of media production documents 

The main media production documents include: 

1. Continuity log sheets. 

2. Call sheets. 

3. Shooting recording reports. 

4. Cue sheets. 

5. Production inventory records. 
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2.3 Importance of media production documents 

Media production documents are important because they: 

1. Improve organisation: They help arrange production activities in a systematic manner. 

2. Promote communication: They ensure that all production team members receive relevant 

information. 

3. Save time: They reduce confusion and unnecessary repetition of activities. 

4. Promote accountability: They show who is responsible for particular production tasks. 

5. Support continuity: They help maintain consistency in scenes, costumes, props and other production 
details. 

6. Assist in budgeting: They help monitor equipment, materials and other resources. 

7. Improve quality: They help the production team maintain the required technical and creative 
standards. 

8. Support post-production: They provide information that editors and other post-production personnel 
can use. 

9. Reduce errors: They help identify missing equipment, incorrect recordings and scheduling conflicts. 

10. Provide production evidence: They act as records of activities carried out during production. 

3.0 CONTINUITY LOG SHEETS 

3.1 Definition of a continuity log sheet 

A continuity log sheet is a production document used to record important details about scenes, shots, 

actions, costumes, props, camera positions and other elements that must remain consistent throughout 
a media production. 

It is particularly important when scenes are recorded at different times or in different locations but are 
expected to appear as though they happened continuously. 

Continuity helps maintain the logical flow of events in a film, television programme or video production. 

3.2 Meaning of continuity in media production 

Continuity refers to maintaining consistency in the appearance, actions, dialogue, sound, setting and 
other details of a media production from one shot or scene to another. 

For example: 

A Kenyan filmmaker is producing a short film about a learner who leaves home in the morning and 
arrives at school. 

In the first shot, the learner carries a blue school bag and wears black shoes. 

When the second shot is recorded later, the learner should still have the same blue school bag and black 

shoes unless the storyline explains a change. 

If the bag suddenly changes colour without explanation, the audience may notice a continuity error. 

3.3 Information contained in a continuity log sheet 

A continuity log sheet may contain the following information: 

1. Production title: The name of the film, programme or video being produced. 

2. Date: The date when the scene or shot was recorded. 
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3. Scene number: The identification number assigned to a particular scene. 

4. Shot number: The number assigned to a specific camera shot. 

5. Take number: The number of times a particular shot has been recorded. 

6. Location: The place where the scene was filmed. 

7. Description of action: A brief explanation of what happens in the scene. 

8. Costume details: Information about clothing worn by actors or presenters. 

9. Props: Items used by actors during production, such as books, chairs, phones and bags. 

10. Camera details: Information about camera position, angle, movement and framing. 

11. Sound details: Information about dialogue, background sound and other audio elements. 

12. Continuity observations: Details that need to be maintained in subsequent shots. 

13. Remarks: Additional information about problems, errors or corrections. 

3.4 Sample continuity log sheet 

COMPETENCE EDUCATION GROUP – MEDIA PRODUCTION 

Production details Information 

Production title A Day at School 

Date 7 November 2027 

Director Main Director 

Location Alliance Girls Senior School 

Scene 01 

Shot 02 

Take 03 

Item Recorded details 

Action Learner enters classroom 

Costume Blue sweater, grey trousers 

Props Blue school bag, two books 

Camera angle Medium shot 

Camera movement Tracking 

Sound Classroom background noise 

Continuity Bag held in right hand 

Remarks Approved take 

3.5 Types of continuity monitored during production 

A. Costume continuity 

This involves ensuring that actors wear consistent clothing in scenes that are supposed to occur at the 
same time. 

Example: A news presenter should maintain the same clothing throughout a continuous interview 
recording. 

B. Prop continuity 

This involves maintaining consistency in the position and appearance of objects used in a production. 

Example: A cup placed on the right side of a table should remain in the same position in subsequent 
shots unless moved as part of the action. 

C. Action continuity 

This involves ensuring that the movements and actions of actors remain consistent between shots. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Example: If an actor starts opening a door using the right hand, the next shot should show the action 
continuing logically. 

D. Screen direction continuity 

This involves maintaining consistent directions of movement and positioning of subjects in relation to 
the camera. 

Example: If a person is shown walking from left to right, the following shot should not unintentionally 
make the person appear to reverse direction. 

E. Lighting continuity 

This involves maintaining consistent lighting conditions between shots that belong to the same scene. 

F. Sound continuity 

This involves ensuring that dialogue, background noise and other sounds remain consistent across 

different shots. 

G. Set continuity 

This involves maintaining the arrangement of furniture, decorations and other objects within a 
production location. 

3.6 Importance of continuity log sheets 

1. They help prevent continuity errors. 

2. They assist editors when selecting suitable shots. 

3. They help maintain consistency between scenes. 

4. They save time during post-production. 

5. They help directors monitor the progress of filming. 

6. They provide a reference for reshooting scenes. 

7. They improve the professional appearance of a production. 

3.7 Procedure for creating a continuity log sheet 

1. Write the title of the production. 

2. Indicate the date and location. 

3. Record the scene number. 

4. Record the shot and take numbers. 

5. Describe the action taking place. 

6. Record costume and prop details. 

7. Indicate camera and sound information. 

8. Record any continuity observations. 

9. Add remarks where necessary. 

10. Review the information for accuracy. 

 

 

4.0 CALL SHEETS 
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4.1 Definition of a call sheet 

A call sheet is a production document that provides the daily schedule and essential instructions to 
members of a media production team. 

It informs cast and crew members about when and where they are expected to report for production 
activities. 

It also provides details about scenes to be recorded, production locations, contact persons, transport 
arrangements, equipment and other important instructions. 

A call sheet is normally prepared by the producer, assistant director or production coordinator. 

4.2 Purpose of a call sheet 

A call sheet is used to: 

1. Communicate reporting times. 

2. Identify production locations. 

3. Inform cast and crew about their responsibilities. 

4. Indicate scenes scheduled for recording. 

5. Communicate the production timetable. 

6. Provide contact information. 

7. Communicate transport and parking arrangements. 

8. Identify equipment and materials required. 

9. Communicate safety instructions. 

10. Minimise confusion and delays during production. 

4.3 Main information contained in a call sheet 

A properly prepared call sheet contains: 

A. Production information 

 Production title. 

 Production company. 

 Production date. 

 Production day. 

 Director's name. 

 Producer's name. 

B. Reporting information 

 General crew call time. 

 Cast call time. 

 Specific reporting times. 

 Expected finishing time. 

 

C. Location information 
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 Filming location. 

 Physical address. 

 Directions to the location. 

 Parking arrangements. 

 Meeting point. 

D. Cast and crew information 

 Names of actors and presenters. 

 Names of crew members. 

 Assigned roles. 

 Contact details where appropriate. 

E. Shooting schedule 

 Scene numbers. 

 Description of scenes. 

 Scheduled shooting times. 

 Required actors. 

 Required equipment. 

F. Additional information 

 Weather information where relevant. 

 Meals and refreshments. 

 Transport arrangements. 

 Special instructions. 

 Safety and emergency contacts. 

4.4 Sample call sheet 

DAILY MEDIA PRODUCTION CALL SHEET 

COMPETENCE EDUCATION GROUP 

Production: A Day at School 

Production date: 7 November 2026 

Location: Olalui Comprehensive School 

Director: Production Director 

Producer: Production Manager 

General crew call: 8:00 a.m. 

Cast call: 8:30 a.m. 

Expected wrap: 4:00 p.m. 

Production schedule 

Time Activity 
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8:00–8:30 Crew reporting and setup 

8:30–9:00 Cast briefing 

9:00–10:30 Classroom scenes 

10:30–11:00 Break 

11:00–1:00 Interview recording 

1:00–2:00 Lunch 

2:00–3:30 Outdoor scenes 

3:30–4:00 Equipment check and wrap 

Special instructions 

 All crew members should report on time. 

 Check cameras and microphones before recording. 

 Observe safety procedures. 

 Obtain permission before recording learners. 

 Keep production equipment secure. 

Illustrative classroom production call sheet. 

4.5 Procedure for preparing a call sheet 

1. Identify the production date. 

2. Confirm the scenes to be recorded. 

3. Identify the cast and crew required. 

4. Confirm the filming location. 

5. Determine reporting times. 

6. Prepare a realistic production timetable. 

7. List equipment and materials required. 

8. Provide relevant contact information. 

9. Include transport, meal and safety arrangements. 

10. Distribute the call sheet to the relevant team members before production. 

4.6 Qualities of a good call sheet 

A good call sheet should be: 

 Clear and easy to understand. 

 Accurate and complete. 

 Well organised. 

 Brief but informative. 

 Distributed early enough. 

 Easy to access in printed or digital form. 

 Updated when production arrangements change. 

 

 

4.7 Difference between a call sheet and a shooting schedule 
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A call sheet communicates daily reporting instructions to the cast and crew, while a shooting schedule 
provides a planned sequence and timetable of scenes to be recorded. 

A call sheet may include the shooting schedule as part of its information. 

5.0 SHOOTING RECORDING REPORTS 

5.1 Definition of a shooting recording report 

A shooting recording report is a production document used to record the technical and creative details 
of video or film footage captured during a recording session. 

It provides information about scenes, shots, takes, camera settings, sound quality, recording problems 
and the suitability of recorded material. 

It is useful to directors, camera operators, sound technicians, producers and editors. 

5.2 Purpose of shooting recording reports 

1. To document all recorded shots. 

2. To identify successful and unsuccessful takes. 

3. To record technical problems. 

4. To guide editors when selecting footage. 

5. To identify shots that require retakes. 

6. To monitor camera and sound quality. 

7. To provide a record of production progress. 

8. To assist in organising recorded media files. 

9. To support accountability among production personnel. 

10. To reduce time spent searching for footage during editing. 

5.3 Information contained in a shooting recording report 

A shooting recording report may contain: 

1. Production title. 

2. Date of recording. 

3. Scene number. 

4. Shot number. 

5. Take number. 

6. Camera identification. 

7. Camera operator. 

8. Recording time. 

9. Description of the recorded action. 

10. Lens or camera settings where relevant. 

11. Audio recording details. 

12. Technical problems encountered. 

13. Director's approval. 
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14. Remarks about the recorded footage. 

5.4 Sample shooting recording report 

Scene Shot Take Camera Sound Result 

01 01 01 Camera A Clear Approved 

01 02 01 Camera A Wind noise Reject 

01 02 02 Camera A Clear Approved 

02 01 01 Camera B Low volume Retake 

5.5 Procedure for preparing a shooting recording report 

1. Write the production title. 

2. Record the date of filming. 

3. Identify the scene being recorded. 

4. Record the shot and take numbers. 

5. Identify the camera used. 

6. Record the camera operator's details. 

7. Check the quality of recorded footage. 

8. Check the audio quality. 

9. Record any technical difficulties. 

10. Indicate whether the take is approved or requires a retake. 

11. Write additional observations. 

12. Submit the report to the production supervisor or editor. 

5.6 Difference between a continuity log sheet and a shooting recording report 

Continuity log sheet Shooting recording report 

Focuses on consistency between scenes and shots. Focuses on recording details and technical quality. 

Records costumes, props and actions. Records camera, sound and recording information. 

Helps prevent continuity errors. Helps identify usable and unusable footage. 

Guides scene matching. Guides footage selection and editing. 

6.0 CUE SHEETS 

6.1 Definition of a cue sheet 

A cue sheet is a production document that lists and indicates when specific audio, visual, lighting or 
other technical elements should be introduced during a media production. 

It provides instructions to operators about when to play music, introduce sound effects, display 
graphics, change lighting, play video clips or perform other scheduled actions. 

Cue sheets are particularly useful in television broadcasting, radio production, live events, studio 
productions and recorded programmes. 

6.2 Meaning of a cue 

A cue is a signal, instruction or indication that tells a performer or technical operator when to perform a 
particular action. 

Examples include: 

 A signal for the presenter to start speaking. 

 An instruction for the sound operator to play background music. 
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 A signal for the camera operator to change camera shots. 

 An instruction for the lighting operator to dim the lights. 

 A signal for a video clip to be played. 

 An instruction to display a title or graphic on screen. 

6.3 Types of cues in media production 

A. Audio cues 

These are instructions that indicate when audio elements should be played or stopped. 

Examples: 

 Opening theme music. 

 Background music. 

 Sound effects. 

 Recorded interviews. 

 Voice-over recordings. 

B. Visual cues 

These indicate when visual elements should appear. 

Examples: 

 Displaying programme titles. 

 Showing photographs. 

 Playing video clips. 

 Displaying captions. 

 Showing sponsor logos. 

C. Lighting cues 

These are instructions that guide lighting changes during a production. 

Examples: 

 Switching on studio lights. 

 Dimming lights. 

 Changing spotlight direction. 

 Adjusting lighting intensity. 

D. Camera cues 

These are instructions that guide camera operations. 

Examples: 

 Switching from Camera 1 to Camera 2. 

 Moving from a wide shot to a close-up. 

 Starting a camera movement. 

 Changing camera angles. 
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E. Presenter or performer cues 

These indicate when presenters, actors or performers should speak or act. 

Examples: 

 Presenter begins an introduction. 

 Interviewee answers a question. 

 Actor enters the stage. 

 Guest begins a performance. 

6.4 Information contained in a cue sheet 

1. Programme title. 

2. Production date. 

3. Cue number. 

4. Scheduled time or sequence. 

5. Description of the cue. 

6. Type of cue. 

7. Person responsible. 

8. Required action. 

9. Duration. 

10. Remarks or special instructions. 

6.5 Sample cue sheet 

Production: School Talent Show 

Cue Time Type Instruction Operator 

01 00:00 Audio Play opening music Sound operator 

02 00:15 Visual Display programme title Graphics operator 

03 00:30 Camera Switch to Camera 1 Vision mixer 

04 00:45 Presenter Presenter starts introduction Presenter 

05 02:00 Audio Play performance music Sound operator 

06 03:00 Lighting Focus spotlight on stage Lighting operator 

6.6 Importance of cue sheets 

1. They coordinate technical operations. 

2. They help maintain the correct sequence of events. 

3. They reduce mistakes during live broadcasts. 

4. They improve communication between operators. 

5. They help presenters and performers know when to act. 

6. They ensure smooth transitions between programme segments. 

7. They save production time. 

8. They improve the professional quality of a broadcast. 

6.7 Procedure for preparing a cue sheet 
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1. Identify the programme or production. 

2. Study the script or programme running order. 

3. Identify all actions requiring cues. 

4. Arrange the cues in the correct sequence. 

5. Assign a cue number to each action. 

6. Indicate the time or position of each cue. 

7. Describe the required action clearly. 

8. Identify the operator responsible. 

9. Indicate duration where necessary. 

10. Share the cue sheet with relevant production personnel. 

11. Rehearse the cues before the actual production. 

7.0 PRODUCTION INVENTORY 

7.1 Definition of production inventory 

A production inventory is a detailed record of equipment, tools, materials, props and other resources 
available for use in a media production. 

It helps the production team identify the resources required, monitor their condition, record their 
movement and ensure that all items are returned after production. 

7.2 Examples of items included in a media production inventory 

A. Recording equipment 

 Video cameras. 

 Digital cameras. 

 Audio recorders. 

 Video recorders. 

 Memory cards. 

 External storage devices. 

B. Camera accessories 

 Tripods. 

 Camera batteries. 

 Lenses. 

 Camera chargers. 

 Camera stabilisers. 

 Camera bags. 

 

C. Sound equipment 

 Microphones. 

 Headphones. 
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 Audio mixers. 

 Boom poles. 

 Microphone stands. 

 Audio cables. 

D. Lighting equipment 

 LED lights. 

 Reflectors. 

 Softboxes. 

 Light stands. 

 Extension cables. 

 Lighting controllers. 

E. Production props 

 Chairs. 

 Tables. 

 Books. 

 School bags. 

 Mobile phones. 

 Costumes. 

 Decorative materials. 

F. Other resources 

 Laptops. 

 Projectors. 

 Monitors. 

 Printers. 

 Power extension units. 

 Safety equipment. 
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7.3 Information contained in an inventory record 

A production inventory should contain: 

1. Item number. 

2. Name of equipment or material. 

3. Description of the item. 

4. Quantity available. 

5. Serial number where applicable. 

6. Condition of the item. 

7. Person responsible. 
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8. Date issued. 

9. Date returned. 

10. Remarks. 

7.4 Sample production inventory 

Production: Grade 11 Educational Video 

No. Item Quantity Condition Remarks 

1 Video camera 2 Good Available 

2 Tripod 2 Good Available 

3 Microphone 3 Good Available 

4 LED light 2 Good Available 

5 Laptop 1 Good Editing 

6 Memory card 4 Good Available 

7 Headphones 2 Fair One needs repair 

7.5 Procedure for creating a production inventory 

1. Identify all equipment and materials required. 

2. Inspect the available resources. 

3. Record the name of each item. 

4. Indicate the quantity available. 

5. Record the condition of each item. 

6. Record serial numbers where applicable. 

7. Identify the person responsible for each item. 

8. Record items issued to production personnel. 

9. Monitor the use of the equipment. 

10. Record items returned after production. 

11. Report missing or damaged equipment. 

12. Update the inventory record regularly. 

7.6 Importance of production inventory 

1. It prevents loss of equipment. 

2. It helps identify available resources. 

3. It assists in production planning. 

4. It promotes accountability. 

5. It helps monitor equipment condition. 

6. It reduces unnecessary purchases. 

7. It supports maintenance planning. 

8. It helps identify missing items. 

9. It improves equipment security. 

10. It promotes efficient use of production resources. 

8.0 COMPARISON OF THE FIVE MEDIA PRODUCTION DOCUMENTS 
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Document Main purpose Key information 

Continuity log sheet Maintains consistency Costumes, props, actions and scenes 

Call sheet Communicates daily instructions Reporting times, locations and personnel 

Shooting recording report Documents recorded footage Shots, takes, camera and sound quality 

Cue sheet Coordinates production actions Timing, signals and technical 
instructions 

Inventory Monitors production resources Equipment, quantities and condition 

Remember: These documents serve different purposes, but they work together to make media 
production organised, efficient and professional. 

9.0 THE DIRECTOR IN MEDIA PRODUCTION 

9.1 Definition of a media production director 

A media production director is the person responsible for guiding and controlling the creative and 

technical activities involved in producing a media product. 

The director interprets the production concept or script and guides the cast and crew to ensure that the 
intended message, story or programme is communicated effectively to the audience. 

The director makes important decisions concerning: 

 How scenes should be presented. 

 How actors and presenters should perform. 

 Which camera angles should be used. 

 How shots should be arranged. 

 How sound and lighting should be coordinated. 

 How the production should communicate its intended message. 

A director plays an important role in film production, television broadcasting, documentaries, 
advertisements, music videos, educational videos and live events. 

9.2 Roles and responsibilities of a director 

A. Creative responsibilities 

1. Interpreting the script: The director studies the script and develops an understanding of the 
intended story, message and audience. 

2. Developing the visual style: The director determines how the production should look through camera 
angles, lighting, colour, framing and composition. 

3. Guiding performances: The director instructs actors and presenters on how to deliver dialogue, 
express emotions and perform actions. 

4. Controlling the narrative: The director ensures that the events and scenes are presented in a logical 

and meaningful sequence. 

5. Maintaining the intended mood: The director guides the use of music, sound, lighting and 
performance to create the desired atmosphere. 

B. Technical responsibilities 

1. Guiding camera operators on shot composition. 

2. Selecting suitable camera angles. 

3. Coordinating camera movements. 
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4. Monitoring picture quality. 

5. Coordinating sound recording. 

6. Guiding lighting arrangements. 

7. Coordinating multiple cameras. 

8. Monitoring the technical execution of scenes. 

9. Identifying errors that require retakes. 

10. Ensuring that production requirements are followed. 

C. Management responsibilities 

1. Assigning tasks to crew members. 

2. Coordinating the production team. 

3. Communicating instructions clearly. 

4. Monitoring production schedules. 

5. Solving problems during filming. 

6. Maintaining discipline and teamwork. 

7. Ensuring that safety procedures are followed. 

8. Managing time effectively. 

9. Monitoring production progress. 

10. Working with the producer to achieve production objectives. 

9.3 Qualities of a good media production director 

A competent director should demonstrate the following qualities: 

1. Good communication skills 

The director should communicate instructions clearly to actors, presenters and technical personnel. 

2. Creativity 

The director should develop interesting and effective ways of presenting information and telling stories. 

3. Leadership 

The director should guide the production team towards achieving common objectives. 

4. Decision-making skills 

The director should make appropriate decisions when unexpected production challenges occur. 

5. Technical knowledge 

The director should understand cameras, sound, lighting, framing, editing and other production 
processes. 

6. Time management 

The director should ensure that production activities follow the agreed schedule. 

 

7. Problem-solving skills 
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The director should identify and resolve challenges such as equipment failure, poor sound and 
unsuitable lighting. 

8. Patience 

The director should work calmly with cast and crew members, especially when scenes require several 
takes. 

9. Organisation 

The director should understand production documents and ensure that activities are properly 
coordinated. 

10. Adaptability 

The director should adjust production plans when unexpected circumstances arise. 

10.0 THE DIRECTOR'S RELATIONSHIP WITH THE CREW 

10.1 Meaning of production crew 

The production crew refers to the group of people responsible for the technical, organisational and 
operational activities involved in producing a media product. 

The crew works under the guidance of the director and producer to achieve the intended production 
objectives. 

Examples of crew members include: 

 Camera operators. 

 Sound technicians. 

 Lighting technicians. 

 Production assistants. 

 Set designers. 

 Costume designers. 

 Makeup artists. 

 Editors. 

 Script supervisors. 

 Vision mixers. 

 Graphics operators. 
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10.2 Relationship between the director and different crew members 

A. Director and camera operators 
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Camera operators are responsible for operating cameras and capturing the required visual material. 

The director works with them by: 

1. Explaining the required shots. 

2. Giving instructions on camera angles. 

3. Guiding camera movements. 

4. Explaining framing requirements. 

5. Indicating when recording should begin and end. 

6. Ensuring that camera shots support the intended narrative. 

7. Monitoring the quality of recorded footage. 

Example: During the production of a documentary about farming in Narok County, the director may 

instruct a camera operator to capture a wide shot of a maize farm followed by a close-up of a farmer 
examining a crop. 

B. Director and sound technicians 

Sound technicians are responsible for capturing, controlling and monitoring audio during production. 

The director works with them by: 

1. Explaining the required sound quality. 

2. Indicating when audio recording should begin. 

3. Ensuring that microphones are positioned correctly. 

4. Monitoring background noise. 

5. Identifying unclear dialogue. 

6. Coordinating sound effects and background music. 

7. Requesting retakes when audio quality is poor. 

Example: When recording a school interview, the director instructs the sound technician to position a 
microphone close enough to the interviewee to capture clear speech. 

C. Director and lighting technicians 

Lighting technicians arrange and control lighting equipment to achieve the required visual appearance. 

The director works with them by: 

1. Explaining the intended mood. 

2. Indicating the areas requiring illumination. 

3. Guiding the direction of lighting. 

4. Controlling lighting intensity. 

5. Ensuring that subjects are clearly visible. 

6. Preventing unwanted shadows. 

7. Coordinating lighting changes during scenes. 

D. Director and production assistants 

Production assistants support the organisation and coordination of production activities. 
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The director works with them by: 

1. Assigning production tasks. 

2. Providing instructions on scene preparation. 

3. Coordinating movement of materials. 

4. Monitoring preparation activities. 

5. Communicating production changes. 

6. Ensuring that the shooting schedule is followed. 

E. Director and set designers 

Set designers prepare and arrange the physical environment in which production takes place. 

The director works with them by: 

1. Explaining the required setting. 

2. Discussing furniture arrangement. 

3. Selecting appropriate background objects. 

4. Ensuring that the set supports the story. 

5. Maintaining consistency between scenes. 

F. Director and editors 

Editors assemble recorded material into a complete media product. 

The director works with editors by: 

1. Identifying preferred takes. 

2. Explaining the intended sequence of scenes. 

3. Discussing transitions. 

4. Guiding the use of sound and music. 

5. Reviewing edited footage. 

6. Suggesting corrections. 

7. Ensuring that the final product communicates the intended message. 

10.3 Importance of a good relationship between the director and crew 

1. Promotes teamwork. 

2. Improves communication. 

3. Reduces production errors. 

4. Improves the quality of recorded material. 

5. Ensures efficient use of equipment. 

6. Promotes timely completion of production. 

7. Helps resolve technical challenges. 

8. Encourages creativity. 

9. Reduces misunderstandings. 
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10. Creates a positive working environment. 

11.0 THE DIRECTOR'S RELATIONSHIP WITH THE CAST AND TALENT 

11.1 Meaning of cast 

The cast refers to the actors, presenters and performers who appear in a media production. 

They communicate the production's message through dialogue, actions, facial expressions, body 
movements and other forms of performance. 

11.2 Meaning of talent 

Talent refers to individuals who appear or perform in a media production using their abilities, skills or 
personal presentation. 

Examples include: 

 Actors. 

 Television presenters. 

 Radio presenters. 

 Singers. 

 Dancers. 

 Interviewees. 

 Models. 

 Narrators. 

 Comedians. 

 Guest speakers. 

11.3 Responsibilities of the director towards the cast and talent 

1. Explaining the script 

The director explains the meaning of the script and what is expected from each performer. 

2. Guiding character interpretation 

The director helps actors understand their characters, personalities, emotions and relationships. 

3. Giving performance instructions 

The director explains how performers should speak, move, react and interact. 

4. Guiding voice delivery 

The director helps presenters and actors use appropriate tone, volume, pace and pronunciation. 

5. Directing body language 

The director guides performers on gestures, posture, facial expressions and movements. 

6. Managing rehearsals 

The director organises rehearsals to prepare performers before actual recording. 

7. Providing constructive feedback 

The director identifies weaknesses and suggests improvements without discouraging performers. 

8. Managing performance timing 
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The director ensures that dialogue and actions fit within the production schedule. 

9. Maintaining continuity 

The director ensures that performers maintain consistency in costumes, props, actions and 
performance. 

10. Promoting professionalism 

The director encourages punctuality, discipline, respect and cooperation. 

11.4 How a director guides talent during production 

A director may use the following instructions: 

 Stand at the marked position. 

 Look towards Camera 1. 

 Speak more slowly. 

 Increase your voice volume. 

 Maintain eye contact with the interviewer. 

 Pause before delivering the next statement. 

 Repeat the action. 

 Show the intended emotion. 

 Wait for the camera operator's signal. 

 Begin speaking when the director gives the cue. 

11.5 Examples of directing different performers 

Example 1: Directing a television presenter 

The director instructs the presenter to stand at the centre of the studio, face Camera 1, maintain eye 
contact with the lens and introduce the programme confidently. 

Example 2: Directing an actor 

During a school drama, the director instructs an actor playing a teacher to enter the classroom, place 
books on the table and address learners confidently. 

Example 3: Directing an interviewee 

The director asks an interviewee to sit comfortably, face the interviewer and respond clearly without 
looking directly at the recording camera. 

11.6 Importance of maintaining a good relationship with the cast 

1. Builds confidence among performers. 

2. Improves acting and presentation. 

3. Encourages creativity. 

4. Promotes discipline. 

5. Reduces performance errors. 

6. Improves communication. 

7. Helps performers understand their roles. 
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8. Encourages cooperation. 

9. Reduces tension during production. 

10. Improves the overall quality of the media product. 

12.0 HOW TO DIRECT A MEDIA PRODUCTION 

Directing requires proper planning, communication, coordination and decision-making. 

A director should understand the production concept and communicate the required actions to everyone 
involved. 

12.1 Steps involved in directing a media production 

 

Step 1: Understand the production concept 

 Read and understand the script. 

 Identify the purpose of the production. 

 Identify the target audience. 

 Understand the intended message. 

 Identify the required production style. 

Step 2: Prepare a production plan 

 Identify the scenes to be recorded. 

 Determine the required cast. 

 Identify the crew members needed. 

 Select suitable filming locations. 

 Identify equipment and materials. 
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 Develop a shooting schedule. 

Step 3: Study production documents 

The director should examine the relevant production documents, including: 

 Call sheets. 

 Continuity log sheets. 

 Shooting recording reports. 

 Cue sheets. 

 Production inventories. 

These documents help the director understand the production requirements. 

Step 4: Brief the production team 

The director holds a meeting to explain: 

 Production objectives. 

 Individual responsibilities. 

 Shooting sequence. 

 Camera requirements. 

 Sound requirements. 

 Lighting requirements. 

 Safety instructions. 

 Expected standards. 

Step 5: Prepare the location and equipment 

The director coordinates the preparation of the production environment. 

Activities include: 

 Checking camera positions. 

 Testing microphones. 

 Arranging lighting. 

 Checking props. 

 Preparing the set. 

 Ensuring that all required equipment is available. 

Step 6: Rehearse with the cast 

The director guides performers through the planned scenes before actual recording. 

Rehearsals help identify problems with dialogue, movement, timing and positioning. 

Step 7: Coordinate camera and technical operations 

The director gives instructions to camera operators, sound technicians and lighting operators. 

Step 8: Direct the actual recording 

The director guides the performance and technical activities during recording. 
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Typical instructions include: 

 Stand by. 

 Camera ready. 

 Sound ready. 

 Roll camera. 

 Speed. 

 Action. 

 Cut. 

The exact commands may vary according to the production setup. 

Step 9: Monitor the recorded material 

The director reviews recorded footage to establish whether: 

 The performance is satisfactory. 

 The camera shots are correct. 

 Sound is clear. 

 Lighting is appropriate. 

 Continuity is maintained. 

 The intended message is communicated. 

Step 10: Approve or request a retake 

The director decides whether a take is suitable for use or should be repeated. 

Step 11: Coordinate production wrap 

At the end of recording, the director ensures that production activities are properly concluded. 

This includes: 

 Confirming that all scenes have been recorded. 

 Ensuring equipment is switched off. 

 Confirming that equipment is returned. 

 Recording outstanding production issues. 

 Communicating with the production team. 

13.0 DIRECTING A MULTI-CAMERA PRODUCTION 

13.1 Definition of multi-camera production 

Multi-camera production is a method of media production in which two or more cameras are used 
simultaneously to capture the same event or programme from different angles and positions. 

The cameras are coordinated to provide different views of the same action. 

Multi-camera production is commonly used in: 

 Television news programmes. 

 Live interviews. 
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 Television talk shows. 

 Sports broadcasts. 

 Concerts. 

 Church services. 

 School events. 

 Television dramas. 

 Live entertainment programmes. 
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13.2 Equipment used in multi-camera production 

1. Two or more video cameras. 

2. Tripods and camera supports. 

3. Video switcher or vision mixer. 

4. Monitors. 

5. Headsets and communication systems. 

6. Audio mixer. 

7. Microphones. 

8. Lighting equipment. 

9. Video cables or wireless transmission systems. 

10. Recording and storage equipment. 

13.3 Roles of cameras in a multi-camera production 

Different cameras may be assigned specific responsibilities. 

Camera 1: Wide shot camera 

 Captures the entire scene. 

 Shows the general arrangement of performers. 

 Provides an overview of the production environment. 

Camera 2: Medium shot camera 

 Captures subjects from a closer distance. 

 Shows presenters or performers clearly. 
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 Captures interactions between people. 

Camera 3: Close-up camera 

 Captures facial expressions. 

 Shows important details. 

 Focuses on a particular performer or object. 

The actual camera assignments depend on the production requirements. 

13.4 Responsibilities of the director in multi-camera production 

1. Planning camera positions. 

2. Assigning duties to camera operators. 

3. Determining the required shots. 

4. Coordinating camera movements. 

5. Communicating with operators through headsets. 

6. Selecting suitable camera feeds. 

7. Coordinating with the vision mixer. 

8. Ensuring continuity between camera shots. 

9. Monitoring the overall visual quality. 

10. Ensuring that important actions are captured. 

13.5 Meaning of a vision mixer 

A vision mixer is a device or production system used to select and switch between different video 
sources during a live or recorded production. 

It allows the director or vision mixer operator to choose which camera feed appears on the final 
programme output. 

For example, during a school debate: 

 Camera 1 captures the entire stage. 

 Camera 2 captures the learner speaking. 

 Camera 3 captures the audience. 

The director may instruct the vision mixer to switch between these camera feeds depending on the 
action taking place. 

13.6 Common multi-camera directing instructions 

The director may use the following instructions: 

Instruction Meaning 

Stand by Camera 1 Prepare Camera 1 

Ready Camera 2 Camera 2 should prepare for the next shot 

Take Camera 1 Display Camera 1 on the programme output 

Take Camera 3 Switch the programme output to Camera 3 

Wide shot Capture a wider view 

Close-up Capture a subject in greater detail 

Hold shot Maintain the current camera view 

Stand by Prepare for an upcoming action 
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Cut Stop the current action or recording, depending on context 

13.7 Advantages of multi-camera production 

1. Captures different angles simultaneously. 

2. Saves time during live recording. 

3. Reduces the need for repeated performances. 

4. Provides variety in visual presentation. 

5. Improves coverage of live events. 

6. Makes switching between subjects easier. 

7. Helps capture audience reactions. 

8. Supports professional television production. 

13.8 Challenges of multi-camera production 

1. High equipment costs. 

2. Requires experienced camera operators. 

3. Requires effective communication. 

4. Can be difficult to coordinate. 

5. Requires careful camera positioning. 

6. May create unwanted camera interference. 

7. Requires additional technical personnel. 

8. Can experience synchronisation problems. 

9. Requires careful lighting coordination. 

10. Equipment failure may affect the entire production. 

13.9 Qualities of an effective multi-camera director 

 Quick decision-making. 

 Good communication. 

 Strong technical knowledge. 

 Ability to anticipate actions. 

 Effective time management. 

 Leadership. 

 Attention to detail. 

 Ability to coordinate several operators simultaneously. 

14.0 HOW THE DIRECTOR'S DECISIONS SHAPE THE NARRATIVE 

14.1 Meaning of narrative in media production 

Narrative refers to the way events, actions, characters and information are arranged and presented to 
communicate a story or message to an audience. 

A narrative may be presented through dialogue, images, sound, camera movements, editing and 
performances. 
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14.2 How the director shapes the narrative 

A. Selection of camera angles 

Camera angles influence how the audience views characters and events. 

Examples: 

 A high-angle shot may make a character appear vulnerable. 

 A low-angle shot may make a character appear powerful. 

 An eye-level shot may create a natural and balanced perspective. 

B. Selection of camera shots 

The director selects shots according to the information that needs to be communicated. 

 Wide shots establish the setting. 

 Medium shots show interactions. 

 Close-ups highlight emotions and important details. 

C. Directing actors and presenters 

The director guides the emotions, movements and delivery of performers to ensure that the intended 
message is communicated. 

D. Scene arrangement 

The director determines how scenes should be presented to maintain a logical flow of events. 

E. Lighting decisions 

Lighting can create different moods, such as happiness, sadness, fear, tension or suspense. 

F. Sound decisions 

The director coordinates dialogue, music and sound effects to strengthen the meaning of a scene. 

G. Camera movement 

Camera movements such as panning, tilting and tracking influence how the audience experiences a 
scene. 

H. Pacing 

The director influences how quickly or slowly events are presented through performance, camera 
choices and editing decisions. 

I. Selection of locations 

The director selects locations that support the storyline and make the production believable. 

J. Use of visual symbolism 

The director may use objects, colours, settings and images to communicate deeper meanings. 

14.3 Practical Kenyan example 

Consider a short educational documentary titled Protecting Our Environment. 

The director may make the following decisions: 

1. Begin with a wide shot of a polluted river to establish the environmental problem. 

2. Use close-ups of plastic waste to emphasise pollution. 
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3. Include an interview with a local resident to communicate community experiences. 

4. Use medium shots of learners collecting waste to show community participation. 

5. Include background music to create an emotional atmosphere. 

6. End with a wide shot of a clean environment to communicate hope and responsibility. 

These decisions influence how the audience understands and responds to the documentary. 

15.0 THE DIRECTOR AS AN INTEGRAL PART OF THE PRODUCTION PROCESS 

15.1 Meaning of integral 

The word integral means essential or necessary as part of a complete system. 

The director is an integral part of media production because the director connects the creative ideas, 
performers and technical activities required to create the final product. 

15.2 Why the director is essential 

1. Provides creative direction: The director translates the production concept into a practical 
visual and audio presentation. 

2. Coordinates personnel: The director ensures that cast and crew members work towards common 
objectives. 

3. Maintains production standards: The director monitors the technical and creative quality of the 
production. 

4. Guides performance: The director ensures that actors and presenters perform according to the 
intended message. 

5. Controls production activities: The director helps ensure that scenes are recorded in the 
planned sequence. 

6. Solves production problems: The director makes decisions when challenges occur. 

7. Ensures continuity: The director monitors consistency between scenes. 

8. Coordinates multi-camera operations: The director guides the use of different camera feeds. 

9. Supports editing: The director guides the selection and arrangement of recorded footage. 

10. Protects the intended message: The director ensures that the final product communicates the 
intended meaning. 

15.3 Relationship between the director and producer 

Although their responsibilities may overlap in some productions, the director and producer have 
different primary responsibilities. 

Director Producer 

Provides creative direction. Oversees overall production management. 

Guides cast and crew during creative execution. Organises resources and personnel. 

Determines visual and performance approaches. Oversees budget and production costs. 

Guides camera and sound presentation. Coordinates schedules and logistics. 

Reviews creative quality. Monitors overall project delivery. 

Important: The director and producer should cooperate closely for successful media production. 

16.0 CREATING MEDIA PRODUCTION DOCUMENTS 

Learners should be able to create and use appropriate production documents in practical media 
activities. 
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The following practical activities demonstrate how to prepare three important production documents. 

16.1 Practical activity 1: Creating a continuity log sheet 

Activity: Prepare a continuity log sheet for a short school-based video titled A Learner's School Day. 

Requirements: 

 Exercise book or computer. 

 Production script. 

 Continuity log sheet template. 

 Pens or digital recording tools. 

Procedure: 

1. Identify the title of the production. 

2. Identify the scene to be recorded. 

3. Record the scene and shot numbers. 

4. Describe the actions of the performer. 

5. Record costume details. 

6. Record the props used. 

7. Indicate camera angles. 

8. Record relevant sound details. 

9. Identify continuity issues. 

10. Review and save the completed document. 

Expected outcome: A properly completed continuity log sheet that can guide subsequent recording 
sessions. 

16.2 Practical activity 2: Creating a call sheet 

Activity: Prepare a call sheet for recording a school environmental awareness video. 

Procedure: 

1. Write the production title. 

2. Identify the recording date. 

3. Identify the production location. 

4. List the cast and crew. 

5. Assign reporting times. 

6. Prepare the shooting timetable. 

7. Identify required equipment. 

8. Include safety instructions. 

9. Indicate contact persons. 

10. Share the call sheet with the production team. 

Expected outcome: A clear daily production schedule that communicates reporting and shooting 
instructions. 
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16.3 Practical activity 3: Creating a production inventory 

Activity: Prepare an inventory of equipment required to record a three-minute educational video. 

Procedure: 

1. Identify the recording equipment. 

2. Identify camera accessories. 

3. List sound equipment. 

4. List lighting equipment. 

5. Record the quantities. 

6. Inspect the condition of the items. 

7. Record the person responsible. 

8. Indicate items issued. 

9. Record items returned. 

10. Identify missing or damaged equipment. 

Expected outcome: A production inventory that supports equipment management and accountability. 

17.0 DIRECTING A PRACTICAL MEDIA PRODUCTION 

17.1 Suggested learner practical project 

Project title: Producing a short educational video on responsible waste management in the community. 

Duration: 3–5 minutes. 

Learning activities: 

1. Learners form production groups. 

2. Each group develops a simple production concept. 

3. Learners write a short script. 

4. Learners identify the cast and crew. 

5. Learners select an appropriate filming location. 

6. Learners prepare a call sheet. 

7. Learners create a continuity log sheet. 

8. Learners prepare an inventory. 

9. Learners assign the director. 

10. The director briefs the cast and crew. 

11. Learners record the video. 

12. Learners prepare shooting recording reports. 

13. Learners use cue sheets where necessary. 

14. Learners review the recorded material. 

15. Learners store the finished video in a digital portfolio. 

17.2 Suggested production team structure 
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Production role Main responsibility 

Director Guides creative and technical execution 

Producer Oversees resources and organisation 

Assistant director Coordinates daily production activities 

Camera operator Captures video footage 

Sound technician Records and monitors audio 

Lighting technician Controls lighting 

Script supervisor Monitors script and continuity 

Production assistant Supports production activities 

Editor Assembles recorded material 

17.3 Evaluating the finished production 

The learners should evaluate the production using the following criteria: 

 Clarity of the intended message. 

 Appropriate camera shots. 

 Good sound quality. 

 Effective lighting. 

 Proper coordination of cast and crew. 

 Proper use of production documents. 

 Maintenance of continuity. 

 Effective direction of performers. 

 Observance of safety procedures. 

 Proper storage of the finished production. 

18.0 SAFETY, ETHICS AND PROFESSIONALISM IN MEDIA PRODUCTION 

Media production requires responsible use of equipment, respect for people and adherence to 
professional standards. 

18.1 Safety considerations 

1. Inspect electrical equipment before use. 

2. Avoid overloading electrical sockets. 

3. Secure cables to prevent tripping. 

4. Position tripods on stable surfaces. 

5. Handle cameras carefully. 

6. Avoid exposing equipment to water. 

7. Use lighting equipment safely. 

8. Keep production areas organised. 

9. Store equipment securely after use. 

10. Follow emergency procedures. 

18.2 Ethical considerations 

1. Obtain consent before recording people where required. 

2. Respect the privacy of individuals. 
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3. Avoid publishing misleading information. 

4. Respect copyright when using music, photographs and video clips. 

5. Avoid discriminatory or harmful content. 

6. Protect the identity of vulnerable individuals. 

7. Represent communities fairly. 

8. Avoid manipulating footage to misrepresent events. 

9. Obtain appropriate permissions when filming in schools. 

10. Use media equipment responsibly. 

18.3 Professional conduct 

A professional director should: 

 Report on time. 

 Respect cast and crew. 

 Give clear instructions. 

 Avoid abusive language. 

 Encourage teamwork. 

 Respect different opinions. 

 Manage disagreements professionally. 

 Maintain confidentiality where necessary. 

 Accept constructive feedback. 

 Take responsibility for production decisions. 

19.0 STORAGE OF RECORDED MEDIA IN A DIGITAL PORTFOLIO 

19.1 Meaning of a digital portfolio 

A digital portfolio is an organised electronic collection of a learner's work, evidence of learning, 
practical projects and achievements. 

In Media Technology, learners use digital portfolios to store and present their production documents and 
recorded media products. 

19.2 Materials to store in a digital portfolio 

1. Production scripts. 

2. Call sheets. 

3. Continuity log sheets. 

4. Shooting recording reports. 

5. Cue sheets. 

6. Production inventories. 

7. Photographs of production activities. 

8. Recorded video clips. 

9. Edited media products. 
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10. Self-evaluation reports. 

11. Peer assessment records. 

12. Evidence of individual responsibilities. 

19.3 Examples of digital storage platforms 

 Computer hard drives. 

 External hard drives. 

 USB flash drives. 

 School computer servers. 

 Cloud storage services. 

 Approved digital learning platforms. 

19.4 Good practices when storing media files 

1. Use meaningful file names. 

2. Organise files into folders. 

3. Include production dates. 

4. Save backup copies. 

5. Protect files from unauthorised access. 

6. Use appropriate file formats. 

7. Check that files open correctly. 

8. Avoid deleting original footage before confirming successful backups. 

9. Keep production documents together with related recordings. 

10. Respect privacy and copyright requirements. 

19.5 Sample digital portfolio folder structure 

 

20.0 SUMMARY OF THE SUB-STRAND 

By the end of this sub-strand, the learner should understand that successful media production requires 
proper documentation, effective leadership and coordination of the production team. 

The learner should be able to: 

1. Analyse the layout of media production documents. 

2. Explain the purpose of continuity log sheets. 
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3. Describe the importance of call sheets. 

4. Prepare shooting recording reports. 

5. Explain the use of cue sheets. 

6. Create production inventories. 

7. Explain the relationship between the director and crew. 

8. Explain the relationship between the director and cast. 

9. Direct crew members during media production. 

10. Guide talent and performers. 

11. Explain how to direct multi-camera production. 

12. Recognise the director as an essential part of media production. 

13. Store recorded media in a digital portfolio. 

20.1 Key terms and definitions 

Term Meaning 

Media production Process of creating media content 

Director Person responsible for creative and technical direction 

Crew Personnel responsible for production operations 

Cast Actors and performers appearing in a production 

Talent People who perform or appear in media content 

Continuity Maintaining consistency between shots and scenes 

Call sheet Document communicating daily production instructions 

Shooting report Record of recorded footage and technical details 

Cue sheet Document indicating when production actions should occur 

Inventory Record of available production resources 

Multi-camera production Production using two or more cameras simultaneously 

Vision mixer Equipment or system used to switch between video sources 

Retake Repeating a shot or scene 

Take One recorded attempt of a particular shot 

Scene A unit of action occurring in a particular setting or period 

Shot A continuous recorded camera view 

Digital portfolio Electronic collection of learning evidence and work 

 

 

 

 

 

REVISION QUESTIONS AND MARKING SCHEME 

STRAND: MEDIA PRODUCTION 

REVISION AND ASSESSMENT 

TOTAL MARKS: 80 

 Section A: Multiple-Choice Questions – 30 Marks 

 Section B: Structured Questions – 50 Marks 
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SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 

Instructions: Answer all questions. Each question carries one mark. Choose the correct answer from the 
alternatives A, B, C and D. 

1. What is media production? 

A. The process of selling media equipment 

B. The process of creating media content 

C. The process of repairing computers 
D. The process of distributing newspapers only 

2. Which of the following is the main purpose of a continuity log sheet? 

A. Recording production expenses 

B. Maintaining consistency between scenes 

C. Advertising a media product 
D. Recording the names of viewers 

3. Which production document communicates daily reporting times and filming locations? 

A. Cue sheet 

B. Inventory 

C. Call sheet 
D. Continuity log sheet 

4. Which of the following is normally recorded in a shooting recording report? 

A. Camera and sound quality 

B. School examination results 

C. Learner attendance 
D. Production company profits 

5. A cue sheet is mainly used to: 

A. Record equipment purchases 

B. Coordinate production actions and technical signals 

C. Record actors' personal information 
D. Calculate production salaries 

6. Which production document records the quantity and condition of equipment? 

A. Call sheet 

B. Cue sheet 

C. Inventory 

D. Shooting report 

 

 

7. Who is primarily responsible for providing creative direction during media production? 

A. Camera operator 

B. Director 

C. Driver 

D. Security officer 

8. Which of the following is an example of a production prop? 

A. School bag 

B. Camera operator 
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C. Director 
D. Sound technician 

9. What does continuity in media production mean? 

A. Recording all scenes in one day 

B. Maintaining consistency between different shots and scenes 

C. Using only one camera 
D. Recording without a script 

10. Which crew member is mainly responsible for capturing video footage? 

A. Editor 

B. Camera operator 

C. Makeup artist 

D. Producer 

11. Which of the following is a responsibility of a sound technician? 

A. Arranging costumes 

B. Recording and monitoring audio 

C. Preparing actors' scripts 
D. Designing production posters 

12. The main purpose of a production inventory is to: 

A. Monitor production resources 

B. Record audience opinions 

C. Select actors 
D. Prepare television advertisements 

13. Which of the following best describes a call sheet? 

A. A document showing the final edited video 

B. A daily production information and schedule document 

C. A document showing camera repair costs 
D. A record of audience attendance 

14. Which production stage involves actual filming and recording? 

A. Pre-production 

B. Production 

C. Post-production 
D. Distribution 

 

 

 

15. What is the main function of a vision mixer? 

A. Recording sound 

B. Switching between video sources 

C. Controlling costumes 

D. Editing written scripts 

16. Multi-camera production involves: 

A. Using several microphones only 

B. Using two or more cameras simultaneously 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

C. Using one camera in different locations 
D. Recording without a director 

17. Which camera shot is most suitable for showing facial expressions clearly? 

A. Extreme wide shot 

B. Wide shot 

C. Close-up shot 
D. Establishing shot 

18. Which of the following is a responsibility of a director towards actors? 

A. Repairing their equipment 

B. Guiding their performances 

C. Selling their costumes 

D. Preparing their salaries 

19. Which of the following helps an editor identify the best recorded take? 

A. Shooting recording report 

B. Production inventory 

C. Call sheet 
D. Transport schedule 

20. Which of the following is an example of an audio cue? 

A. Displaying a programme title 

B. Playing opening theme music 

C. Changing camera position 
D. Switching on a spotlight 

21. A camera operator is instructed to capture the entire classroom. Which shot would be most suitable? 

A. Close-up shot 

B. Extreme close-up 

C. Wide shot 
D. Insert shot 

22. Which quality is most important for an effective director? 

A. Poor communication 

B. Effective leadership 

C. Lack of organisation 
D. Unwillingness to make decisions 

 

 

 

23. Which of the following is an example of costume continuity? 

A. Maintaining the same clothing across related scenes 

B. Changing cameras after every take 

C. Replacing all production equipment 

D. Changing the filming location 

24. Which person is mainly responsible for assembling recorded footage into a complete media product? 

A. Editor 

B. Actor 
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C. Presenter 
D. Lighting technician 

25. What is a retake in media production? 

A. Repeating a recorded shot or scene 

B. Deleting the production script 

C. Replacing the director 
D. Changing the production company 

26. Which of the following is an example of a visual cue? 

A. Playing background music 

B. Displaying a programme title on screen 

C. Recording an interview 

D. Increasing microphone volume 

27. Why should production documents be properly completed? 

A. To increase confusion 

B. To improve organisation and accountability 

C. To delay production 
D. To eliminate teamwork 

28. Which action demonstrates ethical behaviour during media production? 

A. Recording people secretly without appropriate permission 

B. Using copyrighted music without authorisation 

C. Obtaining appropriate consent before recording people 
D. Publishing misleading information 

29. Where should learners store their production documents and recorded media as evidence of 
learning? 

A. Digital portfolio 

B. Temporary rubbish folder 

C. Unlabelled memory card 
D. Public noticeboard 

30. Why is the director considered an integral part of media production? 

A. The director operates every piece of equipment personally 

B. The director coordinates creative and technical activities 

C. The director only provides refreshments 
D. The director only distributes the finished product 

 

 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

Instructions: Answer all questions. Write your answers clearly and give relevant examples where 
necessary. 

QUESTION 1: MEDIA PRODUCTION DOCUMENTS (8 MARKS) 

a) Define the term media production documents. (2 marks) 

b) Identify four examples of media production documents used during production. (4 marks) 

c) State two reasons why production documents are important in media production. (2 marks) 
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QUESTION 2: CONTINUITY LOG SHEETS AND CALL SHEETS (8 MARKS) 

A school is producing an educational video about environmental conservation. The production team 
intends to record scenes in different locations within the school. 

a) Explain the meaning of continuity in media production. (2 marks) 

b) State three details that should be recorded in a continuity log sheet. (3 marks) 

c) Explain three purposes of preparing a call sheet before recording begins. (3 marks) 

QUESTION 3: SHOOTING RECORDING REPORTS AND CUE SHEETS (8 MARKS) 

A media production team is recording a live school talent show. 

a) Define a shooting recording report. (2 marks) 

b) State three pieces of information that should be included in a shooting recording report. (3 marks) 

c) Explain three ways in which a cue sheet supports successful live production. (3 marks) 

QUESTION 4: PRODUCTION INVENTORY (8 MARKS) 

A Grade 11 Media Technology class is preparing to record a documentary about farming activities in 
Narok County. 

a) Define a production inventory. (2 marks) 

b) Identify four pieces of equipment that should be included in the production inventory. (2 marks) 

c) Explain four reasons why maintaining a production inventory is important. (4 marks) 

QUESTION 5: THE DIRECTOR AND THE PRODUCTION TEAM (9 MARKS) 

A media production company has appointed a director to oversee the production of an educational 
television programme. 

a) Explain the role of a director in media production. (2 marks) 

b) Describe four ways in which a director works with members of the production crew. (4 marks) 

c) Explain three ways in which a director can establish a good working relationship with actors and 
presenters. (3 marks) 

QUESTION 6: MULTI-CAMERA PRODUCTION AND DIRECTING (9 MARKS) 

A school has organised a live cultural event that will be broadcast to viewers using three cameras. 

a) Define multi-camera production. (2 marks) 

b) Explain three responsibilities of the director during a multi-camera production. (3 marks) 

c) Describe two advantages of using multi-camera production when recording a live event. (2 marks) 

d) Explain two ways in which a director's decisions can influence the narrative of a media production. (2 
marks) 
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MARKING SCHEME 

SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 

Each correct answer carries 1 mark. 

Question Answer Question Answer 

1 B 16 B 

2 B 17 C 

3 C 18 B 
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4 A 19 A 

5 B 20 B 

6 C 21 C 

7 B 22 B 

8 A 23 A 

9 B 24 A 

10 B 25 A 

11 B 26 B 

12 A 27 B 

13 B 28 C 

14 B 29 A 

15 B 30 B 

Total: 30 marks 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

QUESTION 1: MEDIA PRODUCTION DOCUMENTS (8 MARKS) 

a) Define the term media production documents. (2 marks) 

Media production documents are written or digital records used to plan, organise, coordinate, monitor 
and evaluate activities during media production. (2 marks) 

b) Identify four examples of media production documents used during production. (4 marks) 

Award 1 mark for each correct example. 

1. Call sheet. 

2. Continuity log sheet. 

3. Shooting recording report. 

4. Cue sheet. 

5. Production inventory. 

6. Production schedule. 

7. Shooting script. 

8. Storyboard. 

(Any four × 1 = 4 marks) 

c) State two reasons why production documents are important in media production. (2 marks) 

1. They help organise and coordinate production activities. 

2. They provide records and evidence of production activities. 

3. They promote effective communication among production crew members. 

4. They help monitor the use of equipment and other resources. 

5. They minimise errors and confusion during production. 
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(Any two × 1 = 2 marks) 

Total: 8 marks 

QUESTION 2: CONTINUITY LOG SHEETS AND CALL SHEETS (8 MARKS) 

a) Explain the meaning of continuity in media production. (2 marks) 

Continuity refers to maintaining consistency in visual and audio elements between different shots and 
scenes to ensure that the final media production appears logical and uninterrupted. (2 marks) 

b) State three details that should be recorded in a continuity log sheet. (3 marks) 

1. Costumes worn by actors. 

2. Position and arrangement of props. 

3. Actors' positions and movements. 

4. Scene and shot numbers. 

5. Lighting conditions. 

6. Time and location of recording. 

7. Actors' appearance and makeup. 

8. Details of actions performed in each scene. 

(Any three × 1 = 3 marks) 

c) Explain three purposes of preparing a call sheet before recording begins. (3 marks) 

1. Communicating reporting time: It informs crew members and actors when they should report for 
production. 

2. Identifying filming locations: It provides information about the places where recording will take 
place. 

3. Providing production schedules: It outlines the daily activities and expected recording times. 

4. Facilitating communication: It provides relevant contact information for key production personnel. 

5. Promoting preparedness: It informs participants about the scenes and activities planned for the day. 

(Any three × 1 = 3 marks) 

Total: 8 marks 

QUESTION 3: SHOOTING RECORDING REPORTS AND CUE SHEETS (8 MARKS) 

a) Define a shooting recording report. (2 marks) 

A shooting recording report is a production document used to record details about footage and sound 
captured during a recording session, including the quality and suitability of recorded takes. (2 marks) 

b) State three pieces of information that should be included in a shooting recording report. (3 marks) 

1. Scene and shot numbers. 

2. Take numbers. 

3. Date and time of recording. 

4. Camera and sound quality. 

5. Duration of the recorded footage. 
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6. Technical problems experienced. 

7. Remarks about the suitability of a take. 

8. Names of the relevant production crew members. 

(Any three × 1 = 3 marks) 

c) Explain three ways in which a cue sheet supports successful live production. (3 marks) 

1. Coordinates activities: It indicates when different production activities should take place. 

2. Provides technical instructions: It guides operators on when to play music, display graphics or change 
video sources. 

3. Maintains timing: It helps ensure that programme activities follow the planned sequence and 
schedule. 

4. Improves communication: It enables presenters, directors and technical operators to coordinate their 
activities. 

5. Reduces errors: It minimises confusion and missed actions during live production. 

(Any three × 1 = 3 marks) 

Total: 8 marks 

QUESTION 4: PRODUCTION INVENTORY (8 MARKS) 

a) Define a production inventory. (2 marks) 

A production inventory is a systematic record of equipment, tools, materials and other resources 

required or used during media production, including their quantities and conditions. (2 marks) 

b) Identify four pieces of equipment that should be included in the production inventory. (2 marks) 

Award ½ mark for each correct item. 

1. Video cameras. 

2. Microphones. 

3. Tripods. 

4. Lighting equipment. 

5. Headphones. 

6. Audio recorders. 

7. Memory cards. 

8. Cables. 

9. Computers. 

10. Projectors. 

(Any four × ½ = 2 marks) 

c) Explain four reasons why maintaining a production inventory is important. (4 marks) 

1. Prevents equipment loss: It helps identify missing equipment and promotes accountability. 

2. Monitors equipment condition: It helps determine whether equipment is working properly or requires 
repair. 
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3. Facilitates planning: It helps the production team identify available resources before recording 
begins. 

4. Promotes accountability: It identifies individuals responsible for equipment issued to them. 

5. Controls production costs: It reduces unnecessary purchases and equipment replacement expenses. 

6. Supports maintenance: It helps identify equipment requiring servicing or repair. 

(Any four × 1 = 4 marks) 

Total: 8 marks 

QUESTION 5: THE DIRECTOR AND THE PRODUCTION TEAM (9 MARKS) 

a) Explain the role of a director in media production. (2 marks) 

A director is the person responsible for guiding the creative and technical aspects of a media production 
to ensure that the intended message, artistic vision and production objectives are achieved. (2 marks) 

b) Describe four ways in which a director works with members of the production crew. (4 marks) 

1. Working with camera operators: The director guides camera angles, framing, movements and shot 
composition. 

2. Working with sound technicians: The director communicates audio requirements and ensures that 
sound is properly recorded. 

3. Working with lighting technicians: The director guides lighting arrangements to create the required 
visual atmosphere. 

4. Working with editors: The director provides guidance on selecting shots, arranging scenes and 
achieving the intended final product. 

5. Working with producers: The director coordinates production activities and ensures that the creative 
objectives are achieved within available resources. 

6. Working with costume and makeup personnel: The director guides the appearance of actors to suit 
the characters and scenes. 

(Any four × 1 = 4 marks) 

c) Explain three ways in which a director can establish a good working relationship with actors and 
presenters. (3 marks) 

1. Effective communication: The director gives clear instructions and listens to the views of actors and 
presenters. 

2. Providing constructive feedback: The director guides performers on how to improve their 
performances. 

3. Showing respect: The director treats all performers fairly and professionally. 

4. Encouraging teamwork: The director promotes cooperation among actors and presenters. 

5. Providing adequate preparation: The director allows performers sufficient time to rehearse and 
understand their roles. 

6. Motivation: The director encourages performers to develop confidence and deliver quality 
performances. 

(Any three × 1 = 3 marks) 

Total: 9 marks 
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QUESTION 6: MULTI-CAMERA PRODUCTION AND DIRECTING (9 MARKS) 

a) Define multi-camera production. (2 marks) 

Multi-camera production is a method of media production in which two or more cameras are used 
simultaneously to capture an event or programme from different angles and positions. (2 marks) 

b) Explain three responsibilities of the director during a multi-camera production. (3 marks) 

1. Selecting camera shots: The director decides which camera should capture particular activities and 
scenes. 

2. Coordinating camera operators: The director communicates instructions to camera operators to 
ensure that they capture the required shots. 

3. Controlling video switching: The director guides the vision mixer on when to switch between different 
camera feeds. 

4. Maintaining programme flow: The director ensures that the event follows the planned sequence. 

5. Coordinating technical operations: The director works with sound, lighting and graphics operators to 
ensure smooth production. 

(Any three × 1 = 3 marks) 

c) Describe two advantages of using multi-camera production when recording a live event. (2 marks) 

1. Captures different angles: Several cameras capture the event from different positions, providing a 
variety of views. 

2. Reduces missed moments: Different cameras can record activities simultaneously, reducing the 
possibility of missing important events. 

3. Improves audience experience: It provides viewers with varied and interesting visual perspectives. 

4. Saves production time: It reduces the need to stop and repeat activities to capture different angles. 

5. Allows real-time switching: The director can select the most suitable camera feed during a live 
broadcast. 

(Any two × 1 = 2 marks) 

d) Explain two ways in which a director's decisions can influence the narrative of a media production. (2 
marks) 

1. Selection of camera shots: Close-up shots can emphasise emotions, while wide shots can establish the 
setting and show relationships between characters. 

2. Arrangement of scenes: The director determines the order in which scenes appear, influencing how 
the audience understands the story. 

3. Use of lighting and sound: These elements help create mood and communicate emotions. 

4. Guiding actors' performances: The director influences how characters communicate feelings and 
respond to events. 

5. Selection of camera angles: Different angles can influence how viewers perceive characters, actions 
and situations. 

(Any two × 1 = 2 marks) 

Total: 9 marks 
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SUB-STRAND 1.4: POST-PRODUCTION 

TOPIC: BRANDING STRATEGIES IN MEDIA CONTENT CREATION 

Key areas: Logos, brand messaging, jingles, trailers and previews. 
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1.0 CURRICULUM DESIGN AND LEARNING FRAMEWORK 

1.1 Strand and Sub-Strand 

Curriculum component Details 

Learning Area Media Technology 

Grade Grade 11 

Strand 1.0 Media Content Creation 

Sub-Strand 1.4 Post-Production 

Main Topic Branding Strategies 

Content Logos, brand messaging, jingles, trailers and previews 

1.3 Suggested Learning Experiences 

The learner is guided to: 

1. Brainstorm on the components of branding and packaging for a media format. 

2. Research and write an essay on effective branding strategies in media content creation. 

3. Present findings to peers, focusing on: 

 Logos. 

 Brand messaging. 

 Jingles. 

 Trailers. 
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 Previews. 

4. Discuss different types of proposals for media formats. 

5. Develop a proposal for a media format. 

6. Present and peer-review the proposals developed. 

1.4 Suggested Key Inquiry Question 

How do branding strategies in post-production influence the perception and success of media 
formats? 

Other guiding questions include: 

1. What makes a media brand unique and recognisable? 

2. How do logos communicate the identity of a media product? 

3. Why is consistency important in media branding? 

4. How do jingles, trailers and previews attract audiences? 

5. How can branding influence audience loyalty and trust? 

2.0 INTRODUCTION TO BRANDING IN MEDIA TECHNOLOGY 

2.1 Meaning of Branding 

Branding refers to the process of creating a unique identity for a product, service, organisation or 

media format through the use of names, symbols, logos, colours, sounds, messages and other distinctive 
features. 

In media technology, branding involves developing a recognisable identity for media products such as: 

 Television programmes. 

 Radio programmes. 

 Films and documentaries. 

 Podcasts. 

 YouTube channels. 

 Social media platforms and pages. 

 Digital advertisements. 

 Educational videos. 

 Online news programmes. 

 Animation productions. 

Branding helps audiences identify, remember and distinguish one media product from another. 

Example: 

A Kenyan educational YouTube channel that uses a consistent name, logo, colours, opening music and 

slogan creates a recognisable identity among learners, teachers and parents. 

2.2 Meaning of Media Branding 

Media branding is the application of branding principles to media content and media platforms to 
establish a distinctive identity and communicate the purpose, values and personality of the content. 

It involves deciding how a media product should look, sound and communicate with its target audience. 
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For example, a radio station may use: 

 A distinctive station name. 

 A recognisable logo. 

 A unique colour scheme. 

 A station identification jingle. 

 A memorable slogan. 

 Consistent presenters' introductions. 

 A particular style of communication. 

These features make the station recognisable even before the audience sees its name. 

2.3 Meaning of Post-Production Branding 

Post-production branding refers to the process of incorporating branding elements into recorded or 

developed media content during the editing and finishing stages of production. 

It involves adding or refining: 

1. Logos and watermarks. 

2. Opening and closing titles. 

3. Brand colours and graphics. 

4. Introductory and closing music. 

5. Voice-overs and slogans. 

6. Credits and acknowledgements. 

7. Promotional trailers. 

8. Previews and teasers. 

9. Branded transitions. 

10. Social media promotional materials. 

Post-production branding ensures that the final media product has a consistent and professional identity. 

Example 

After recording an educational programme in a Kenyan school, the editor may: 

 Add the programme's logo at the beginning. 

 Include the school's name. 

 Use the school's official colours. 

 Add an introductory jingle. 

 Insert captions and branded transitions. 

 Display a closing slogan. 

 Include contact information where appropriate. 

The resulting video becomes a branded media product. 

2.4 Differences Between Branding, Marketing and Advertising 
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Concept Meaning 

Branding Creating a unique identity for a media product. 

Marketing Activities used to understand audiences, communicate value and promote a product. 

Advertising Paid communication intended to promote a product, service or media content. 

Public 
relations 

Building and maintaining a positive relationship between an organisation and its 
audiences. 

Promotion Activities intended to increase awareness, interest and participation. 

Important: Branding establishes identity, while marketing and advertising help communicate and 
promote that identity. 

3.0 IMPORTANCE OF BRANDING IN MEDIA CONTENT CREATION 

Branding is an important part of media content creation because it determines how audiences 
recognise, understand and respond to media products. 

3.1 Creates Brand Recognition 

 Branding makes it easier for audiences to identify a media product. 

 Repeated use of logos, colours, sounds and slogans creates familiarity. 

 Audiences can recognise a programme without necessarily reading its full title. 

Example: A radio listener may identify a station through its introductory jingle. 

3.2 Differentiates Media Products 

 Many media products compete for the attention of the same audiences. 

 Branding makes one product different from similar products. 

 A unique identity helps audiences understand what makes a particular programme special. 

Example: Two educational YouTube channels may teach Mathematics, but their logos, presentation styles 
and slogans can distinguish them. 

3.3 Builds Audience Trust 

 Professional and consistent branding creates a positive impression. 

 Audiences may associate a well-presented media product with reliability and quality. 

 Consistent communication helps establish credibility. 

3.4 Encourages Audience Loyalty 

 Familiar branding encourages audiences to return to a programme. 

 A recognisable identity helps create an emotional connection. 

 Loyal audiences may recommend the media product to others. 

3.5 Communicates the Purpose of Content 

 Branding communicates the theme and intended purpose of a media product. 

 It helps audiences understand whether the content is educational, entertaining, informative or 
promotional. 

3.6 Supports Marketing and Promotion 

 A recognisable logo and slogan can be used on posters, websites and social media. 

 Branding makes promotional materials consistent. 

 It improves the presentation of media products to potential sponsors and partners. 
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3.7 Creates Professionalism 

 Well-designed branding makes media content appear organised. 

 Consistent graphics, titles and sound improve presentation. 

 It gives the final production a polished appearance. 

3.8 Supports Commercial Success 

 Strong branding can attract sponsors and advertisers. 

 It can increase audience interest and engagement. 

 It may create opportunities for partnerships, subscriptions and other income-generating 
activities. 

3.9 Improves Content Recall 

 Memorable colours, logos, jingles and slogans help audiences remember a media product. 

 This increases the likelihood that audiences will identify it when they encounter it again. 

3.10 Establishes a Unique Media Identity 

 Branding gives a media product its own personality. 

 It communicates the values and standards associated with the production. 

 It helps establish a consistent identity across different media platforms. 

4.0 COMPONENTS OF BRANDING FOR A MEDIA FORMAT 

A media brand consists of several elements that work together to create a unique identity. 

4.1 Brand Name 

Definition: A brand name is the word, phrase or combination of words used to identify a particular 
media product, organisation or platform. 

Examples of possible Kenyan media brand names include: 

 Elimu Yetu TV. 

 Vijana Digital. 

 Shule Connect. 

 Mwangaza Radio. 

 Smart Learners Channel. 

 Sauti ya Jamii. 

Characteristics of a Good Brand Name 

A good brand name should: 

1. Be simple and easy to pronounce. 

2. Be easy to remember. 

3. Reflect the purpose of the media product. 

4. Be unique and distinguishable. 

5. Be appropriate for the target audience. 

6. Avoid offensive or misleading meanings. 
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7. Be suitable for use across different platforms. 

8. Be available for lawful use. 

Example: 

The name Shule Connect suggests a media platform that connects schools, learners, teachers and 

parents. 

4.2 Brand Logo 

 

 

Definition: A logo is a visual symbol, graphic design, wordmark or combination of images and text used 
to identify a brand. 

A logo is one of the most recognisable elements of a media brand. 

Types of Logos 

a) Wordmark logo 

 Consists mainly of the brand name written in a distinctive typeface. 

 Uses typography as the main identifying feature. 

 Suitable for brands with short and memorable names. 

Example: A media channel displaying only the name ELIMU YETU in a specially designed font. 

b) Lettermark logo 

 Uses initials or abbreviations of a brand name. 

 Suitable for organisations with long names. 

 Helps simplify the brand identity. 

Example: A fictional television production company called Kenya Educational Media Productions may use 
the initials KEMP. 

c) Symbol or pictorial logo 

 Uses a recognisable picture or symbol. 

 Communicates an idea visually. 

 May be used without the full brand name where the symbol is already familiar. 

Example: An open book symbol representing an educational media platform. 

d) Combination logo 

 Combines text and a symbol. 

 Communicates the brand name and visual identity together. 

 Commonly used by schools, media organisations and production companies. 
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e) Emblem logo 

 Places text inside a shape such as a shield, circle or badge. 

 Often creates a formal or institutional appearance. 

 May be suitable for educational and community media programmes. 

Qualities of an Effective Logo 

An effective logo should be: 

1. Simple – it should not contain unnecessary details. 

2. Memorable – audiences should remember it easily. 

3. Relevant – it should represent the media product. 

4. Unique – it should not be easily confused with other logos. 

5. Scalable – it should remain clear when enlarged or reduced. 

6. Versatile – it should work on websites, television, print and mobile screens. 

7. Legible – words and symbols should be clear. 

8. Appropriate – it should match the target audience and message. 

Uses of a Logo in Media Production 

 Displaying the identity of a television programme. 

 Identifying a YouTube channel. 

 Marking videos with a watermark. 

 Branding promotional posters. 

 Identifying radio and podcast programmes. 

 Branding social media posts. 

 Appearing on opening and closing credits. 

4.3 Brand Colours 

Definition: Brand colours are selected colours consistently used to represent a media product or 
organisation. 

Colours influence how audiences perceive and emotionally respond to a media brand. 
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Common Colours and Their Possible Meanings 

Colour Possible associations in branding 

Blue Trust, confidence, professionalism and reliability. 

Green Growth, nature, health and sustainability. 

Red Energy, excitement, urgency and passion. 

Yellow Happiness, optimism and attention. 

Black Elegance, authority and sophistication. 

White Simplicity, cleanliness and clarity. 

Purple Creativity, imagination and luxury. 

Orange Enthusiasm, friendliness and creativity. 

Note: Colour meanings are influenced by culture, context and audience. They are not universal rules. 

Importance of Brand Colours 

1. Create visual recognition. 

2. Establish consistency. 

3. Communicate the personality of a media product. 

4. Improve the appearance of promotional materials. 

5. Make different media materials appear connected. 

6. Support readability when selected appropriately. 

Guidelines for Selecting Brand Colours 

 Select a small number of main colours. 

 Choose colours suitable for the target audience. 

 Ensure sufficient contrast between text and background. 

 Use colours consistently. 
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 Test how colours appear on mobile phones, computers and printed materials. 

 Consider accessibility for people with colour-vision differences. 

4.4 Brand Typography 

Definition: Typography refers to the selection and arrangement of fonts, letter sizes, spacing and text 

styles used in a media brand. 

Elements of Typography 

1. Font family – the design of letters. 

2. Font size – the height of characters. 

3. Font weight – whether letters are light, regular, bold or extra bold. 

4. Font style – normal, italic or other variations. 

5. Letter spacing – the distance between individual characters. 

6. Line spacing – the distance between lines of text. 

7. Text alignment – how text is positioned. 

Importance of Typography in Branding 

 Makes titles recognisable. 

 Improves readability. 

 Establishes a professional appearance. 

 Communicates the personality of a media product. 

 Creates consistency across promotional materials. 

 Helps distinguish headings from supporting information. 

Example: A children's educational programme may use friendly, rounded fonts, while a serious news 
programme may use clean, formal fonts. 

4.5 Brand Message 

Definition: A brand message is the main communication that explains what a media brand stands for, 
what it offers and why audiences should pay attention to it. 

It communicates the purpose, promise, values and identity of the media product. 

Characteristics of a Good Brand Message 

1. Clear and understandable. 

2. Relevant to the target audience. 

3. Consistent with the media product's purpose. 

4. Honest and believable. 

5. Memorable. 

6. Distinctive. 

7. Appropriate to the communication platform. 

Examples of brand messages: 

 Learn Today, Lead Tomorrow. 
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 Informing Communities, Inspiring Change. 

 Every Learner Matters. 

 Your Voice, Your Community. 

 Knowledge for a Better Future. 

Importance of Brand Messaging 

 Communicates the purpose of the media product. 

 Helps audiences understand the brand's promise. 

 Establishes emotional connections. 

 Differentiates the product from competitors. 

 Promotes consistency in communication. 

 Encourages audience participation. 

4.6 Tagline and Slogan 

Definition: A tagline or slogan is a short, memorable phrase used to communicate the identity, purpose 
or promise of a brand. 

Examples: 

 Learn. Create. Achieve. 

 Your Community, Your Voice. 

 Knowledge Without Limits. 

 Every Story Has a Voice. 

Qualities of an Effective Slogan 

 Short. 

 Catchy. 

 Easy to remember. 

 Relevant to the brand. 

 Positive and meaningful. 

 Easy to pronounce. 

 Consistent with the brand message. 

Difference Between a Brand Message and a Slogan 

A brand message may contain a detailed explanation of what a media product promises its audience, 
while a slogan summarises that promise in a short, memorable phrase. 

4.7 Brand Sound and Audio Identity 

Definition: Brand sound refers to the distinctive audio elements used to identify a media product. 

These may include: 

 Jingles. 

 Introductory music. 

 Closing music. 
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 Audio logos. 

 Sound effects. 

 Signature voice-overs. 

 Station identification sounds. 

A recognisable sound can help audiences identify a programme even when they are not looking at the 
screen. 

4.8 Brand Voice and Personality 

Brand voice refers to the consistent manner in which a media brand communicates with its audience. 

It may be: 

 Formal. 

 Friendly. 

 Educational. 

 Entertaining. 

 Persuasive. 

 Inspirational. 

 Investigative. 

 Professional. 

Brand personality refers to the human-like characteristics associated with a media brand. 

For example, a children's educational channel may have a friendly, cheerful and encouraging personality. 

4.9 Brand Packaging and Presentation 

Definition: Brand packaging in media refers to the visual and audio presentation elements used to 
organise and identify media content as a complete product. 

Unlike physical packaging, media packaging involves the way content is introduced, presented, 
organised and concluded. 

Components of Media Packaging 

1. Opening titles. 

2. Programme logo. 

3. Introductory music. 

4. Programme name. 

5. Presenter identification. 

6. Branded backgrounds. 

7. Lower-third graphics. 

8. Transitions. 

9. Closing credits. 

10. Contact and platform information. 

11. Promotional graphics. 
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Importance of Media Packaging 

 Creates a professional appearance. 

 Makes content easier to identify. 

 Gives different episodes a consistent presentation. 

 Improves audience experience. 

 Supports brand recognition. 

 Makes the final product more attractive. 

5.0 BRANDING STRATEGIES IN MEDIA CONTENT CREATION 

5.1 Meaning of Branding Strategies 

Branding strategies are planned methods and activities used to create, establish, communicate and 
maintain a unique identity for a media product. 

They guide media creators in deciding how their content should look, sound and communicate with the 
intended audience. 

Branding strategies are important during post-production because they help transform recorded content 
into a recognisable and professionally presented media product. 

5.2 Major Branding Strategies 

5.2.1 Consistent Brand Identity 

This strategy involves using the same branding elements across all media productions. 

It includes: 

 Maintaining the same logo. 

 Using the same official colours. 

 Applying consistent fonts. 

 Using similar opening and closing graphics. 

 Maintaining a consistent tone of communication. 

 Using recognisable sound effects and jingles. 

Example: A Kenyan educational television programme should use the same logo, colours and 
introductory music in every episode. 

Importance: 

1. Strengthens brand recognition. 

2. Builds audience familiarity. 

3. Creates a professional appearance. 

4. Reduces confusion among audiences. 

5. Establishes a reliable identity. 

 

 

5.2.2 Developing a Unique Brand Identity 
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This strategy involves creating distinctive visual and audio elements that separate a media product from 
competing products. 

It involves: 

 Designing an original logo. 

 Selecting distinctive colours. 

 Creating unique introductory music. 

 Developing a recognisable slogan. 

 Choosing a suitable presentation style. 

Example: A youth podcast may use a microphone combined with a speech bubble as its logo. 

5.2.3 Audience-Centred Branding 

This strategy involves designing branding elements according to the needs, interests, age, language and 
preferences of the intended audience. 

Steps involved: 

1. Identify the target audience. 

2. Research audience interests. 

3. Understand audience expectations. 

4. Select suitable colours and graphics. 

5. Develop relevant messages. 

6. Test the branding with members of the target audience. 

7. Improve the design using feedback. 

Example: A media programme for primary school learners may use bright colours, friendly illustrations 
and simple language. 

5.2.4 Emotional Branding 

Emotional branding involves creating an emotional connection between a media product and its 
audience. 

It uses: 

 Inspiring messages. 

 Relatable stories. 

 Appropriate music. 

 Memorable characters. 

 Images that communicate emotions. 

 Messages that reflect audience experiences. 

Example: A documentary about environmental conservation in the Maasai Mara may use powerful images 
and narration to encourage audiences to protect wildlife. 

 

5.2.5 Storytelling as a Branding Strategy 

Storytelling involves using narratives to communicate a brand's identity, values and purpose. 
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It may involve: 

 Personal experiences. 

 Community stories. 

 Historical events. 

 Success stories. 

 Educational narratives. 

 Real-life challenges and solutions. 

Importance: 

1. Makes messages more memorable. 

2. Helps audiences relate to the content. 

3. Creates emotional connections. 

4. Communicates brand values. 

5. Encourages audience engagement. 

5.2.6 Multi-Platform Branding 

This involves maintaining the same brand identity across different communication platforms. 

Examples include: 

 Television. 

 Radio. 

 Websites. 

 YouTube. 

 Facebook. 

 Instagram. 

 TikTok. 

 Podcasts. 

 Printed promotional materials. 

A brand should remain recognisable even when its content is presented on different platforms. 

Example: A programme called Shule Connect should maintain its logo, slogan and brand colours on its 
website, YouTube channel and promotional posters. 

5.2.7 Promotional Branding 

Promotional branding involves using publicity materials to increase awareness of a media product. 

It includes: 

 Trailers. 

 Previews. 

 Teaser videos. 

 Promotional posters. 
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 Social media graphics. 

 Radio announcements. 

 Promotional jingles. 

 Short video advertisements. 

5.2.8 Quality-Based Branding 

This strategy involves establishing a reputation through consistently producing high-quality media 
content. 

Quality may be demonstrated through: 

1. Clear sound. 

2. Good picture quality. 

3. Accurate information. 

4. Professional editing. 

5. Appropriate graphics. 

6. Good storytelling. 

7. Proper captions and subtitles. 

8. Reliable publishing schedules. 

5.2.9 Cultural Branding 

Cultural branding involves incorporating relevant cultural values, languages, symbols, experiences and 
practices into a media brand. 

In Kenya, cultural branding may involve: 

 Using appropriate Kiswahili expressions. 

 Incorporating local community stories. 

 Featuring Kenyan landscapes. 

 Using culturally relevant music. 

 Representing different Kenyan communities respectfully. 

 Highlighting national heritage. 

Example: A community radio programme serving Narok County may use locally relevant stories and 
language while respecting cultural diversity. 

5.2.10 Brand Positioning 

Definition: Brand positioning is the process of establishing a distinct place for a media product in the 
minds of its target audience compared with competing products. 

It answers the question: 

What should audiences remember about this media product? 

Examples of brand positioning include: 

 The most accessible educational programme for learners. 

 A trusted source of community information. 
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 An entertaining family television programme. 

 A platform for youth innovation. 

Importance: 

 Differentiates media products. 

 Attracts the intended audience. 

 Establishes a clear brand identity. 

 Guides promotional activities. 

 Helps media creators focus on their unique strengths. 

5.2.11 Brand Repetition and Recall 

This strategy involves repeating key branding elements so that audiences become familiar with them. 

It may involve: 

 Repeating the programme name. 

 Using the same introductory sound. 

 Displaying the logo consistently. 

 Repeating the slogan. 

 Maintaining consistent visual styles. 

However, repetition should not become excessive or interfere with the enjoyment of the content. 

5.2.12 Interactive Branding 

Interactive branding involves encouraging audiences to participate in activities associated with a media 
product. 

Examples include: 

 Online polls. 

 Audience questions. 

 Social media challenges. 

 Competitions. 

 Live discussions. 

 Viewer feedback. 

 Community storytelling. 

Importance: 

1. Encourages participation. 

2. Builds audience relationships. 

3. Provides feedback. 

4. Increases engagement. 

5. Creates a sense of belonging. 

6.0 BRAND LOGOS AND LOGO DEVELOPMENT 
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6.1 Meaning of Logo Development 

Logo development is the process of planning, designing, testing and refining a visual symbol or design 
that represents a media brand. 

A logo should communicate the identity of the media product clearly and effectively. 

6.2 Stages in Developing a Media Logo 

 

Stage 1: Research 

 Identify the purpose of the media product. 

 Research similar brands. 

 Understand the target audience. 

 Identify the values to be communicated. 

 Examine existing logos to avoid unnecessary similarity. 

Stage 2: Brainstorming 

 Generate different logo ideas. 

 Sketch possible symbols. 

 Explore suitable colours. 

 Identify appropriate fonts. 

 Discuss ideas with other members of the production team. 

Stage 3: Concept Development 

 Select the most suitable idea. 

 Determine the shape and arrangement. 

 Choose appropriate symbols. 
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 Decide whether to use text, images or both. 

Stage 4: Digital Design 

Use suitable graphic design applications to develop the logo. 

Examples include: 

 Adobe Illustrator. 

 CorelDRAW. 

 Canva. 

 Inkscape. 

 Affinity Designer. 

Stage 5: Testing 

Test the logo: 

 On a computer screen. 

 On a mobile phone. 

 On a television screen. 

 On a printed poster. 

 Against different background colours. 

 At different sizes. 

Stage 6: Refinement 

 Correct design errors. 

 Improve readability. 

 Adjust spacing. 

 Improve colour combinations. 

 Remove unnecessary elements. 

Stage 7: Finalisation and Exporting 

Save the final logo in suitable formats. 

Common formats include: 

File format Use 

PNG Digital graphics; supports transparency. 

JPEG/JPG Photographs and general digital images; no transparency. 

SVG Scalable vector graphics for digital use. 

PDF Sharing and printing. 

EPS Professional vector artwork and printing workflows. 

6.3 Guidelines for Using Logos in Media Content 

1. Use the approved logo version. 

2. Maintain correct proportions. 

3. Avoid stretching or distorting the logo. 

4. Use appropriate background colours. 
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5. Maintain adequate spacing around the logo. 

6. Avoid placing the logo over visually confusing backgrounds. 

7. Ensure that the logo does not obstruct important content. 

8. Use high-resolution versions where necessary. 

9. Observe trademark and copyright requirements. 

10. Avoid changing official brand colours without authorisation. 

6.4 Logo Animation 

Definition: Logo animation is the process of making a static logo move or change visually within a video 
or other digital media production. 

Examples include: 

 A logo gradually appearing on the screen. 

 A logo rotating into position. 

 Letters appearing one after another. 

 A symbol being drawn through animation. 

 A logo fading in with a sound effect. 

Importance of Logo Animation 

 Attracts audience attention. 

 Creates a memorable introduction. 

 Adds visual interest. 

 Makes the production appear professional. 

 Reinforces brand recognition. 

 

7.0 BRAND MESSAGING IN MEDIA CONTENT CREATION 

7.1 Meaning of Brand Messaging 
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Brand messaging refers to the planned communication used to express the identity, purpose, values and 
promise of a media brand to its target audience. 

It explains what the media product represents and what audiences should expect from it. 

7.2 Elements of Effective Brand Messaging 

a) Core Brand Message 

This is the central idea that a media brand wants audiences to understand. 

Example: 

Providing reliable, accessible and engaging educational content for every learner. 

b) Brand Promise 

A brand promise is the commitment a media product makes to its audience. 

Example: 

A new educational programme promises clear explanations and practical learning experiences in every 
episode. 

c) Brand Values 

These are the principles that guide the behaviour and communication of a media brand. 

Examples: 

 Honesty. 

 Creativity. 

 Accuracy. 

 Respect. 

 Inclusivity. 

 Innovation. 

 Professionalism. 

 Responsibility. 

d) Brand Personality 

This is the character or impression that the media product seeks to communicate. 

A programme may appear: 

 Friendly. 

 Serious. 

 Youthful. 

 Informative. 

 Inspirational. 

 Entertaining. 

e) Call to Action 

A call to action is a statement that encourages audiences to perform a particular activity. 

Examples: 
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 Subscribe to our channel. 

 Follow us for more updates. 

 Watch the next episode. 

 Share your views. 

 Visit our website. 

7.3 Steps in Developing a Brand Message 

1. Identify the purpose of the media product. 

2. Identify the target audience. 

3. Determine the key message. 

4. Establish the brand values. 

5. Select appropriate language. 

6. Write a clear message. 

7. Make the message memorable. 

8. Test it with the intended audience. 

9. Collect feedback. 

10. Revise and approve the final message. 

7.4 Common Mistakes in Brand Messaging 

 Using complicated language. 

 Communicating too many unrelated ideas. 

 Making promises that cannot be fulfilled. 

 Using offensive expressions. 

 Copying another brand's message. 

 Failing to consider the target audience. 

 Using inconsistent messages. 

 Providing misleading information. 

 

 

 

 

 

 

 

8.0 JINGLES IN MEDIA BRANDING 
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8.1 Meaning of a Jingle 

A jingle is a short, catchy musical composition containing words, melody or both, designed to 
promote, identify or create awareness of a brand, product or media programme. 

Jingles are commonly used in: 

 Radio programmes. 

 Television advertisements. 

 Station identification. 

 Podcasts. 

 Promotional videos. 

 Social media advertisements. 

 Educational programmes. 

A jingle may include music, singing, spoken words and sound effects. 

8.2 Characteristics of an Effective Jingle 

An effective jingle should: 

1. Be short and memorable. 

2. Have an attractive melody. 

3. Communicate the intended message. 

4. Be suitable for the target audience. 

5. Have clear and understandable words. 

6. Match the personality of the brand. 

7. Use appropriate music. 
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8. Be easy to recognise. 

9. Avoid unnecessary complexity. 

10. Be legally cleared for use. 

8.3 Components of a Jingle 

a) Melody 

The melody is the arrangement of musical notes that forms the tune of a jingle. 

b) Lyrics 

Lyrics are the words or sentences sung or spoken in a jingle. 

c) Rhythm 

Rhythm refers to the pattern of beats and timing in a musical composition. 

d) Voice 

This is the singing or speaking used to communicate the message. 

e) Instrumentation 

Instrumentation refers to the musical instruments or digital sounds used in producing the jingle. 

f) Sound effects 

These are additional sounds used to make a jingle more attractive or recognisable. 

g) Brand identification 

This involves including the brand name, slogan or other identifying information. 

8.4 Types of Jingles 

1. Advertising Jingle 

 Designed to promote a product, service or organisation. 

 Communicates the benefits of the advertised product. 

 Encourages audiences to take action. 

2. Station Identification Jingle 

 Used by radio or television stations. 

 Announces the identity of a broadcasting station. 

 Helps audiences recognise the station. 

3. Programme Identification Jingle 

 Used to introduce a particular programme. 

 Creates familiarity among regular audiences. 

 Communicates the identity of the programme. 

4. Promotional Jingle 

 Designed to create awareness of an upcoming event or media production. 

 May announce a new programme, competition or campaign. 

 Encourages audiences to participate or watch. 
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5. Educational Jingle 

 Designed to communicate learning messages. 

 Uses music and memorable words to support learning. 

 May help learners remember concepts, facts and procedures. 

8.5 Steps in Creating a Jingle 

 

Step 1: Identify the purpose 

Determine whether the jingle is intended to advertise, introduce, identify or educate. 

Step 2: Identify the target audience 

Establish the age, interests, language and expectations of the intended audience. 

Step 3: Develop the message 

Decide what the audience should remember. 

Step 4: Write the lyrics 

Prepare short, clear and memorable words. 

Step 5: Develop the melody 

Create or select a suitable musical tune. 

Step 6: Record the audio 

Record the singing, narration and other sound elements. 
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Step 7: Edit the recording 

Remove unwanted sounds and correct mistakes. 

Step 8: Mix the audio 

Balance the volume of the voice, music and sound effects. 

Step 9: Add branding elements 

Include the programme name, slogan or other identifying features. 

Step 10: Test and finalise 

Play the jingle to a sample audience and make necessary improvements. 

8.6 Equipment and Software Used in Jingle Production 

Equipment/software Function 

Microphone Captures voice and sound. 

Headphones Helps the producer monitor recorded audio. 

Audio interface Connects microphones and other audio equipment to a computer. 

Computer Runs audio recording and editing applications. 

Speakers/monitors Used to listen to the recording. 

Digital audio workstation Records, edits and mixes sound. 

MIDI keyboard Can be used to create digital musical sounds. 

Examples of audio editing software: 

 Audacity. 

 Adobe Audition. 

 REAPER. 

 GarageBand. 

 FL Studio. 

8.7 Importance of Jingles in Media Branding 

1. They create audio recognition. 

2. They attract audience attention. 

3. They make brand messages memorable. 

4. They create an emotional connection. 

5. They distinguish one programme from another. 

6. They support promotional activities. 

7. They establish a consistent audio identity. 

8. They improve the professional presentation of media content. 

8.8 Example of an Educational Jingle 

A fictional educational programme called Elimu Yetu may use the following original jingle: 

Elimu Yetu, learn every day, 

Knowledge and skills will light your way, 

Think, explore and reach for the sky, 

Elimu Yetu, let your dreams fly! 
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The jingle communicates the programme's educational purpose and encourages learners to participate. 

9.0 TRAILERS IN MEDIA CONTENT CREATION 

 

9.1 Meaning of a Trailer 

A trailer is a short promotional media production created to advertise an upcoming or existing film, 
television programme, documentary, event or other media product. 

A trailer presents selected highlights of the main production to attract the attention of the intended 
audience. 

Trailers are commonly used to promote: 

 Films. 

 Television series. 

 Documentaries. 

 Educational programmes. 

 Online courses. 

 Events. 

 Music productions. 

 Podcasts. 

 Digital media campaigns. 

 

 

9.2 Characteristics of an Effective Trailer 

An effective trailer should: 
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1. Capture attention quickly. 

2. Introduce the media product. 

3. Communicate the main theme. 

4. Use selected attractive scenes. 

5. Have clear sound. 

6. Include suitable music. 

7. Maintain good visual quality. 

8. Create curiosity. 

9. Identify the release date where relevant. 

10. Include appropriate promotional information. 

9.3 Components of a Trailer 

a) Opening Hook 

The opening hook is an interesting scene, question, statement or sound designed to attract attention. 

b) Introduction 

Introduces the title or identity of the media product. 

c) Selected Scenes 

These are carefully chosen sections of the main production that communicate its theme and attract 
interest. 

d) Background Music 

Music helps establish the mood and emotional atmosphere. 

e) Narration or Voice-over 

A voice-over may explain the subject, introduce characters or communicate the central message. 

f) Text and Graphics 

These include titles, captions, release information and promotional messages. 

g) Climax 

The climax is a powerful or exciting moment selected to increase audience interest. 

h) Call to Action 

This encourages the audience to watch, subscribe, attend or obtain more information. 

9.4 Types of Trailers 

1. Film trailer 

 Promotes a film. 

 Shows selected scenes. 

 Introduces the main characters and theme. 

2. Television programme trailer 

 Promotes a television programme or series. 
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 May announce the next episode. 

 Encourages viewers to tune in. 

3. Documentary trailer 

 Introduces the subject of a documentary. 

 Highlights important issues. 

 Encourages audiences to watch the complete documentary. 

4. Event trailer 

 Promotes an upcoming event. 

 Includes the event name, date and venue. 

 Encourages participation. 

5. Educational programme trailer 

 Promotes an educational production. 

 Introduces its learning areas. 

 Shows what learners or teachers can expect. 

9.5 Steps in Producing a Trailer 

 

1. Identify the purpose of the trailer. 

2. Identify the target audience. 
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3. Watch and review the main media production. 

4. Select the most appropriate scenes. 

5. Develop a short storyboard. 

6. Arrange the selected clips. 

7. Add background music. 

8. Include narration where necessary. 

9. Add titles and promotional graphics. 

10. Include the logo and brand message. 

11. Add the call to action. 

12. Edit and review the final production. 

13. Export in the appropriate format. 

14. Test the trailer on the intended platforms. 

9.6 Importance of Trailers in Media Branding 

 Create awareness of a media product. 

 Attract potential audiences. 

 Generate excitement and curiosity. 

 Communicate the identity of a production. 

 Support the launch of new programmes. 

 Encourage viewership. 

 Help media producers reach wider audiences. 

 Provide an opportunity to demonstrate production quality. 

9.7 Ethical Considerations When Producing Trailers 

 Avoid misleading audiences. 

 Do not misrepresent the content of the main production. 

 Obtain permission before using copyrighted music or video clips. 

 Protect the privacy of individuals appearing in the production. 

 Avoid harmful or discriminatory content. 

 Ensure that promotional claims are truthful. 

 Use appropriate content for the intended age group. 

 

 

 

 

10.0 PREVIEWS IN MEDIA CONTENT CREATION 

10.1 Meaning of a Preview 
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A preview is a short presentation or sample of media content provided to audiences before they 
watch, listen to or access the complete production. 

A preview gives audiences an idea of what to expect from the main content. 

Examples include: 

 A short preview of an upcoming television episode. 

 A sample of an educational video. 

 A preview of a podcast episode. 

 A short section of a documentary. 

 A sample of a digital learning course. 

 A preview of a news programme. 

10.2 Characteristics of an Effective Preview 

1. Brief and focused. 

2. Relevant to the main production. 

3. Clear and understandable. 

4. Attractive to the intended audience. 

5. Accurately represents the main content. 

6. Maintains the brand identity. 

7. Uses appropriate audio and visuals. 

8. Encourages audiences to access the full production. 

10.3 Types of Previews 

a) Video Preview 

A short video showing selected content from a longer production. 

b) Audio Preview 

A short sound recording that introduces an upcoming programme or podcast. 

c) Programme Preview 

A presentation of what audiences should expect from an upcoming television or radio programme. 

d) Episode Preview 

A short presentation of selected scenes from an upcoming episode. 

e) Educational Content Preview 

A sample of a lesson, course or educational video showing the content and learning experience. 

f) Digital Product Preview 

A demonstration of selected features of a digital media product before audiences access the full 
version. 

10.4 Importance of Previews 

 Give audiences an idea of the content. 

 Help audiences decide whether to watch or listen. 
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 Build anticipation. 

 Increase awareness. 

 Encourage audience engagement. 

 Support content promotion. 

 Provide a sample of production quality. 

10.5 Differences Between a Trailer and a Preview 

Trailer Preview 

Mainly designed to promote a media 
product. 

Mainly designed to give audiences a sample or glimpse 
of content. 

Often uses selected scenes and promotional 
editing. 

May show a direct sample of the actual content. 

Usually focuses on attracting a wider 
audience. 

Often focuses on helping audiences understand what to 
expect. 

May contain a strong promotional message. May contain limited promotional material. 

Often creates suspense and excitement. Often demonstrates the content or presentation style. 

Important: Trailers and previews can overlap. The distinction depends on their intended purpose and 
presentation. 

10.6 Differences Between a Teaser, Trailer and Preview 

Teaser Trailer Preview 

Very brief promotional 
content. 

A more developed promotional 
production. 

A sample or glimpse of the main 
content. 

Reveals very little 
information. 

Reveals selected information and 
scenes. 

Gives audiences an idea of what to 
expect. 

Creates curiosity. Builds interest and encourages 
viewing. 

Helps audiences evaluate the 
content. 

11.0 BRANDING DURING VIDEO AND AUDIO POST-PRODUCTION 

11.1 Meaning of Media Post-Production 

Post-production is the stage of media production in which recorded audio, video, images and other 
materials are edited, arranged, enhanced and prepared for distribution. 

Branding is incorporated into this stage to ensure that the finished media product communicates a 
consistent identity. 

 

 

 

 

 

 

 

 

11.2 Branding Elements Added During Video Editing 
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The editor may add: 

1. Opening logo animation. 

2. Programme titles. 

3. Brand colours. 

4. Watermarks. 

5. Presenter name graphics. 

6. Subtitles. 

7. Branded transitions. 

8. Background music. 

9. Closing credits. 

10. Website and social media details. 

11. Promotional messages. 

11.3 Branding Elements Added During Audio Editing 

 Introductory jingles. 

 Closing jingles. 

 Station identification. 

 Voice-over introductions. 

 Audio logos. 

 Sound effects. 
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 Promotional announcements. 

 Consistent audio transitions. 

11.4 Common Post-Production Software 

Software Main use 

Adobe Premiere Pro Professional video editing. 

DaVinci Resolve Video editing, colour correction and finishing. 

Final Cut Pro Video editing on supported Apple devices. 

CapCut Video editing and social media content creation. 

Adobe After Effects Motion graphics and visual effects. 

Audacity Audio recording and editing. 

Adobe Audition Professional audio editing and mixing. 

Canva Design of promotional graphics and branding materials. 

11.5 Importance of Consistent Branding During Editing 

1. Maintains a recognisable identity. 

2. Improves the appearance of the final production. 

3. Makes different episodes look related. 

4. Helps audiences identify the content source. 

5. Supports the distribution of content across platforms. 

6. Improves the professional quality of the media product. 

12.0 DEVELOPING A BRANDING PLAN FOR A MEDIA FORMAT 

12.1 Meaning of a Branding Plan 

A branding plan is a document that outlines the strategies, activities, resources and guidelines to be 
used when establishing and maintaining the identity of a media product. 

It guides the production team on how the media product should be presented to the audience. 

12.2 Components of a Branding Plan 

1. Media Product Name 

The name identifies the programme, channel, podcast, documentary or other media product. 

2. Purpose of the Media Product 

This explains why the media product is being created. 

3. Target Audience 

Identifies the people for whom the media content is intended. 

Examples: 

 Primary school learners. 

 Junior school learners. 

 Senior school learners. 

 Teachers. 

 Parents. 

 Youth. 
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 Farmers. 

 Business owners. 

 General community members. 

4. Brand Identity 

This includes: 

 Logo. 

 Brand colours. 

 Typography. 

 Slogan. 

 Brand personality. 

 Visual style. 

5. Brand Message 

Explains what the media product wants audiences to understand and remember. 

6. Promotional Strategy 

Identifies the methods that will be used to create awareness. 

Examples: 

 Jingles. 

 Trailers. 

 Previews. 

 Posters. 

 Social media. 

 Websites. 

 Radio announcements. 

7. Distribution Platforms 

Identifies where the media content will be published. 

Examples: 

 YouTube. 

 Television. 

 Radio. 

 Websites. 

 Social media platforms. 

 Podcast platforms. 

 

8. Resources Required 

These may include: 
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 Cameras. 

 Microphones. 

 Computers. 

 Editing software. 

 Graphic design software. 

 Internet access. 

 Recording facilities. 

 Production personnel. 

9. Budget 

A budget estimates the cost of developing and promoting the media brand. 

10. Evaluation Plan 

This explains how the production team will determine whether the branding strategy is successful. 

Possible indicators include: 

 Audience reach. 

 Audience engagement. 

 Brand recognition. 

 Viewer feedback. 

 Number of subscriptions. 

 Repeat viewership. 

 Quality of audience responses. 

13.0 DEVELOPING A PROPOSAL FOR A MEDIA FORMAT 

13.1 Meaning of a Media Format 

A media format is the structure, style and presentation arrangement used in developing a particular 
type of media content. 

It describes how a media product is organised and presented to its audience. 

Examples of media formats include: 

1. Talk shows. 

2. News programmes. 

3. Documentaries. 

4. Interviews. 

5. Educational programmes. 

6. Reality shows. 

7. Podcasts. 

8. Drama productions. 

9. Magazine programmes. 
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10. Discussion programmes. 

11. Animation programmes. 

12. Game shows. 

13.2 Meaning of a Media Format Proposal 

A media format proposal is a written document that presents an idea for a proposed media 

production and explains its purpose, target audience, content, presentation style, branding, 
resources and implementation plan. 

It helps producers, sponsors, organisations and production teams understand the proposed media project 
before production begins. 

13.3 Importance of a Media Format Proposal 

1. Communicates the proposed media idea. 

2. Provides direction to the production team. 

3. Identifies the target audience. 

4. Explains the purpose and objectives. 

5. Guides the development of branding. 

6. Helps estimate production costs. 

7. Identifies the required equipment and personnel. 

8. Supports resource mobilisation. 

9. Helps attract sponsors and partners. 

10. Provides a basis for evaluating the final production. 

13.4 Types of Media Format Proposals 

a) Television Programme Proposal 

A document describing a proposed television production. 

It may include: 

 Programme title. 

 Programme theme. 

 Target audience. 

 Duration. 

 Episode structure. 

 Presenters. 

 Production requirements. 

 Branding strategy. 

 Distribution arrangements. 

 

b) Radio Programme Proposal 

A document describing a proposed radio programme. 
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It may include: 

 Programme name. 

 Intended audience. 

 Broadcast schedule. 

 Programme segments. 

 Presenters. 

 Audio branding. 

 Equipment. 

 Promotional strategy. 

c) Podcast Proposal 

A document describing a proposed podcast series. 

It may include: 

 Podcast title. 

 Topic. 

 Episode structure. 

 Episode duration. 

 Host. 

 Recording arrangements. 

 Audio identity. 

 Distribution platforms. 

d) Documentary Proposal 

A document describing a proposed documentary production. 

It may include: 

 Documentary title. 

 Main subject. 

 Background. 

 Objectives. 

 Research methods. 

 Proposed interviews. 

 Locations. 

 Visual approach. 

 Production schedule. 

 Branding. 

e) Digital Media Proposal 

A document describing a proposed digital media production. 
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It may include: 

 Platform. 

 Content type. 

 Target audience. 

 Visual identity. 

 Publishing schedule. 

 Interactive features. 

 Promotional strategies. 

 Technical requirements. 

f) Film or Drama Proposal 

A document describing a proposed film or drama production. 

It may include: 

 Title. 

 Theme. 

 Storyline. 

 Characters. 

 Setting. 

 Target audience. 

 Production style. 

 Branding. 

 Budget. 

 Distribution. 

13.5 Structure of a Media Format Proposal 

A well-prepared proposal should contain the following sections: 

1. Title Page 

Includes: 

 Name of the proposed media product. 

 Name of the creator or production team. 

 Institution or organisation. 

 Date of preparation. 

 Contact information where appropriate. 

 

 

2. Introduction 

Provides a brief explanation of the proposed media product. 
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3. Background Information 

Explains the issue, need or opportunity that inspired the proposed media production. 

4. Problem Statement or Justification 

Explains why the media product is necessary and the gap it intends to address. 

5. Main Objective 

States the overall purpose of the proposed production. 

6. Specific Objectives 

States the particular outcomes the production intends to achieve. 

7. Target Audience 

Identifies the intended viewers, listeners or users. 

8. Description of the Media Format 

Explains the type of production and how it will be presented. 

9. Content and Programme Structure 

Explains the topics, segments, episodes and activities. 

10. Branding Strategy 

Describes: 

 Brand name. 

 Logo. 

 Colours. 

 Slogan. 

 Brand message. 

 Jingle. 

 Trailer. 

 Preview. 

11. Production and Post-Production Plan 

Explains the recording, editing and branding activities. 

12. Distribution and Promotion Plan 

Explains how and where the content will reach its audience. 

13. Resources Required 

Identifies the personnel, equipment, software and facilities required. 

14. Budget 

Provides estimated production and promotional expenses. 

15. Production Timeline 

Shows the proposed schedule of activities. 

16. Monitoring and Evaluation 
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Explains how the success of the media project will be assessed. 

17. Conclusion 

Summarises the proposal and explains why it should be supported. 

14.0 PRACTICAL EXAMPLE: DEVELOPING A MEDIA FORMAT PROPOSAL IN KENYA 

Proposed Educational Programme: SHULE CONNECT 

 

The following is an illustrative proposal showing how Grade 11 learners can apply branding knowledge to 
a practical Kenyan media project. 

14.1 Title of the Proposal 

SHULE CONNECT – AN EDUCATIONAL DIGITAL MEDIA PROGRAMME 

14.2 Introduction 

Shule Connect is a proposed educational media programme designed to provide learners with engaging 
educational content through digital media platforms. 

The programme will feature learning discussions, interviews, demonstrations, revision activities and 
educational guidance. 

14.3 Justification 

Many learners require accessible learning materials beyond classroom lessons. 

Shule Connect seeks to support learning by providing educational content through accessible digital 
platforms. 

14.4 Main Objective 
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To develop an educational media programme that supports learning through engaging and accessible 
digital content. 

14.5 Specific Objectives 

The programme intends to: 

1. Provide educational explanations on different learning areas. 

2. Encourage independent learning. 

3. Promote creativity and digital literacy. 

4. Provide opportunities for teachers and learners to share knowledge. 

5. Encourage responsible use of digital media. 

14.6 Target Audience 

 Junior school learners. 

 Senior school learners. 

 Teachers. 

 Parents. 

 Other interested members of the community. 

14.7 Proposed Media Format 

The programme will be presented as a digital educational video series. 

Feature Description 

Programme name Shule Connect 

Media format Educational digital video series 

Platform YouTube and school website 

Episode duration Approximately 15–20 minutes 

Frequency Weekly 

Language English and Kiswahili where appropriate 

Presentation Demonstrations, interviews and discussions 

Audience Learners, teachers and parents 

 

14.8 Proposed Branding Identity 

Brand name: SHULE CONNECT 

Slogan: Connecting Learners to Knowledge. 
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Logo concept: An open book with a digital connection symbol and a rising sun. 

Suggested colours: 

 Blue – trust and professionalism. 

 Green – growth and learning. 

 Yellow – optimism and creativity. 

 White – clarity and simplicity. 

Brand message: 

Shule Connect brings learning opportunities closer to every learner through creative, accessible and 
engaging educational media. 

14.9 Promotional Strategy 

The programme will use: 

1. A short introductory jingle. 

2. A branded programme trailer. 

3. Episode previews. 

4. Social media posters. 

5. A consistent logo watermark. 

6. Promotional announcements. 

7. A recognisable opening and closing sequence. 

14.10 Resources Required 

 Digital camera or smartphone. 

 Tripod. 

 Microphone. 

 Computer. 

 Video editing software. 

 Graphic design software. 

 Internet access. 

 Recording room. 

 Presenter and production team. 

14.11 Evaluation 

The success of the programme will be assessed through: 

 Viewer numbers. 

 Audience feedback. 

 Comments and questions. 

 Repeat viewership. 

 Content quality. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

 Audience recognition of the brand. 

 Achievement of the programme objectives. 

15.0 BRANDING AND AUDIENCE PERCEPTION 

15.1 Meaning of Audience Perception 

Audience perception refers to the way viewers, listeners or users understand, interpret and form 
opinions about a media product or brand. 

It is influenced by the appearance, sound, message, quality and reputation of the media product. 

15.2 Factors Influencing Audience Perception 

1. Logo design: A clear and attractive logo may create a positive first impression. 

2. Colour selection: Colours influence the emotional and visual impression of a brand. 

3. Quality of content: Well-produced content may increase audience confidence. 

4. Brand messaging: Clear messages help audiences understand the purpose of a media product. 

5. Sound quality: Clear audio creates a better listening experience. 

6. Consistency: Repeated use of branding elements strengthens familiarity. 

7. Cultural relevance: Content that respects the audience's culture may encourage acceptance. 

8. Credibility: Accurate and responsible information strengthens trust. 

9. Presentation style: Professional editing and presentation improve the audience experience. 

10. Audience interaction: Respectful engagement encourages positive relationships. 

15.3 How Branding Influences Audience Perception 

Branding element Possible influence on audience perception 

Logo Recognition and identification. 

Brand colours Emotional and visual association. 

Slogan Understanding of brand purpose. 

Jingle Audio recognition and recall. 

Trailer Interest and anticipation. 

Preview Understanding of expected content. 

Typography Readability and professionalism. 

Brand message Understanding of brand values. 

Packaging Overall impression of the production. 

15.4 Effects of Poor Branding 

Poor branding can result in: 

 Difficulty identifying the media product. 

 Confusion among audiences. 

 Reduced audience interest. 

 Negative first impressions. 

 Weak brand recognition. 

 Inconsistent communication. 

 Reduced audience trust. 

 Difficulty attracting sponsors. 
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 Poor differentiation from competing media products. 

15.5 Evaluating Branding Effectiveness 

Media creators should assess whether their branding strategies are achieving the intended results. 

Methods include: 

a) Audience surveys 

Collecting opinions from viewers or listeners about the brand. 

b) Interviews 

Asking selected audience members about their impressions. 

c) Focus group discussions 

Discussing the branding with a small group of representative audience members. 

d) Social media analytics 

Examining views, comments, shares and engagement. 

e) Brand recognition tests 

Showing audiences different logos or sounds and asking them to identify the correct media brand. 

f) Audience feedback 

Collecting suggestions and complaints to identify areas requiring improvement. 

g) Performance monitoring 

Examining audience growth, repeat viewership and other relevant performance indicators. 

16.0 PEER REVIEW OF MEDIA BRANDING PROPOSALS 

16.1 Meaning of Peer Review 

Peer review is the process through which learners assess one another's work and provide constructive 
feedback to improve its quality. 

In media branding, learners examine proposals, logos, brand messages, jingles, trailers and previews 
developed by their classmates. 

16.2 Importance of Peer Review 

1. Identifies strengths and weaknesses. 

2. Encourages creativity. 

3. Improves the quality of proposals. 

4. Develops critical thinking. 

5. Encourages teamwork. 

6. Builds communication skills. 

7. Promotes respect for different ideas. 

8. Helps learners consider different audience perspectives. 

9. Encourages self-improvement. 

10. Develops professional evaluation skills. 

16.3 Steps in Conducting Peer Review 
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1. Present the media branding proposal to classmates. 

2. Explain the purpose and target audience. 

3. Present the logo and other branding elements. 

4. Allow classmates to examine the proposal. 

5. Collect comments and suggestions. 

6. Identify strengths. 

7. Identify areas that require improvement. 

8. Discuss the suggestions respectfully. 

9. Revise the proposal. 

10. Present the improved version. 

16.4 Peer Review Checklist 

Evaluation area Questions to consider 

Brand name Is it clear, appropriate and memorable? 

Logo Is it simple, relevant and recognisable? 

Colours Are the colours suitable and consistent? 

Typography Is the text readable? 

Brand message Is the message clear? 

Slogan Is it memorable? 

Jingle Is it appropriate and catchy? 

Trailer Does it attract attention? 

Preview Does it represent the content accurately? 

Target audience Does the branding suit the intended audience? 

Presentation Is the proposal organised and understandable? 

17.0 DIGITAL TOOLS USED IN MEDIA BRANDING 

Digital tools support the creation, editing and presentation of branding materials. 

17.1 Graphic Design Tools 

These are applications used to create logos, posters, illustrations and other visual branding materials. 

Examples: 
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 Canva. 

 Adobe Illustrator. 

 CorelDRAW. 

 Inkscape. 

 Affinity Designer. 

17.2 Video Editing Tools 

These are applications used to edit recorded video and incorporate branding elements. 

Examples: 

 Adobe Premiere Pro. 

 DaVinci Resolve. 

 CapCut. 

 Final Cut Pro. 

17.3 Audio Editing Tools 

These are applications used to record, edit, mix and produce jingles and other audio branding elements. 

Examples: 

 Audacity. 

 Adobe Audition. 

 REAPER. 

 FL Studio. 

17.4 Animation and Motion Graphics Tools 

These applications are used to create animated logos, moving titles and visual effects. 

Examples: 

 Adobe After Effects. 

 Blender. 

 DaVinci Resolve Fusion. 

17.5 Digital Publishing Platforms 

These are platforms through which branded media content can be distributed to audiences. 

Examples: 

 YouTube. 

 Facebook. 

 Instagram. 

 TikTok. 

 Websites. 

 Podcast hosting platforms. 

17.6 Factors to Consider When Selecting Digital Branding Tools 
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1. Cost of the application. 

2. Ease of use. 

3. Available features. 

4. Compatibility with devices. 

5. Quality of output. 

6. File formats supported. 

7. Internet requirements. 

8. Storage requirements. 

9. Availability of training resources. 

10. Licensing conditions. 

18.0 ETHICAL, LEGAL AND PROFESSIONAL CONSIDERATIONS IN MEDIA BRANDING 

Media creators should observe ethical and legal principles when developing branding materials. 

18.1 Copyright 

Copyright protects original creative works such as: 

 Music. 

 Photographs. 

 Videos. 

 Graphics. 

 Illustrations. 

 Written material. 

 Animations. 

Media creators should obtain appropriate permission or licences before using protected materials. 

18.2 Trademark Protection 

A trademark is a legally protected sign used to distinguish the goods or services of one person or 
organisation from those of others. 

It may include: 

 Brand names. 

 Logos. 

 Symbols. 

 Slogans. 

 Other distinctive identifying signs, subject to applicable law. 

In Kenya, media creators should avoid using registered marks in ways that infringe the rights of their 
owners. 

18.3 Avoiding Plagiarism 

Plagiarism involves presenting another person's creative work or ideas as one's own without appropriate 
acknowledgement. 
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Media creators should: 

1. Develop original branding concepts. 

2. Acknowledge sources where required. 

3. Obtain permission for protected materials. 

4. Avoid copying existing logos. 

5. Use properly licensed music and images. 

6. Respect the work of other creators. 

18.4 Respect for Privacy 

 Obtain appropriate consent before using identifiable individuals in promotional content where 
required. 

 Avoid disclosing private information. 

 Handle recordings responsibly. 

 Respect the dignity of individuals. 

 Take particular care when working with children. 

18.5 Accuracy and Honesty 

 Avoid misleading promotional messages. 

 Do not exaggerate the benefits of a media product. 

 Ensure that trailers represent the main production fairly. 

 Use truthful information. 

 Correct errors where necessary. 

18.6 Cultural Sensitivity 

 Respect different Kenyan communities. 

 Avoid stereotypes. 

 Use cultural symbols appropriately. 

 Respect religious and cultural diversity. 

 Avoid offensive language and imagery. 

18.7 Accessibility and Inclusivity 

Media branding should consider different audience needs. 

This may include: 

 Readable fonts. 

 Suitable colour contrast. 

 Clear narration. 

 Subtitles and captions. 

 Descriptive explanations where appropriate. 

 Inclusive images and language. 
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 Accessible digital formats. 

18.8 Responsible Use of Artificial Intelligence 

Artificial intelligence tools may assist in developing logos, graphics, jingles and promotional materials. 

However, media creators should: 

1. Check the accuracy of AI-generated information. 

2. Review AI-generated images and text. 

3. Observe the terms of use of AI tools. 

4. Avoid reproducing protected creative works without authorisation. 

5. Protect personal information. 

6. Disclose AI use where required by applicable policies. 

7. Ensure that the final content meets professional standards. 

18.9 Relevant Kenyan Legal and Regulatory Framework 

Media creators should be aware of relevant Kenyan laws and regulatory requirements, including: 

 The Constitution of Kenya, 2010 – particularly freedom of expression and media rights. 

 The Copyright Act, 2001 – protection of copyright works. 

 The Trade Marks Act (Cap. 506) – protection and registration of trademarks. 

 The Data Protection Act, 2019 – protection of personal data. 

 The Kenya Information and Communications Act (Cap. 411A) – relevant communication and 

broadcasting regulation. 

 Applicable regulations and guidance from the Communications Authority of Kenya and other 
relevant authorities. 

19.0 PRACTICAL LEARNING ACTIVITIES 

Activity 1: Identifying Components of Branding 

Task: Work in groups and identify the branding elements used by a selected Kenyan television or radio 
programme. 

Procedure: 

1. Select a familiar media programme. 

2. Observe its opening sequence. 

3. Identify its logo. 

4. Record its brand colours. 

5. Identify its slogan or brand message. 

6. Listen to its introductory music. 

7. Identify its target audience. 

8. Present your findings to classmates. 

Expected competencies: 

 Communication. 
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 Collaboration. 

 Critical thinking. 

 Digital literacy. 

 Creativity and imagination. 

Activity 2: Designing a Logo 

Task: Design a logo for a proposed school educational media programme. 

Procedure: 

1. Identify the programme's purpose. 

2. Identify the target audience. 

3. Brainstorm logo ideas. 

4. Sketch three possible designs. 

5. Select the best design. 

6. Choose appropriate colours. 

7. Use a graphic design application to develop the logo. 

8. Present the final logo. 

9. Obtain feedback from peers. 

10. Improve the design. 

Expected outcome: A digital or hand-drawn logo suitable for the proposed media programme. 

Activity 3: Creating a Brand Message and Slogan 

Task: Develop a brand message and slogan for a community radio programme. 

Procedure: 

1. Identify the radio programme's purpose. 

2. Identify its intended audience. 

3. Determine the main message. 

4. Write a short brand message. 

5. Develop a memorable slogan. 

6. Present the message and slogan to classmates. 

7. Collect feedback. 

8. Improve the final version. 

 

Activity 4: Producing a Jingle 

Task: Create a short jingle for a school media programme. 

Procedure: 

1. Identify the programme name. 

2. Write original lyrics. 
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3. Develop a suitable melody. 

4. Select appropriate musical instruments or digital sounds. 

5. Record the jingle. 

6. Edit the recording. 

7. Mix the sound. 

8. Include the programme name. 

9. Present the jingle. 

10. Evaluate it with classmates. 

Activity 5: Developing a Trailer 

Task: Produce a short trailer advertising an upcoming school educational programme. 

Procedure: 

1. Select the programme. 

2. Identify the target audience. 

3. Select suitable video clips. 

4. Arrange the clips. 

5. Add introductory text. 

6. Include background music. 

7. Insert the programme logo. 

8. Add a call to action. 

9. Export the trailer. 

10. Present it to classmates. 

Activity 6: Developing a Media Format Proposal 

Task: In groups, develop a proposal for a new educational media programme that can be distributed in 
Kenya. 

Your proposal should include: 

1. Programme title. 

2. Introduction. 

3. Justification. 

4. Main objective. 

5. Specific objectives. 

6. Target audience. 

7. Proposed media format. 

8. Content structure. 

9. Branding strategy. 

10. Resources required. 
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11. Budget. 

12. Production schedule. 

13. Distribution strategy. 

14. Monitoring and evaluation. 

Activity 7: Peer Review 

Exchange proposals with another group. 

Assess the proposal using the peer-review checklist in Section 16.4. 

Provide constructive feedback and improve your group's proposal. 

20.0 SUMMARY OF KEY CONCEPTS 

Term Meaning 

Branding Creating a unique identity for a product or organisation. 

Media branding Applying branding principles to media products and platforms. 

Post-production Editing and finishing recorded media content. 

Logo A visual identifier of a brand. 

Brand name The name used to identify a media product. 

Brand colours Colours consistently associated with a brand. 

Typography The design and arrangement of written text. 

Brand message Communication expressing the identity and promise of a brand. 

Slogan A short, memorable brand phrase. 

Jingle A short musical composition used to identify or promote a brand. 

Trailer A short promotional production advertising a media product. 

Preview A sample or glimpse of media content. 

Teaser A short promotional item designed to create curiosity. 

Brand identity The collection of features that distinguish a brand. 

Brand positioning Establishing a distinct place for a brand in the audience's mind. 

Media format The structure and presentation style of media content. 

Media proposal A document describing a planned media production. 

Peer review Evaluation of work by fellow learners. 

Brand recognition The ability of audiences to identify a brand. 

Brand loyalty Continued audience preference for a brand. 

 

 

 

 

 

 

 

REVISION EXERCISES 

GRADE 11 MEDIA TECHNOLOGY 

STRAND 1.0: MEDIA CONTENT CREATION 

SUB-STRAND 1.4: POST-PRODUCTION – BRANDING STRATEGIES 
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The following questions assess knowledge, understanding, application, creativity, critical thinking and 
practical skills acquired from the sub-strand. 

SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 

Instructions: Choose the correct answer from the alternatives A, B, C and D. 

1. What is branding in media content creation? 

A. The process of recording videos only. 

B. The process of creating a unique identity for a media product. 

C. The process of deleting unwanted recordings. 

D. The process of distributing printed books. 

2. Which of the following best describes a logo? 

A. A written report about a programme. 

B. A musical composition. 

C. A visual symbol used to identify a brand. 

D. A recording of a presenter. 

3. The main purpose of brand colours is to: 

A. Create visual recognition and communicate brand identity. 

B. Increase the duration of a video. 

C. Replace the programme's content. 

D. Improve the sound quality of recordings. 

4. Which of the following is an example of a wordmark logo? 

A. A logo consisting only of a microphone symbol. 

B. A logo consisting of a shield without text. 

C. A logo consisting of an abstract drawing. 

D. A logo consisting mainly of the brand name in a distinctive typeface. 

5. A short, memorable musical composition used to identify a radio programme is called: 

A. Trailer. 

B. Jingle. 

C. Preview. 

D. Watermark. 

 

 

6. Which component of a jingle contains the words sung or spoken? 

A. Rhythm. 

B. Instrumentation. 

C. Lyrics. 
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D. Melody. 

7. The main purpose of a trailer is to: 

A. Promote a media product and attract audiences. 

B. Replace the complete media production. 

C. Record interviews. 

D. Store digital photographs. 

8. A short sample of an upcoming television programme is best described as: 

A. Copyright. 

B. Brand positioning. 

C. Typography. 

D. Preview. 

9. Which branding element is primarily concerned with the design and arrangement of text? 

A. Jingle. 

B. Typography. 

C. Trailer. 

D. Audio logo. 

10. Which of the following is an example of a brand slogan? 

A. A camera used for recording. 

B. A programme editing timeline. 

C. Connecting Learners to Knowledge. 

D. A microphone stand. 

11. The process of establishing a unique place for a media product in the minds of audiences is called: 

A. Brand positioning. 

B. Audio recording. 

C. Video compression. 

D. File conversion. 

12. Which strategy involves maintaining the same logo, colours and fonts across different episodes? 

A. Emotional branding. 

B. Cultural branding. 

C. Interactive branding. 

D. Consistent brand identity. 

13. A media producer uses local languages, cultural symbols and community stories in a programme. 

Which strategy is being applied? 

A. Repetitive branding. 

B. Cultural branding. 
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C. Commercial branding. 

D. Technical branding. 

14. Which of the following is most appropriate when designing a logo for a children's educational 
programme? 

A. Using extremely complicated symbols. 

B. Using unreadable fonts. 

C. Using simple and attractive designs suitable for children. 

D. Copying another organisation's logo. 

15. Which of the following applications can be used to design a digital logo? 

A. Adobe Illustrator. 

B. Microsoft Calculator. 

C. Windows File Explorer. 

D. Notepad. 

16. What is the main purpose of a watermark in a media production? 

A. To increase the length of a video. 

B. To improve the recording environment. 

C. To replace the programme's opening sequence. 

D. To identify ownership or the source of media content. 

17. Which of the following is an example of an audio branding element? 

A. Logo illustration. 

B. Jingle. 

C. Brand poster. 

D. Typography. 

18. Which stage involves removing mistakes and arranging recorded video clips? 

A. Audience research. 

B. Proposal writing. 

C. Video editing. 

D. Brand registration. 

19. What is the meaning of a target audience? 

A. The specific group of people for whom media content is intended. 

B. The people operating recording equipment. 

C. The company manufacturing cameras. 

D. The individuals editing sound recordings. 

20. Which of the following is a major benefit of branding in media content creation? 

A. Increasing unnecessary production expenses. 
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B. Making every media product look identical. 

C. Preventing audience participation. 

D. Improving brand recognition and audience loyalty. 

21. A call to action in a media production is intended to: 

A. Introduce technical equipment. 

B. Encourage audiences to perform a specific activity. 

C. Replace the brand logo. 

D. Remove background music. 

22. Which of the following is the most appropriate example of a digital media platform? 

A. A wooden noticeboard. 

B. A printed exercise book. 

C. YouTube. 

D. A classroom desk. 

23. Which of the following best describes a media format proposal? 

A. A written document explaining a proposed media production. 

B. A finished audio recording. 

C. A camera instruction manual. 

D. A collection of unrelated photographs. 

24. Which section of a media format proposal identifies the people for whom the programme is 
intended? 

A. Budget. 

B. Conclusion. 

C. Production timeline. 

D. Target audience. 

25. Why is peer review important when developing a branding proposal? 

A. It prevents learners from sharing ideas. 

B. It helps identify strengths and areas requiring improvement. 

C. It eliminates the need for planning. 

D. It ensures that all proposals are identical. 

 

 

26. Which of the following is an example of a video editing application? 

A. Audacity. 

B. Adobe Illustrator. 

C. DaVinci Resolve. 
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D. Microsoft Excel. 

27. A producer uses copyrighted music without permission in a promotional trailer. Which professional 
principle has been violated? 

A. Respect for copyright. 

B. Audience identification. 

C. Brand positioning. 

D. Colour consistency. 

28. Which of the following is the most appropriate way to evaluate brand recognition? 

A. Measuring the weight of the camera. 

B. Counting the number of editing computers. 

C. Checking the length of the programme. 

D. Asking audiences to identify the brand from its logo or audio identity. 

29. Which of the following branding strategies encourages audiences to participate through polls, 
discussions and competitions? 

A. Consistent branding. 

B. Interactive branding. 

C. Logo animation. 

D. Typography branding. 

30. A school wants to introduce a new educational YouTube programme. Which combination would 
provide the most complete branding identity? 

A. Camera, tripod and microphone only. 

B. Computer, internet and editing software only. 

C. Logo, brand colours, slogan, jingle and promotional trailer. 

D. Video clips and photographs without identification. 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

Instructions: Answer all questions. Write your answers clearly and provide relevant examples where 
necessary. 

QUESTION 1: COMPONENTS OF BRANDING (8 MARKS) 

a) Define the term branding as used in media content creation. (2 marks) 

b) Identify FOUR components of branding that can be incorporated into a television programme. (4 
marks) 

c) State TWO qualities of an effective media logo. (2 marks) 

QUESTION 2: BRANDING STRATEGIES (8 MARKS) 

a) Explain FOUR branding strategies that can be used to establish a successful media brand. (4 marks) 

b) Explain FOUR benefits of maintaining consistent branding across different media platforms. (4 marks) 

QUESTION 3: JINGLES, TRAILERS AND PREVIEWS (8 MARKS) 

a) Differentiate between a trailer and a preview. (2 marks) 
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b) Explain THREE components of an effective jingle. (3 marks) 

c) State THREE reasons why trailers are important in promoting media products. (3 marks) 

QUESTION 4: LOGO AND BRAND MESSAGE DEVELOPMENT (8 MARKS) 

A group of Grade 11 learners intends to establish a digital educational programme called Elimu Yetu TV. 

a) Suggest TWO suitable symbols that can be incorporated into the programme's logo. (2 marks) 

b) Propose TWO appropriate brand colours and explain the meaning of each colour in the context of the 
programme. (4 marks) 

c) Develop a suitable slogan for the programme. (2 marks) 

QUESTION 5: MEDIA FORMAT PROPOSAL (8 MARKS) 

a) Define a media format proposal. (2 marks) 

b) Identify FOUR important sections of a media format proposal. (4 marks) 

c) State TWO reasons why a media format proposal should be peer-reviewed before implementation. (2 
marks) 

QUESTION 6: APPLICATION OF BRANDING STRATEGIES (10 MARKS) 

A community media organisation in Narok County intends to launch a weekly educational television 
programme targeting junior and senior school learners. 

The production team wants to develop a recognisable brand that will attract learners, teachers and 
parents. 

a) Identify TWO possible branding elements that can be used to establish the programme's visual 
identity. (2 marks) 

b) Explain TWO ways in which jingles can support the programme's brand recognition. (2 marks) 

c) Suggest TWO promotional materials that the production team can develop before launching the 
programme. (2 marks) 

d) Explain TWO ethical considerations that should be observed when developing the programme's 
promotional content. (2 marks) 

e) State TWO methods the production team can use to evaluate the effectiveness of its branding 
strategy. (2 marks) 

 

 

 

 

 

TEACHER'S ANSWER GUIDE 

SECTION A: MULTIPLE-CHOICE ANSWERS 

Question Answer Question Answer Question Answer 

1 B 11 A 21 B 
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2 C 12 D 22 C 

3 A 13 B 23 A 

4 D 14 C 24 D 

5 B 15 A 25 B 

6 C 16 D 26 C 

7 A 17 B 27 A 

8 D 18 C 28 D 

9 B 19 A 29 B 

10 C 20 D 30 C 

SECTION B: SUGGESTED MARKING SCHEME 

QUESTION 1 (8 MARKS) 

a) Branding is the process of creating a unique identity for a product, service or media format using 
names, symbols, colours, messages and other identifying elements. (2) 

b) Any four: 

 Logo. 

 Brand name. 

 Brand colours. 

 Typography. 

 Brand message. 

 Slogan. 

 Jingle. 

 Brand voice. (1 mark each) 

c) Any two: 

 Simple. 

 Memorable. 

 Unique. 

 Relevant. 

 Scalable. 

 Versatile. 

 Legible. (1 mark each) 
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QUESTION 2 (8 MARKS) 

a) Any four explained strategies: 

 Consistent branding – maintaining similar colours, logos and fonts. 

 Audience-centred branding – designing branding according to audience needs. 

 Emotional branding – creating emotional connections through stories and messages. 

 Cultural branding – incorporating relevant cultural experiences and values. 

 Multi-platform branding – maintaining brand identity across different platforms. 

 Promotional branding – using trailers, jingles and posters. 

 Quality-based branding – maintaining high production standards. 

 Interactive branding – encouraging audience participation. 

(1 mark each) 

b) Any four explained benefits: 

 Improves brand recognition. 

 Builds audience trust. 

 Strengthens brand identity. 

 Encourages audience loyalty. 

 Creates a professional appearance. 

 Reduces audience confusion. 

 Improves promotional effectiveness. 

 Makes content easier to identify. 

(1 mark each) 

QUESTION 3 (8 MARKS) 

a) Trailer – a short promotional production designed to advertise a media product. 

Preview – a short sample or glimpse that gives audiences an idea of the main content. (2) 

b) Any three: 

 Melody – the musical tune. 

 Lyrics – the words sung or spoken. 

 Rhythm – the pattern of beats. 

 Voice – the singing or narration. 

 Instrumentation – musical instruments or digital sounds. 

 Sound effects – additional audio elements. 

(1 mark each) 

c) Any three: 

 Creates awareness. 

 Attracts potential audiences. 
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 Generates excitement. 

 Builds anticipation. 

 Promotes upcoming productions. 

 Encourages viewership. 

 Communicates the identity of a programme. 

(1 mark each) 

QUESTION 4 (8 MARKS) 

a) Any two: 

 Open book. 

 Graduation cap. 

 Light bulb. 

 Computer. 

 Pencil. 

 Knowledge tree. 

(1 mark each) 

b) Any two appropriate colours with explanations: 

 Blue – communicates trust and professionalism. 

 Green – represents growth and learning. 

 Yellow – communicates optimism and creativity. 

 White – represents clarity and simplicity. 

(2 marks each: colour and relevant explanation) 

c) Example: 

Elimu Yetu TV – Knowledge for Every Learner. 

(2 marks for an appropriate and relevant slogan) 

QUESTION 5 (8 MARKS) 

a) A media format proposal is a written document presenting a proposed media production and 
explaining its purpose, audience, content, branding, resources and implementation. (2) 

b) Any four: 

 Title page. 

 Introduction. 

 Background. 

 Justification. 

 Objectives. 

 Target audience. 

 Media format description. 
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 Branding strategy. 

 Production plan. 

 Budget. 

 Timeline. 

 Evaluation plan. 

(1 mark each) 

c) Any two: 

 Identifies weaknesses. 

 Improves proposal quality. 

 Encourages creativity. 

 Provides alternative ideas. 

 Improves presentation. 

 Promotes collaboration. 

(1 mark each) 

QUESTION 6 (10 MARKS) 

a) Any two: 

 Logo. 

 Brand colours. 

 Typography. 

 Slogan. 

 Visual graphics. 

 Brand name. 

(1 mark each) 

b) Any two explained: 

 Jingles make the programme recognisable through sound. 

 They make the programme name memorable. 

 They create familiarity through repetition. 

 They establish a unique audio identity. 

(1 mark each) 

c) Any two: 

 Promotional trailer. 

 Programme preview. 

 Promotional poster. 

 Radio announcement. 

 Social media graphics. 
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 Promotional jingle. 

(1 mark each) 

d) Any two explained: 

 Copyright – obtain permission before using protected music, images or videos. 

 Privacy – obtain appropriate consent before using identifiable individuals. 

 Accuracy – avoid misleading promotional information. 

 Cultural sensitivity – avoid offensive or discriminatory messages. 

 Child protection – use age-appropriate promotional materials. 

(1 mark each) 

e) Any two: 

 Audience surveys. 

 Interviews. 

 Focus group discussions. 

 Social media analytics. 

 Brand recognition tests. 

 Audience feedback. 

 Viewership statistics. 

(1 mark each) 

 

 

 

 

 

 

 

 

 

 

 

 

STRAND 2.0: MEDIA COMPONENTS 

SUB-STRAND 2.1: PHOTOGRAPHY 
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1.0 INTRODUCTION TO PHOTOGRAPHY 

1.1 Meaning of Photography 

Photography is the art, science and practice of capturing images using a camera or another light-

sensitive device. It involves recording light reflected or emitted by objects to produce permanent or 
digital pictures. 

The word photography comes from two Greek words: 

 Photo: Meaning light. 

 Graph: Meaning drawing or writing. 

Photography therefore means drawing or writing with light. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

A photograph is an image produced by capturing light using a camera, smartphone or another 
photographic device. 

In Media Technology, photography is an important skill used to communicate information, tell stories, 
preserve memories, advertise products and document events. 

Examples of photography in the Kenyan context: 

1. A journalist photographing a political event for a newspaper. 

2. A teacher taking photographs of learners participating in a science experiment. 

3. A farmer photographing crops affected by pests for agricultural documentation. 

4. A tourist photographing wildlife in Maasai Mara National Reserve. 

5. A business owner taking product photographs for online marketing. 

6. A school photographer taking pictures during a graduation ceremony. 

7. A community media producer documenting cultural activities and traditional ceremonies. 

1.2 Importance of Photography in Media Technology 

Photography plays an important role in modern communication and media production. 

1. Communication: Photographs communicate messages visually, sometimes more effectively than 
written words. 

2. Education: Teachers use photographs to explain concepts, demonstrate processes and support 
classroom learning. 

3. Journalism: Photographs provide visual evidence of events and support news reporting. 

4. Advertising: Businesses use attractive photographs to promote products and services. 

5. Entertainment: Photography is used in films, magazines, music production and digital content 
creation. 

6. Documentation: Photographs preserve records of historical events, school activities and 
community development. 

7. Social media: People use photographs to share experiences and communicate through digital 

platforms. 

8. Tourism: Photographs promote Kenyan tourist attractions such as Amboseli, Lake Nakuru and the 
Kenyan Coast. 

9. Business: Photographs help online sellers display products to potential customers. 

10. Artistic expression: Photographers use images to express creativity, emotions and personal ideas. 

1.3 Types of Photography 

Photography can be classified according to the subject, purpose and techniques used. 

1. Portrait photography 

 Involves taking photographs of individuals or groups of people. 

 Usually concentrates on the face, expression and personality of the subject. 

 Commonly used in identification documents, school records and family portraits. 

Example: Taking a photograph of a learner for a school identification card. 
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2. Landscape photography 

 Involves capturing natural and geographical features. 

 Focuses on scenery such as mountains, forests, rivers, lakes and valleys. 

 Often uses wide-angle views to capture large areas. 

Example: Photographing the Great Rift Valley or Lake Nakuru. 
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3. Wildlife photography 

 Involves photographing animals in their natural habitats. 

 Requires patience, appropriate lenses and knowledge of animal behaviour. 

 Often uses telephoto lenses to photograph distant animals without disturbing them. 

Example: Photographing elephants in Amboseli National Park. 

4. Sports photography 

 Involves capturing sporting activities and competitions. 

 Requires quick focusing and fast shutter speeds. 

 Used in newspapers, sports magazines and online sports publications. 

Example: Photographing athletes during an athletics competition in Kenya. 

5. Product photography 

 Involves taking photographs of goods for advertising, catalogues and online selling. 

 Requires good lighting, clear backgrounds and accurate colour representation. 

 Commonly used by online shops and businesses. 

Example: Photographing school bags, shoes, books or locally manufactured products for an online shop. 

6. Documentary photography 

 Involves recording real-life events, people and situations. 

 Aims to communicate factual information. 

 Commonly used in journalism, research and community development projects. 

Example: Photographing a community tree-planting exercise. 
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7. Event photography 

 Involves photographing organised occasions and social activities. 

 Examples include weddings, graduations, conferences, school meetings and cultural festivals. 

8. Macro photography 

 Involves capturing extremely close-up photographs of small subjects. 

 Reveals details that may not be easily visible to the naked eye. 

Example: Photographing the structure of a flower, insect or butterfly. 

 

2.0 PHOTOGRAPHY EQUIPMENT AND ACCESSORIES 

Photography requires equipment and accessories that help capture clear, attractive and meaningful 
images. 

2.1 Digital Camera 

A digital camera is an electronic device used to capture and store photographs in digital form. 

It uses an image sensor to convert incoming light into digital information. 

Main functions of a digital camera: 

 Captures still images. 

 Records videos in supported models. 

 Controls exposure and focus. 

 Stores images on memory cards or internal storage. 
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 Allows users to review photographs. 

 Supports image transfer to computers and other devices. 

Types of digital cameras 

1. Digital Single-Lens Reflex (DSLR) camera. 

2. Mirrorless camera. 

3. Compact digital camera. 

4. Bridge camera. 

5. Action camera. 

6. Medium-format digital camera. 
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2.2 Smartphone Camera 

A smartphone camera is a built-in photographic device found in mobile phones. 

It allows users to capture, edit, store and share photographs. 

Advantages: 

 Portable and easy to carry. 

 Convenient for quick photography. 

 Allows immediate editing. 

 Supports instant sharing through digital platforms. 

 Often includes automatic exposure and focusing systems. 

Limitations: 

 Some models have limited optical zoom. 

 Performance may reduce in poor lighting. 

 Smaller sensors may capture less detail than professional cameras. 

 Image quality varies depending on the phone model. 

2.3 Camera Lens 

A camera lens is an optical component that gathers and focuses light onto the camera's image sensor. 

Functions of a camera lens: 

1. Focuses light onto the image sensor. 

2. Determines the field of view. 

3. Controls how much of the scene appears in the photograph. 

4. Influences image magnification. 

5. Helps produce sharp photographs. 

Common types of camera lenses 

 Wide-angle lens: Captures a wide area and is suitable for landscapes and architecture. 

 Standard lens: Produces a natural-looking field of view. 

 Telephoto lens: Captures distant subjects and is useful in wildlife and sports photography. 

 Macro lens: Captures close-up details of small objects. 

 Zoom lens: Allows the photographer to change focal length without changing lenses. 

 Prime lens: Has a fixed focal length and often provides excellent image quality. 
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2.4 Tripod 

A tripod is a three-legged support used to hold a camera steadily during photography. 

Functions: 

 Reduces camera shake. 

 Supports long-exposure photography. 

 Maintains consistent framing. 

 Helps capture sharp images. 

 Supports group photography and self-portraits. 

2.5 Memory Card 

A memory card is a removable digital storage device used to store photographs and videos. 

Common types include: 

 Secure Digital (SD) cards. 

 Secure Digital High Capacity (SDHC) cards. 

 Secure Digital Extended Capacity (SDXC) cards. 

 MicroSD cards. 

Factors to consider when selecting a memory card: 

 Storage capacity. 

 Reading speed. 

 Writing speed. 

 Compatibility with the camera. 

 Reliability and durability. 
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2.6 Other Photography Accessories 

Accessory Function 

External flash Provides additional light when photographing 

Reflector Reflects light onto a subject 

Camera bag Protects and transports camera equipment 

Lens hood Reduces unwanted light entering the lens 

Cleaning kit Removes dust and dirt from equipment 

Remote shutter release Takes photographs without directly pressing the camera button 

External microphone Records clearer sound when producing videos 

Battery Supplies electrical power to the camera 

2.7 Care and Maintenance of Photography Equipment 

Photography equipment should be handled carefully to maintain its performance and prolong its 
lifespan. 

1. Keep cameras in protective bags when not in use. 

2. Clean lenses using appropriate lens-cleaning materials. 

3. Avoid touching the glass surface of camera lenses. 

4. Keep equipment away from water and excessive moisture. 

5. Avoid exposing cameras to extreme temperatures. 

6. Charge batteries using recommended chargers. 

7. Remove batteries when storing equipment for extended periods, where appropriate. 

8. Format memory cards using the camera's recommended procedure after safely backing up files. 

9. Avoid dropping cameras and lenses. 

10. Store equipment in a clean, dry and secure environment. 

3.0 PHOTOGRAPHY TECHNIQUES 

Photography techniques are methods and skills used by photographers to capture high-quality 
photographs that communicate a particular message or idea. 

The main photography techniques covered in this sub-strand are: 

1. Composition techniques. 

2. Focus techniques. 

3. Exposure techniques. 

These techniques work together to determine the quality, appearance and meaning of a photograph. 

3.1 COMPOSITION TECHNIQUES 

3.1.1 Meaning of Composition in Photography 

Composition is the arrangement and positioning of visual elements within a photograph to create an 
attractive, balanced and meaningful image. 

It involves deciding: 

 What should appear in the photograph. 

 Where the subject should be positioned. 

 What should be included or excluded. 
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 How objects should relate to one another. 

 How the viewer's attention should be directed. 

Good composition makes a photograph more appealing and helps communicate its intended message. 

3.1.2 Importance of Composition 

1. Improves visual appeal: Proper arrangement makes photographs attractive. 

2. Communicates messages: Helps viewers understand the main subject. 

3. Creates balance: Prevents one part of the image from appearing unnecessarily crowded. 

4. Directs attention: Guides the viewer towards important elements. 

5. Reduces distractions: Helps remove unnecessary objects from the frame. 

6. Creates depth: Makes photographs appear more three-dimensional. 

7. Encourages creativity: Allows photographers to express ideas artistically. 

3.1.3 Common Composition Techniques 

A. Rule of Thirds 

The rule of thirds is a composition technique in which a photograph is divided into nine equal sections 
using two horizontal and two vertical lines. 

The main subject is positioned along these lines or at their intersections. 

 

How to apply the rule of thirds: 

1. Imagine dividing the photograph into nine equal rectangles. 

2. Identify the main subject. 

3. Position the subject along one of the grid lines or at an intersection. 
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4. Leave suitable space around the subject. 

5. Check that the arrangement communicates the intended message. 

Advantages: 

 Creates visual balance. 

 Makes photographs more interesting. 

 Avoids placing every subject at the centre. 

 Helps create attractive landscape and portrait photographs. 

Example: When photographing a learner standing in a school compound, position the learner along the 
left vertical line while allowing the school environment to appear on the right. 

B. Leading Lines 

Leading lines are natural or artificial lines within a photograph that guide the viewer's eyes towards the 
main subject or a particular point. 

Examples include: 

 Roads. 

 Railway lines. 

 Footpaths. 

 Fences. 

 Rivers. 

 Building corridors. 

 Rows of trees. 

 

Importance: 

 Directs attention towards the subject. 

 Creates a sense of depth. 

 Makes photographs more engaging. 
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 Guides the viewer through the image. 

Example: A photographer can use a footpath in a school garden to guide the viewer's attention towards a 
learner standing at the end of the path. 

C. Symmetry 

Symmetry is a composition technique in which visual elements are arranged in a balanced manner, often 
with one side resembling the other. 

 

Characteristics: 

 Objects appear balanced. 

 Similar patterns may appear on opposite sides. 

 Often creates an organised appearance. 

 Can be created using reflections. 

Example: Photographing a building reflected in a still pond. 

D. Framing 

Framing is a composition technique in which objects within a scene are used to surround or draw 
attention to the main subject. 

Examples: 

 Trees. 

 Windows. 
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 Doorways. 

 Arches. 

 Gates. 

 Branches. 

 

Importance: 

 Emphasises the main subject. 

 Adds depth to photographs. 

 Creates visual interest. 

 Reduces unnecessary distractions. 

Example: Photographing a learner through an open classroom doorway. 

E. Fill the Frame 

Filling the frame involves positioning the camera close enough to the subject so that the subject 
occupies most of the photograph. 
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Importance: 

 Reveals important details. 

 Reduces distracting backgrounds. 

 Emphasises the subject. 

 Creates strong visual impact. 

Example: Taking a close-up photograph of a traditional Kenyan beadwork design. 

F. Negative Space 

Negative space is the empty or relatively uncluttered area surrounding the main subject in a 

photograph. 
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Importance: 

 Makes the subject stand out. 

 Creates a simple and clean appearance. 

 Provides room for text in posters and advertisements. 

 Creates a feeling of openness. 

Example: Photographing a product against a plain white background with enough empty space for 
advertising text. 

G. Viewpoint and Camera Angle 

Viewpoint refers to the position from which a photograph is taken. 

Changing the viewpoint can significantly change the appearance and meaning of a photograph. 

Common viewpoints include: 

1. Eye-level angle: The camera is positioned at the same height as the subject. It creates a natural 
appearance. 

2. High-angle shot: The camera points down towards the subject. It can make the subject appear 
smaller. 

3. Low-angle shot: The camera points upwards towards the subject. It can make the subject appear 
larger or more powerful. 

4. Bird's-eye view: The photograph is taken from directly above the subject. 

5. Worm's-eye view: The photograph is taken from a very low position looking upwards. 

 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

 

 

H. Pattern and Repetition 

Pattern and repetition involve capturing repeated shapes, colours, lines or objects to create visual 
interest. 

Examples: 

 Rows of school desks. 

 Repeated windows on a building. 
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 Patterns on traditional African fabrics. 

 Rows of crops in a farm. 

 

I. Balance 

Balance refers to the distribution of visual weight within a photograph. 

Types of balance include: 

 Symmetrical balance: Both sides of the photograph have similar visual elements. 

 Asymmetrical balance: Different objects balance one another through their size, colour, position 
or visual importance. 

Example: A large tree on one side of a photograph can be balanced by a group of smaller buildings on 
the opposite side. 

3.1.4 Factors to Consider When Applying Composition Techniques 

1. The purpose of the photograph. 

2. The position of the main subject. 

3. The background. 

4. Lighting conditions. 

5. Colour arrangement. 

6. Available space. 

7. Camera angle. 
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8. Distance between the camera and subject. 

9. Unwanted objects in the frame. 

10. The intended audience and media format. 

3.2 FOCUS TECHNIQUES IN PHOTOGRAPHY 

3.2.1 Meaning of Focus 

Focus is the process of adjusting a camera lens so that the intended subject appears sharp and clear in a 
photograph. 

A focused photograph shows important details clearly, while an out-of-focus photograph appears 
blurred. 
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3.2.2 Importance of Focus 

1. Produces sharp and clear photographs. 

2. Emphasises the main subject. 

3. Reduces unwanted blurring. 

4. Improves the professional appearance of photographs. 

5. Helps capture important details. 

6. Supports creative effects such as blurred backgrounds. 

7. Makes photographs easier to interpret. 

3.2.3 Types of Focusing Techniques 

A. Manual Focus (MF) 

Manual focus is a technique in which the photographer adjusts the lens focus ring by hand to make the 
subject appear sharp. 

How to use manual focus: 

1. Set the lens or camera to manual focus mode. 

2. Look through the viewfinder or at the camera screen. 

3. Rotate the focus ring slowly. 

4. Observe the subject carefully. 

5. Stop adjusting when the subject appears sharp. 
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Advantages: 

 Gives the photographer greater control. 

 Useful in low-light conditions where autofocus may struggle. 

 Useful in macro photography. 

 Helps when photographing subjects through glass or other obstacles. 

Limitations: 

 Requires practice. 

 Can be slower than autofocus. 

 Difficult when photographing rapidly moving subjects. 

B. Autofocus (AF) 

Autofocus is a camera function that automatically adjusts the lens to make the subject appear sharp. 

How autofocus works: 

1. The photographer selects the subject or focus area. 

2. The camera analyses the scene. 

3. The focusing system adjusts the lens. 

4. The subject becomes sharp when the camera achieves focus. 

Advantages: 

 Saves time. 

 Easy to use. 

 Useful when photographing moving subjects. 

 Reduces the need for manual adjustments. 

Limitations: 

 May focus on the wrong object. 

 May struggle in poor lighting. 

 Can be affected by obstacles and low-contrast subjects. 

C. Single Autofocus (AF-S / One-Shot AF) 

This mode focuses once when the shutter button is pressed halfway or the focusing control is activated. 

Suitable for: 

 Stationary objects. 

 Portraits of people who are not moving. 

 Buildings. 

 Product photography. 

D. Continuous Autofocus (AF-C / AI Servo) 

This mode continuously adjusts focus as the subject moves. 

Suitable for: 
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 Sports photography. 

 Wildlife photography. 

 Children playing. 

 Vehicles in motion. 

E. Face and Eye Detection Focus 

This is a modern autofocus feature that identifies human faces and, in supported cameras, focuses on 
the eyes. 

Advantages: 

 Helps produce sharp portraits. 

 Saves time when photographing people. 

 Useful for group and individual portraits. 

 Helps keep attention on important facial details. 

3.2.4 Depth of Field 

Depth of field refers to the area in front of and behind the focused subject that appears acceptably 
sharp in a photograph. 
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There are two main types: 

1. Shallow depth of field 

 Only a small area of the photograph appears sharp. 
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 The background and foreground may appear blurred. 

 Helps separate the subject from the background. 

 Commonly used in portrait and product photography. 

2. Deep depth of field 

 A larger area of the photograph appears sharp. 

 Both foreground and background may appear clear. 

 Commonly used in landscape and architectural photography. 

3.2.5 Factors Affecting Depth of Field 

1. Aperture: A wider aperture, represented by a smaller f-number, generally produces a shallower 

depth of field. A narrower aperture, represented by a larger f-number, generally produces a 
deeper depth of field. 

2. Focal length: Longer focal lengths can produce a shallower depth of field under comparable 
framing and conditions. 

3. Distance from subject: Focusing closer to the subject generally produces a shallower depth of 
field. 

4. Sensor size: Larger camera sensors can produce shallower depth of field when framing and other 
relevant conditions are comparable. 

3.2.6 Causes of Blurred Photographs 

1. Incorrect focusing. 

2. Camera movement during exposure. 

3. Subject movement. 

4. Poor lighting conditions. 

5. Using an unsuitable shutter speed. 

6. Dirty camera lenses. 

7. Incorrect camera settings. 

Ways of preventing blurred photographs: 

 Hold the camera firmly. 

 Use a tripod where necessary. 

 Select the correct autofocus mode. 

 Ensure the subject is within the focusing area. 

 Use a suitable shutter speed. 

 Clean the lens before taking photographs. 

 Provide adequate lighting. 

3.3 EXPOSURE TECHNIQUES IN PHOTOGRAPHY 

3.3.1 Meaning of Exposure 

Exposure refers to the amount of light that reaches the camera's image sensor when a photograph is 
taken. 
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Exposure determines how bright or dark a photograph appears. 

 A photograph with too much light is described as overexposed. 

 A photograph with too little light is described as underexposed. 

 A photograph with an appropriate amount of light is described as correctly exposed. 
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3.3.2 Importance of Correct Exposure 

1. Ensures photographs have appropriate brightness. 

2. Preserves details in bright and dark areas. 

3. Improves image quality. 

4. Helps communicate the intended mood. 

5. Makes photographs visually attractive. 

6. Supports accurate representation of colours. 

7. Prevents loss of important image details. 

3.3.3 The Exposure Triangle 

The exposure triangle is a photography concept explaining how three camera settings work together to 
control the amount of light reaching the image sensor. 

The three elements are: 

1. Aperture. 

2. Shutter speed. 

3. ISO sensitivity. 
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A. Aperture 

Aperture is the adjustable opening inside a camera lens through which light passes to reach the image 
sensor. 

It is measured using f-numbers such as: 

 f/1.4 

 f/2 

 f/2.8 

 f/4 

 f/5.6 

 f/8 

 f/11 

 f/16 

 f/22 

How aperture works: 

 A smaller f-number represents a wider opening. 

 A wider opening allows more light into the camera. 

 A larger f-number represents a narrower opening. 

 A narrower opening allows less light into the camera. 
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Effects of aperture: 

Aperture setting Amount of light General depth-of-field effect 

f/1.8 More light Shallow 

f/2.8 More light Relatively shallow 

f/5.6 Moderate Intermediate 

f/11 Less light Deeper 

f/16 Less light Deeper 

Uses of aperture: 

1. Controlling brightness. 

2. Creating blurred backgrounds. 

3. Producing sharp landscape photographs. 

4. Separating the subject from the background. 

5. Controlling depth of field. 

Practical example: 
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A photographer taking a portrait of a learner may select f/2.8 to make the learner appear sharp while 
blurring the background. 

A photographer capturing a landscape may select f/11 to keep more of the scene acceptably sharp. 

B. Shutter Speed 

Shutter speed is the length of time the camera shutter remains open to allow light to reach the image 
sensor. 

It is usually measured in seconds or fractions of a second. 

Examples: 

 1 second. 

 1/2 second. 

 1/30 second. 

 1/60 second. 

 1/125 second. 

 1/500 second. 

 1/1000 second. 

 

Effects of shutter speed: 

1. Fast shutter speed 

 Allows light to enter for a very short time. 

 Helps freeze movement. 

 Reduces motion blur caused by moving subjects. 
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 Useful in sports and wildlife photography. 

Example: Using 1/1000 second to photograph a runner during a race. 

2. Slow shutter speed 

 Allows light to enter for a longer time. 

 Can create motion blur. 

 Useful for capturing moving water and light trails. 

 Often requires a tripod to prevent camera shake. 

Example: Using a slow shutter speed to photograph flowing water at a waterfall. 

Uses of shutter speed: 

1. Controlling exposure. 

2. Freezing fast-moving subjects. 

3. Creating artistic motion effects. 

4. Photographing sports activities. 

5. Capturing light trails at night. 

C. ISO Sensitivity 

ISO refers to the sensitivity setting of a digital camera's image sensor to light. 

Common ISO values include: 

 ISO 100. 

 ISO 200. 

 ISO 400. 

 ISO 800. 

 ISO 1600. 

 ISO 3200. 

 ISO 6400. 
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Effects of ISO: 

 Low ISO values generally produce cleaner images with less digital noise. 

 High ISO values make it easier to photograph in low-light conditions. 

 Very high ISO values may introduce visible digital noise or grain. 

 Increasing ISO allows a photographer to use faster shutter speeds or narrower apertures in some 
situations. 

Examples: 

 ISO 100: Suitable for bright outdoor conditions. 

 ISO 400: Suitable for moderately bright environments. 

 ISO 800: Useful in indoor conditions with limited lighting. 

 ISO 3200: May be useful in dark environments, depending on the camera. 

Importance of ISO: 

1. Helps control exposure. 

2. Supports photography in different lighting conditions. 

3. Allows photographers to adjust to indoor and outdoor environments. 

4. Helps balance aperture and shutter speed. 

5. Enables photography in low-light environments. 

3.3.4 Relationship Between Aperture, Shutter Speed and ISO 

The three elements of the exposure triangle work together. 

For example, when photographing a school football match: 
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 A fast shutter speed may be needed to freeze the movement of players. 

 A wide aperture may allow more light into the camera. 

 ISO may be increased if the lighting is insufficient. 

When one exposure setting changes, another setting may need adjustment to maintain the desired 

brightness. 

3.3.5 Exposure Compensation 

Exposure compensation is a camera feature that allows the photographer to make an image brighter or 
darker than the camera's automatic exposure setting. 

It is commonly measured in exposure values (EV). 

Examples: 

 +1 EV makes the image brighter. 

 -1 EV makes the image darker. 

 0 EV represents no compensation. 

Situations where exposure compensation is useful: 

1. Photographing a person against a bright background. 

2. Photographing snow or other very bright surfaces. 

3. Photographing dark objects against a dark background. 

4. Correcting images that appear too bright or too dark. 

3.3.6 Common Exposure Problems 

Problem Meaning Possible solution 

Overexposure Photograph is too bright Reduce exposure 

Underexposure Photograph is too dark Increase exposure 

Motion blur Moving subject appears blurred Use faster shutter speed 

Digital noise Grain-like patterns appear Use a lower ISO where possible 

Loss of highlights Bright areas lose detail Reduce exposure or protect highlights 

Loss of shadow detail Dark areas lose detail Increase exposure or improve lighting 

3.3.7 Practical Exposure Exercise 

Activity: Photographing an object in different lighting conditions 

Materials: 

 Digital camera or smartphone. 

 A book, fruit or school bag. 

 A well-lit area. 
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 A shaded area. 

Procedure: 

1. Select an object to photograph. 

2. Take the first photograph in a bright area. 

3. Take another photograph in a shaded area. 

4. Compare the brightness of the two photographs. 

5. If using a camera with manual settings, adjust aperture, shutter speed and ISO. 

6. Capture another photograph using the adjusted settings. 

7. Discuss the differences between the photographs. 

Expected learning: 

 Understanding the effect of light on photographs. 

 Selecting appropriate exposure settings. 

 Identifying overexposed and underexposed photographs. 

4.0 CAPTURING PHOTOGRAPHS USING PHOTOGRAPHY TECHNIQUES 

4.1 Meaning of Photograph Capture 

Photograph capture is the process of recording a visual image using a camera or another photographic 
device. 

Successful photograph capture requires proper preparation, camera handling, composition, focusing and 
exposure. 

4.2 Preparation Before Capturing a Photograph 

A photographer should prepare adequately before taking photographs. 

Steps involved: 

1. Identify the purpose of the photograph. 

2. Select a suitable camera or smartphone. 

3. Check the battery level. 

4. Ensure sufficient storage space is available. 

5. Clean the camera lens. 

6. Select an appropriate location. 

7. Identify the main subject. 

8. Consider the available lighting. 

9. Select an appropriate camera angle. 

10. Choose suitable composition and focus techniques. 

11. Adjust exposure settings where necessary. 

12. Take a test photograph and review its quality. 

4.3 Steps for Capturing a Good Photograph 
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Step 1: Identify the subject 

 Decide what should be photographed. 

 Ensure the subject communicates the intended message. 

 Consider whether the subject is stationary or moving. 

Step 2: Select the background 

 Choose a background that complements the subject. 

 Avoid distracting objects. 

 Ensure that the background does not hide important details. 

Step 3: Apply composition techniques 

 Use the rule of thirds. 

 Apply leading lines where appropriate. 

 Consider symmetry and framing. 

 Ensure proper visual balance. 

Step 4: Adjust focus 

 Select autofocus or manual focus. 

 Ensure the main subject appears sharp. 

 Use continuous autofocus for moving subjects where appropriate. 
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Step 5: Adjust exposure 

 Consider the available lighting. 

 Select suitable aperture, shutter speed and ISO settings. 

 Avoid overexposure and underexposure. 

Step 6: Stabilise the camera 

 Hold the camera firmly. 

 Use a tripod when necessary. 

 Avoid unnecessary movement. 

Step 7: Capture the photograph 

 Frame the subject carefully. 

 Press the shutter button gently. 

 Capture several photographs if necessary. 

Step 8: Review the photograph 

 Check sharpness. 

 Check brightness. 

 Examine the composition. 

 Identify distractions. 

 Retake the photograph if necessary. 

4.4 Factors Affecting the Quality of a Photograph 

1. Camera quality. 

2. Lens quality. 

3. Lighting conditions. 

4. Correct focus. 

5. Exposure settings. 

6. Composition. 

7. Camera stability. 

8. Subject movement. 

9. Image resolution. 

10. Photographer's technical skills. 

4.5 Practical Learning Activity: Photographing School Activities 

Task: Capture photographs showing different activities taking place in a school. 

Suggested subjects: 

 Learners participating in a sports activity. 

 Learners conducting a science experiment. 

 A teacher conducting a lesson. 
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 Learners planting trees. 

 School buildings and facilities. 

 A school garden. 

Instructions: 

1. Work individually or in small groups. 

2. Select three suitable subjects. 

3. Capture photographs using different composition techniques. 

4. Apply suitable focusing methods. 

5. Adjust exposure according to the lighting conditions. 

6. Review the captured photographs. 

7. Select the best photographs. 

8. Present the photographs to classmates. 

9. Explain the techniques used. 

Expected competencies developed: 

 Creativity and imagination. 

 Digital literacy. 

 Communication and collaboration. 

 Critical thinking and problem-solving. 

 Learning to learn. 

5.0 PHOTO EDITING TECHNIQUES 

5.1 Meaning of Photo Editing 

Photo editing is the process of modifying or improving a photograph using digital tools or software to 
achieve a desired appearance or meet specific media requirements. 

Editing may involve: 

 Cropping and resizing. 

 Rotating and angle correction. 

 Basic colour correction. 

 Adjusting brightness and contrast. 

 Removing unwanted distractions. 

 Improving the overall presentation of an image. 

Photo editing is important because photographs may require adjustments before being published, 
printed, shared or included in digital media products. 

5.2 Importance of Photo Editing 

1. Improves photograph appearance. 

2. Corrects technical problems. 

3. Removes unwanted sections. 
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4. Adjusts image dimensions. 

5. Corrects tilted photographs. 

6. Improves colour accuracy. 

7. Prepares photographs for different media formats. 

8. Helps maintain consistency in media publications. 

9. Supports creative expression. 

10. Improves the presentation of advertisements and educational materials. 

5.3 Common Photo Editing Software and Applications 

Examples of software and applications used in photo editing include: 

 

1. Adobe Photoshop 

A professional image-editing application used for cropping, colour correction, retouching, resizing and 
advanced image manipulation. 

 

2. GIMP 

A free, open-source image-editing application with tools for image enhancement, cropping, colour 
adjustment and retouching. 

 

3. Canva 

A digital design platform that allows users to edit photographs and prepare images for posters, 
presentations, advertisements and social media. 
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4. Snapseed 

A mobile photo-editing application used for cropping, rotating, colour correction and image 

enhancement. 

 

5. Adobe Lightroom 

An application used for organising photographs and adjusting exposure, colour, contrast and other image 
properties. 

5.4 CROPPING AND RESIZING 

5.4.1 Meaning of Cropping 

Cropping is the process of removing unwanted outer portions of a photograph to improve composition, 
remove distractions or concentrate attention on the main subject. 

 

Reasons for cropping photographs: 

1. Remove unwanted objects. 

2. Improve composition. 

3. Emphasise the main subject. 
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4. Change the shape of a photograph. 

5. Remove distracting backgrounds. 

6. Prepare photographs for particular media formats. 

7. Improve the visual balance of an image. 

Examples of cropping: 

 Removing unwanted people from the edges of a group photograph. 

 Cropping a product photograph to concentrate on the product. 

 Cropping a landscape photograph to improve its composition. 

 Cropping a portrait photograph to fit an identification-card layout. 

5.4.2 Steps for Cropping a Photograph 

 

1. Open the photograph in an editing application. 

2. Select the crop tool. 

3. Position the crop boundaries around the desired image area. 

4. Drag the boundaries to remove unwanted sections. 

5. Check that the main subject remains visible. 

6. Confirm or apply the crop. 

7. Review the edited photograph. 

8. Save the edited image. 

5.4.3 Meaning of Resizing 
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Resizing is the process of changing the dimensions or pixel measurements of a photograph. 

A photograph can be resized by increasing or reducing its width and height. 

For example: 

 4000 × 3000 pixels. 

 1920 × 1080 pixels. 

 1280 × 720 pixels. 

 800 × 600 pixels. 

Reasons for resizing photographs: 

1. To reduce file size. 

2. To prepare photographs for websites. 

3. To fit images into presentation slides. 

4. To prepare photographs for printing. 

5. To meet social media image requirements. 

6. To make photographs easier to share online. 

7. To improve storage efficiency. 

5.4.4 Aspect Ratio 

Aspect ratio is the proportional relationship between the width and height of an image. 

Common aspect ratios include: 

Aspect ratio Common application 

1:1 Square social media images 

4:3 Traditional photographs and displays 

3:2 Many digital camera photographs 

16:9 Videos, presentations and widescreen displays 

9:16 Vertical mobile videos and stories 
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Importance of aspect ratio: 

 Maintains correct image proportions. 

 Helps photographs fit different display formats. 

 Prevents unwanted stretching. 

 Supports professional media presentation. 

Note: When resizing an image, maintain its original aspect ratio where possible to prevent distortion. 
Enlarging a low-resolution image excessively may reduce its apparent quality. 

5.5 ROTATING AND ANGLE CORRECTION 

5.5.1 Meaning of Rotation 

Rotation is the process of turning a photograph around a central point to change its orientation. 

A photograph can be rotated: 

 90 degrees clockwise. 

 90 degrees anticlockwise. 

 180 degrees. 

 By a selected number of degrees, where supported. 
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Reasons for rotating photographs: 

1. Correct sideways photographs. 

2. Change image orientation. 

3. Improve presentation. 

4. Prepare images for publication. 

5. Correct photographs captured in the wrong orientation. 

5.5.2 Meaning of Angle Correction 

Angle correction is the process of adjusting a tilted photograph so that important horizontal and vertical 
elements appear properly aligned. 

For example, a photograph of a school building may appear tilted because the camera was not held 
straight. 

 

Importance of angle correction: 

 Makes photographs appear properly aligned. 

 Corrects tilted horizons. 

 Improves architectural photographs. 

 Creates a professional appearance. 

 Helps maintain visual balance. 

5.5.3 Steps for Rotating a Photograph 

1. Open the photograph in editing software. 

2. Select the rotate tool. 

3. Choose the required rotation direction. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

4. Apply the rotation. 

5. Check the photograph's orientation. 

6. Crop unwanted edges if necessary. 

7. Save the edited photograph. 

5.5.4 Steps for Correcting Photograph Angles 

1. Open the photograph. 

2. Select the straighten or angle-correction tool. 

3. Identify a horizontal or vertical reference line. 

4. Adjust the photograph until the line appears properly aligned. 

5. Check the composition. 

6. Crop unwanted empty edges if necessary. 

7. Save the corrected photograph. 

5.6 BASIC COLOUR CORRECTION 

5.6.1 Meaning of Colour Correction 

Colour correction is the process of adjusting the colours in a photograph to make them appear more 
accurate, balanced and natural. 

It involves modifying colour properties such as: 

 White balance. 

 Colour temperature. 

 Tint. 

 Saturation. 

 Vibrance. 

 Colour balance. 

 

5.6.2 Importance of Colour Correction 
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1. Improves colour accuracy. 

2. Corrects unnatural colour casts. 

3. Makes photographs appear more natural. 

4. Improves the appearance of skin tones. 

5. Enhances product presentation. 

6. Creates consistency in media publications. 

7. Improves the quality of photographs used in advertisements. 

5.6.3 Main Colour Correction Tools 

A. White Balance 

White balance is a camera or editing adjustment that helps ensure white objects appear white under 
different lighting conditions. 

It compensates for different light colour temperatures. 

Examples of lighting conditions: 

 Daylight. 

 Cloudy conditions. 

 Shade. 

 Tungsten or incandescent lighting. 

 Fluorescent lighting. 

 

 

B. Colour Temperature 
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Colour temperature describes the warm or cool appearance of light. 

 Warm light has a yellowish or orange appearance. 

 Cool light has a bluish appearance. 

Adjusting colour temperature helps correct unnatural colour appearances. 

C. Tint 

Tint adjustment changes the balance between green and magenta. 

It is useful when correcting photographs that have an unwanted greenish or pinkish colour cast. 

D. Saturation 

Saturation refers to the intensity or strength of colours in an image. 

 Increasing saturation makes colours more intense. 

 Reducing saturation makes colours less intense. 

 Excessive saturation may make photographs look unnatural. 

E. Vibrance 

Vibrance is an editing adjustment that increases the intensity of less-saturated colours while generally 
being more selective than saturation. 

It is useful when enhancing photographs without making already strong colours excessively intense. 

F. Colour Balance 

Colour balance involves adjusting the relationship between different colours in an image. 

It helps correct unwanted colour casts and improve the overall appearance of photographs. 

5.7 DIFFERENCE BETWEEN CROPPING, RESIZING, ROTATING AND COLOUR CORRECTION 

Editing technique Main purpose 

Cropping Removes unwanted parts of an image 

Resizing Changes image dimensions 

Rotating Changes the orientation of an image 

Angle correction Straightens tilted photographs 

Colour correction Improves colour accuracy and balance 

5.8 PRACTICAL ACTIVITY: EDITING A PHOTOGRAPH 

Task: Edit a photograph of a school activity using available photo-editing software. 

Requirements: 

 A digital photograph. 

 A computer, tablet or smartphone. 

 Photo-editing application. 
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Procedure: 

1. Transfer or open the photograph in the editing application. 

2. Examine the original photograph. 

3. Identify unwanted sections. 

4. Crop the photograph appropriately. 

5. Resize it to suitable dimensions. 

6. Rotate it if its orientation is incorrect. 

7. Correct the angle if the photograph is tilted. 

8. Adjust white balance and colour properties where necessary. 

9. Compare the edited photograph with the original. 

10. Save the edited photograph using an appropriate filename. 

11. Share the results with classmates for peer review. 

6.0 COMPARING EDITED AND UNEDITED PHOTOGRAPHS 

6.1 Meaning of an Unedited Photograph 

An unedited photograph is an image that has not undergone intentional post-capture modifications. 

It is generally presented in the form in which it was captured by the camera, although the camera may 
already have applied automatic processing. 

6.2 Meaning of an Edited Photograph 

An edited photograph is an image that has been modified using photo-editing tools to improve its 
appearance, correct errors or meet specific presentation requirements. 

6.3 Differences Between Edited and Unedited Photographs 
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Unedited photograph Edited photograph 

May contain unnecessary objects Unwanted sections can be removed 

May have incorrect orientation Can be rotated 

May appear tilted Can be straightened 

May have inaccurate colours Colours can be corrected 

May have unsuitable dimensions Can be resized 

Shows the original camera output Shows the modified image 

May have distracting backgrounds Cropping can improve the composition 

6.4 Factors to Consider When Comparing Photographs 

1. Image brightness. 

2. Colour accuracy. 

3. Image sharpness. 

4. Composition. 

5. Image dimensions. 

6. Orientation. 

7. Background distractions. 

8. Overall visual appearance. 

9. Suitability for the intended media format. 

10. Authenticity of the image. 

6.5 Responsible Photo Editing 

Photo editing should be undertaken responsibly, particularly when photographs are used in education, 
journalism, advertising and public communication. 

Important considerations include: 

 Avoid editing photographs in ways that deliberately misrepresent factual events. 

 Do not remove important evidence from documentary photographs without disclosure. 

 Respect people's privacy. 

 Obtain permission where appropriate before publishing identifiable photographs. 

 Avoid publishing manipulated photographs that may mislead viewers. 

 Credit photographers when using images created by other people. 

 Respect copyright and licensing conditions. 

 Avoid inappropriate alteration of photographs of learners. 
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6.6 Peer Review of Edited Photographs 

Peer review is the process through which learners examine one another's work and provide constructive 
feedback. 

Steps: 

1. Display the original photograph. 

2. Display the edited photograph. 

3. Explain the editing techniques used. 

4. Allow classmates to examine both photographs. 

5. Identify improvements made. 

6. Discuss whether the editing was appropriate. 

7. Suggest further improvements. 

8. Make final corrections where necessary. 

Benefits of peer review: 

 Develops critical thinking. 

 Encourages collaboration. 

 Improves editing skills. 

 Builds confidence. 

 Promotes creativity. 

 Encourages responsible use of digital tools. 

7.0 PREPARING PHOTOGRAPHS FOR DIFFERENT MEDIA FORMATS 

7.1 Meaning of Media Format 

A media format refers to the structure, dimensions, file type or presentation arrangement used to 
display or distribute media content. 

Photographs are prepared differently depending on where they will be used. 

Examples include: 

 Websites. 

 Newspapers. 

 Magazines. 

 Posters. 

 Social media. 

 Digital presentations. 

 Printed photographs. 

 School publications. 

 

7.2 Common Digital Image File Formats 

1. JPEG/JPG 
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 A commonly used image format. 

 Uses lossy compression. 

 Produces relatively small file sizes. 

 Suitable for photographs used on websites and social media. 

 Repeated editing and saving may reduce image quality. 

2. PNG 

 Supports transparency. 

 Uses lossless compression. 

 Suitable for graphics, logos and images requiring transparent backgrounds. 

 May produce larger files than JPEG for photographic images. 

3. TIFF 

 Commonly used in professional photography and publishing. 

 Can store high-quality image data. 

 Suitable for printing and archiving. 

 Files are often relatively large. 

4. RAW 

 Contains minimally processed sensor data from a camera. 

 Provides greater flexibility during editing. 

 Requires compatible software to process. 

 Is commonly used by professional photographers. 

5. WebP 

 A modern image format supporting lossy and lossless compression. 

 Can support transparency. 

 Often provides efficient image sizes for websites. 

7.3 Selecting Appropriate Image Formats 

Media application Suitable format 

Website photographs JPEG or WebP 

Transparent logo PNG 

Professional image editing RAW 

High-quality printing workflow TIFF 

Digital graphics PNG 

General social media photographs JPEG or PNG 

The most suitable format depends on the platform, required image quality, transparency needs and file-
size limitations. 

 

7.4 Preparing Photographs for Websites 

1. Crop photographs appropriately. 

2. Resize them to suitable dimensions. 
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3. Correct colours. 

4. Compress images where necessary. 

5. Select an appropriate file format. 

6. Use meaningful filenames. 

7. Check image quality before uploading. 

8. Ensure the images display properly on mobile phones and computers. 

7.5 Preparing Photographs for Print 

1. Select a high-quality image. 

2. Check the required print dimensions. 

3. Ensure adequate resolution. 

4. Correct colours. 

5. Crop the photograph appropriately. 

6. Use a suitable file format. 

7. Check the printer's colour requirements. 

8. Preview the photograph before printing. 

Important concept: Image resolution 

Image resolution refers to the amount of image detail represented by pixels or the density of pixels in a 
given printed area. 

For example, photographs prepared for high-quality printing commonly use approximately 300 pixels per 
inch (PPI) at the intended print size, depending on the printing process and viewing distance. 

7.6 Preparing Photographs for Social Media 

1. Identify the social media platform. 

2. Check the required image dimensions and aspect ratio. 

3. Crop the photograph appropriately. 

4. Adjust colour and brightness. 

5. Compress the photograph where necessary. 

6. Save in a supported format. 

7. Preview the photograph on a mobile device. 

8. Publish it with an appropriate caption where required. 

8.0 STORING AND ORGANISING PHOTOGRAPHS IN A DIGITAL PORTFOLIO 

8.1 Meaning of a Digital Portfolio 

A digital portfolio is an electronic collection of a learner's work, achievements and evidence of learning 
stored using digital devices or online platforms. 

In photography, a digital portfolio contains photographs captured and edited by a learner to 
demonstrate practical skills and creativity. 

8.2 Importance of a Digital Photography Portfolio 
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1. Provides evidence of learning. 

2. Stores photographs for future reference. 

3. Demonstrates photography skills. 

4. Allows teachers to assess learner progress. 

5. Encourages creativity and self-expression. 

6. Supports sharing of work. 

7. Helps learners monitor improvement. 

8. Promotes digital organisation. 

9. Supports career development. 

10. Provides material for exhibitions and presentations. 

8.3 Contents of a Photography Digital Portfolio 

A well-organised photography portfolio may contain: 

 Learner's name. 

 School name. 

 Date of photography. 

 Photograph title. 

 Original photograph. 

 Edited photograph. 

 Editing techniques used. 

 Camera or smartphone used. 

 Description of the subject. 

 Reflection on challenges encountered. 

 Skills acquired. 

8.4 Steps for Creating a Digital Photography Portfolio 

Step 1: Capture photographs 

Take photographs using appropriate photography techniques. 

Step 2: Select the best photographs 

Choose images that demonstrate good composition, focus and exposure. 

Step 3: Edit the photographs 

Apply cropping, resizing, rotation, angle correction and colour correction. 

Step 4: Create folders 

Organise photographs into appropriately named folders. 

Step 5: Rename files 

Use meaningful filenames such as: 

 School_Sports_01.jpg 
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 Landscape_01.jpg 

 Portrait_01.jpg 

 Edited_Product_01.jpg 

Step 6: Add descriptions 

Include brief explanations of the photographs and techniques used. 

Step 7: Store the portfolio 

Save the portfolio on a computer, external storage device or approved cloud storage platform. 

Step 8: Share the portfolio 

Present the portfolio to the teacher and classmates for feedback. 

8.5 Examples of Digital Portfolio Platforms 

 Google Drive. 

 Microsoft OneDrive. 

 Google Sites. 

 Adobe Portfolio. 

 Canva. 

 Local computer folders. 

The choice of platform should depend on availability, school policy, internet access and data protection 
requirements. 

8.6 Safe Storage and Management of Photographs 

1. Use meaningful filenames. 

2. Organise photographs into folders. 

3. Back up important photographs. 

4. Protect devices using passwords. 

5. Avoid sharing private photographs publicly. 

6. Obtain consent before publishing identifiable photographs. 

7. Avoid downloading suspicious editing applications. 

8. Use trusted storage platforms. 

9. Check copyright before using photographs from other sources. 

10. Delete unnecessary duplicate files carefully. 

 

 

 

9.0 EMERGING MEDIA AND ITS EFFECT ON PHOTO EDITING 

9.1 Meaning of Emerging Media 

Emerging media refers to new and developing forms of digital communication and content production 
that are made possible by technological advancement. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Examples include: 

 Artificial intelligence (AI). 

 Social media platforms. 

 Augmented reality (AR). 

 Virtual reality (VR). 

 Cloud-based editing. 

 Mobile photography applications. 

 Computational photography. 

9.2 How Emerging Media Affects Photo Editing 

1. Artificial Intelligence in Photo Editing 

AI-powered editing tools can automatically identify subjects and improve photographs. 

Applications include: 

 Automatic background removal. 

 Object removal. 

 Automatic colour correction. 

 Face detection. 

 Image enhancement. 

 Noise reduction. 

 Generative image editing. 

Effects: 

 Reduces editing time. 

 Makes editing accessible to beginners. 

 Supports creative experimentation. 

 May produce unrealistic or misleading images if used irresponsibly. 

2. Social Media Platforms 

Social media platforms allow users to edit and publish photographs using built-in editing tools. 

Examples include Instagram, TikTok and Facebook. 

Effects: 

 Encourages creativity. 

 Increases demand for visually attractive images. 

 Makes photo sharing faster. 

 Encourages the use of filters and effects. 

 May encourage unrealistic appearance standards. 

3. Mobile Photography Applications 

Modern mobile applications allow users to edit photographs directly on smartphones. 
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Effects: 

 Makes editing convenient. 

 Reduces dependence on computers. 

 Allows immediate sharing. 

 Supports photography in remote areas with limited access to computer laboratories. 

4. Cloud-Based Editing 

Cloud-based editing allows users to edit and store photographs using internet-connected platforms. 

Effects: 

 Supports collaboration. 

 Allows access from different devices. 

 Makes file sharing easier. 

 Requires reliable internet connectivity. 

 May create privacy and data-security concerns. 

5. Augmented Reality (AR) 

Augmented reality is technology that adds digital elements to the real-world environment. 

In photography, AR can be used to add virtual objects, effects and filters to images. 

Effects: 

 Supports creative image production. 

 Makes interactive visual content possible. 

 Enhances advertising and entertainment. 

 May alter the natural appearance of photographs. 

6. Computational Photography 

Computational photography uses software algorithms and computer processing to improve images 
captured by cameras. 

Examples include: 

 Automatic HDR processing. 

 Night mode. 

 Portrait background blur. 

 Panorama stitching. 

 Automatic scene recognition. 

Effects: 

 Improves image quality. 

 Helps capture photographs in difficult lighting. 

 Reduces the need for some manual adjustments. 

 Makes advanced photography features available on smartphones. 
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9.3 Advantages of Emerging Media in Photo Editing 

1. Faster editing. 

2. Greater accessibility. 

3. Improved image enhancement. 

4. More creative possibilities. 

5. Easier sharing. 

6. Better collaboration. 

7. Improved storage options. 

8. Support for mobile content creation. 

9. Availability of automated tools. 

10. Opportunities for digital entrepreneurship. 

9.4 Challenges of Emerging Media in Photo Editing 

1. Internet connectivity challenges. 

2. Cost of professional editing applications. 

3. Privacy concerns. 

4. Copyright infringement. 

5. Misuse of AI-generated images. 

6. Spread of manipulated photographs. 

7. Dependence on digital devices. 

8. Risk of losing files. 

9. Cybersecurity threats. 

10. Need for continuous digital skills development. 

9.5 Ethical Use of Emerging Media 

Learners should: 

 Verify photographs before publishing them as factual evidence. 

 Disclose significant alterations where appropriate. 

 Avoid creating misleading images. 

 Respect the privacy of others. 

 Obtain permission before using another person's photograph. 

 Avoid cyberbullying through manipulated photographs. 

 Respect copyright and intellectual property. 

 Use AI editing tools responsibly. 

10.0 PRACTICAL LEARNING EXPERIENCES AND CBE COMPETENCY DEVELOPMENT 

The study of photography enables learners to develop practical skills, creativity and responsible use of 
digital technologies. 
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10.1 Suggested Practical Activities 

Activity Expected learning 

Research different photography techniques Ability to identify and explain composition, focus and 
exposure 

Capture photographs around the school Ability to apply photography techniques 

Photograph objects under different lighting 
conditions 

Understanding exposure 

Photograph moving and stationary objects Understanding focus techniques 

Edit photographs using available applications Ability to apply editing techniques 

Compare original and edited photographs Ability to evaluate image quality 

Create a digital photography portfolio Ability to organise and present digital work 

Share photographs for peer review Communication and collaboration 

10.2 Core Competencies Developed 

1. Digital Literacy 

 Operating digital cameras and smartphones. 

 Using photo-editing applications. 

 Managing digital photographs. 

 Creating and sharing digital portfolios. 

2. Creativity and Imagination 

 Developing original photographic ideas. 

 Experimenting with different angles. 

 Applying artistic composition techniques. 

 Producing attractive photographs. 

3. Critical Thinking and Problem-Solving 

 Identifying photography problems. 

 Selecting suitable exposure settings. 

 Correcting image defects. 

 Evaluating edited photographs. 

4. Communication and Collaboration 

 Sharing photographs. 

 Explaining editing procedures. 
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 Participating in peer assessment. 

 Working together on photography projects. 

5. Learning to Learn 

 Researching photography techniques. 

 Watching instructional tutorials. 

 Practising independently. 

 Reflecting on personal improvement. 

10.3 Pertinent and Contemporary Issues (PCIs) 

1. Digital safety: Responsible use of cameras, smartphones and online platforms. 

2. Environmental conservation: Documenting environmental activities such as tree planting and 
waste management. 

3. Entrepreneurship: Using photography to promote products and services. 

4. Child protection: Protecting learners' photographs and personal information. 

5. Responsible technology use: Avoiding misleading image manipulation. 

6. Copyright awareness: Respecting ownership of photographs. 

10.4 Values Developed 

 Responsibility. 

 Respect. 

 Integrity. 

 Cooperation. 

 Creativity. 

 Self-discipline. 

 Accountability. 

 Appreciation of diversity. 

10.5 Suggested Learning Resources 

 Digital cameras. 

 Smartphones. 

 Computer laboratory. 

 Projector. 

 Photography lenses. 

 Tripods. 

 Reflectors. 

 Memory cards. 

 Sample photographs. 

 Photo-editing applications. 
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 Internet-enabled devices. 

 Digital storage devices. 

10.6 Suggested Assessment Methods 

Teachers may assess learners through: 

1. Oral questions. 

2. Written exercises. 

3. Observation of practical activities. 

4. Photography demonstrations. 

5. Individual photography projects. 

6. Group presentations. 

7. Digital portfolios. 

8. Peer assessment. 

9. Self-assessment. 

10. Evaluation of edited photographs. 

10.7 Suggested Performance Assessment Rubric 

A learner can be assessed when undertaking a practical photography project. 

Assessment area Excellent Competent Developing 

Composition Applies suitable 
techniques creatively 

Applies appropriate 
techniques 

Requires guidance 

Focus Produces consistently 
sharp images 

Produces mostly clear 
images 

Frequently produces 
blurred images 

Exposure Selects appropriate 
exposure 

Makes reasonable 
exposure adjustments 

Requires support 

Cropping and 
resizing 

Edits accurately Edits with minor errors Requires assistance 

Rotation and angle 
correction 

Corrects orientation 
accurately 

Makes satisfactory 
corrections 

Requires guidance 

Colour correction Produces balanced 
natural colours 

Makes reasonable 
adjustments 

Needs further practice 

Portfolio Well-organised and 
complete 

Organised with minor 
omissions 

Incomplete or poorly 
organised 

 

 

 

 

 

11.0 SUMMARY OF KEY CONCEPTS 

Term Meaning 

Photography Art and practice of capturing images using light-sensitive devices 

Photograph An image captured using a camera 

Composition Arrangement of visual elements within a photograph 

Rule of thirds Dividing an image into nine sections and positioning subjects along the lines or 
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intersections 

Leading lines Lines that guide the viewer's attention 

Framing Using surrounding objects to draw attention to the subject 

Symmetry Arrangement of similar or balanced visual elements 

Focus Adjusting the lens to make a subject appear sharp 

Autofocus Automatic adjustment of camera focus 

Manual focus Adjusting focus by hand 

Depth of field Area that appears acceptably sharp in a photograph 

Exposure Amount of light reaching the camera sensor 

Aperture Opening in the lens through which light passes 

Shutter speed Length of time the shutter allows light to reach the sensor 

ISO Camera sensor light-sensitivity setting 

Overexposure Excessive brightness in a photograph 

Underexposure Insufficient brightness in a photograph 

Cropping Removing unwanted outer sections of an image 

Resizing Changing image dimensions 

Rotation Turning an image to change its orientation 

Angle correction Straightening a tilted photograph 

Colour 
correction 

Adjusting colours to achieve accurate and balanced appearance 

White balance Adjustment that helps colours appear natural under different lighting conditions 

Saturation Intensity of colours in an image 

Digital portfolio Electronic collection of a learner's work 

Emerging media New and developing forms of digital communication and content production 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

REVISION EXERCISES 

30 Multiple-Choice Questions 

SECTION A: MULTIPLE-CHOICE QUESTIONS 

Instructions: Answer all questions. Choose the correct answer from the alternatives provided. 
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1. What is photography? 

A. The process of printing documents using a computer. 

B. The art and practice of capturing images using light-sensitive devices. 

C. The process of recording sound using a microphone. 

D. The process of designing computer programs. 

2. Which of the following is the main function of a camera lens? 

A. Storing photographs. 

B. Producing sound. 

C. Focusing light onto the image sensor. 

D. Charging the camera battery. 

3. A photographer divides an image into nine equal sections to improve its composition. Which 

technique is being applied? 

A. Rule of thirds. 

B. Manual focus. 

C. Colour correction. 

D. Exposure compensation. 

4. Which composition technique uses roads, paths and fences to guide the viewer's attention? 

A. Symmetry. 

B. Negative space. 

C. Pattern. 

D. Leading lines. 

5. Which of the following is an example of portrait photography? 

A. Photographing Mount Kenya. 

B. Photographing an individual's face. 

C. Photographing a flowing river. 

D. Photographing a moving vehicle. 

6. The process of adjusting a camera lens manually to make a subject sharp is called: 

A. Manual focus. 

B. Automatic exposure. 

C. Cropping. 

D. Resizing. 

7. Which autofocus mode is most suitable for photographing a moving athlete? 

A. Single autofocus. 

B. Manual exposure. 

C. Continuous autofocus. 
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D. Fixed focus. 

8. What does depth of field refer to? 

A. The physical depth of a camera bag. 

B. The distance between two photographers. 

C. The brightness of a photograph. 

D. The area in front of and behind the focused subject that appears acceptably sharp. 

9. Which aperture setting allows more light into a camera? 

A. f/22. 

B. f/1.8. 

C. f/16. 

D. f/11. 

10. What is the function of shutter speed? 

A. To determine the duration for which light reaches the image sensor. 

B. To store photographs. 

C. To change the colour of the camera. 

D. To clean the camera lens. 

11. Which ISO value would generally produce the least digital noise in bright outdoor conditions? 

A. ISO 6400. 

B. ISO 3200. 

C. ISO 100. 

D. ISO 1600. 

12. A photograph appears excessively bright. It is described as: 

A. Underexposed. 

B. Correctly exposed. 

C. Out of focus. 

D. Overexposed. 

13. Which of the following is NOT part of the exposure triangle? 

A. Aperture. 

B. Shutter speed. 

C. ISO. 

D. Cropping. 

14. Which accessory is mainly used to reduce camera movement during photography? 

A. Tripod. 

B. Memory card. 

C. Camera bag. 
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D. Lens hood. 

15. Which photography technique involves using objects such as windows and trees to surround the main 
subject? 

A. Leading lines. 

B. Framing. 

C. Negative space. 

D. Pattern. 

16. What is the main purpose of cropping a photograph? 

A. Increasing the camera battery capacity. 

B. Changing the camera lens. 

C. Removing unwanted sections of an image. 

D. Increasing the shutter speed. 

17. Changing a photograph's width and height is known as: 

A. Resizing. 

B. Rotating. 

C. Focusing. 

D. Exposure correction. 

18. Which tool is used to correct a photograph captured sideways? 

A. Colour balance. 

B. Saturation. 

C. Cropping. 

D. Rotation. 

19. Angle correction is mainly used to: 

A. Increase image file size. 

B. Straighten tilted photographs. 

C. Change the camera's ISO. 

D. Remove the camera lens. 

 

 

 

 

20. What is the purpose of white balance? 

A. To make every photograph black and white. 

B. To increase image dimensions. 

C. To help colours appear natural under different lighting conditions. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

D. To remove all shadows. 

21. Which editing adjustment controls the intensity of colours in a photograph? 

A. Saturation. 

B. Rotation. 

C. Cropping. 

D. Resizing. 

22. Which image format supports transparent backgrounds? 

A. JPEG only. 

B. RAW only. 

C. TIFF only. 

D. PNG. 

23. Which image format is commonly used for photographs on websites because of its relatively small 
file size? 

A. RAW. 

B. JPEG. 

C. TIFF. 

D. BMP only. 

24. Which of the following best describes a digital photography portfolio? 

A. A camera battery storage compartment. 

B. A printed newspaper. 

C. An electronic collection of a learner's photographs and related work. 

D. A camera lens. 

25. Which application is commonly used for professional photo editing? 

A. Adobe Photoshop. 

B. Microsoft Calculator. 

C. Notepad. 

D. Windows File Explorer. 

 

 

 

 

26. Which of the following is an example of emerging media technology used in photo editing? 

A. Manual paper cutting. 

B. Traditional handwriting. 

C. Mechanical typing. 
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D. Artificial intelligence. 

27. What is one major advantage of cloud-based photo editing? 

A. It eliminates the need for all digital devices. 

B. It allows users to access and collaborate on files through internet-connected platforms. 

C. It prevents all photographs from being edited. 

D. It removes the need for image storage. 

28. Why should photographers obtain permission before publishing identifiable photographs of other 
people where consent is required? 

A. To increase image resolution. 

B. To improve exposure. 

C. To respect privacy and personal rights. 

D. To change the photograph's aspect ratio. 

29. Which of the following is the best way to prevent the loss of important photographs? 

A. Backing up photographs in another secure storage location. 

B. Deleting all original photographs. 

C. Keeping all files in one unprotected device. 

D. Sharing passwords with other people. 

30. A learner wants to photograph a school building with most of the foreground and background 
appearing sharp. Which technique would be most appropriate? 

A. Use an extremely wide aperture such as f/1.4 in all circumstances. 

B. Use manual focus without checking sharpness. 

C. Use a very high ISO unnecessarily. 

D. Use a suitable narrower aperture, such as f/11, and focus appropriately. 

SECTION B: STRUCTURED QUESTIONS 

50 Marks 

Instructions: Answer all questions. Show relevant explanations and give examples where necessary. 

QUESTION 1: INTRODUCTION TO PHOTOGRAPHY (8 MARKS) 

a) Define the term photography. (2 marks) 

b) State four importance of photography in Media Technology. (4 marks) 

c) Identify two types of photography and give one example of each. (2 marks) 

 

QUESTION 2: PHOTOGRAPHY EQUIPMENT AND COMPOSITION (8 MARKS) 

a) State four photography equipment or accessories and explain one function of each. (4 marks) 

b) Explain any two composition techniques that a photographer can use when capturing a photograph. (4 
marks) 

QUESTION 3: FOCUS TECHNIQUES (8 MARKS) 
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a) Define focus in photography. (2 marks) 

b) Differentiate between manual focus and autofocus. (2 marks) 

c) Explain two factors that affect depth of field in photography. (4 marks) 

QUESTION 4: EXPOSURE TECHNIQUES (8 MARKS) 

a) Define exposure in photography. (2 marks) 

b) Name the three elements of the exposure triangle. (3 marks) 

c) Explain how shutter speed affects the appearance of moving objects in a photograph. (2 marks) 

d) State one disadvantage of using a very high ISO setting. (1 mark) 

QUESTION 5: PHOTO EDITING TECHNIQUES (9 MARKS) 

a) Define photo editing. (2 marks) 

b) Explain the following photo-editing techniques: 

i. Cropping. (2 marks) 

ii. Resizing. (1 mark) 

iii. Angle correction. (2 marks) 

c) State two reasons why colour correction is important in photography. (2 marks) 

QUESTION 6: PHOTO EDITING, EMERGING MEDIA AND DIGITAL PORTFOLIOS (9 MARKS) 

a) State three differences between edited and unedited photographs. (3 marks) 

b) Explain two ways emerging media technology has influenced photo editing. (2 marks) 

c) State two benefits of storing photographs in a digital portfolio. (2 marks) 

d) State two precautions a learner should observe when sharing photographs online. (2 marks) 

Total: 50 Marks 

 

 

 

 

 

 

 

 

 

ANSWERS AND MARKING SCHEME 

SECTION A: MULTIPLE-CHOICE ANSWERS 

Question Answer Question Answer 

1 B 16 C 

2 C 17 A 

3 A 18 D 
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4 D 19 B 

5 B 20 C 

6 A 21 A 

7 C 22 D 

8 D 23 B 

9 B 24 C 

10 A 25 A 

11 C 26 D 

12 D 27 B 

13 D 28 C 

14 A 29 A 

15 B 30 D 

SECTION B: SUGGESTED MARKING SCHEME 

QUESTION 1: INTRODUCTION TO PHOTOGRAPHY (8 MARKS) 

a) Photography is the art, science and practice of capturing images using a camera or other light-
sensitive device. (2 marks) 

b) Any four: 

 Communication of information. 

 Education and teaching. 

 Journalism and news reporting. 

 Advertising and marketing. 

 Documentation of events. 

 Entertainment. 

 Tourism promotion. 

 Artistic expression. 

(1 mark each = 4 marks) 

c) Any two types and examples: 

 Portrait photography – photographing an individual's face. 

 Landscape photography – photographing a mountain. 

 Wildlife photography – photographing elephants. 

 Sports photography – photographing a football match. 

 Product photography – photographing goods for advertising. 

 Documentary photography – recording community activities. 

(1 mark each = 2 marks) 

 

QUESTION 2: PHOTOGRAPHY EQUIPMENT AND COMPOSITION (8 MARKS) 

a) Any four equipment and functions: 

 Camera – captures photographs. 

 Lens – focuses light onto the image sensor. 
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 Tripod – stabilises the camera. 

 Memory card – stores digital photographs. 

 Reflector – reflects light onto the subject. 

 Flash – provides additional lighting. 

 Camera bag – protects photography equipment. 

 Lens hood – reduces unwanted light entering the lens. 

(1 mark each = 4 marks) 

b) Any two techniques explained: 

 Rule of thirds – divides an image into nine equal sections and positions the subject along the lines 
or intersections. 

 Leading lines – uses lines to direct attention towards the subject. 

 Framing – uses surrounding objects to emphasise the subject. 

 Symmetry – arranges visual elements in a balanced manner. 

 Negative space – uses empty areas to make the subject stand out. 

 Fill the frame – makes the subject occupy most of the image. 

(2 marks each = 4 marks) 

QUESTION 3: FOCUS TECHNIQUES (8 MARKS) 

a) Focus is the process of adjusting a camera lens to make the intended subject appear sharp and clear. 
(2 marks) 

b) 

 Manual focus: The photographer adjusts the lens focus by hand. 

 Autofocus: The camera automatically adjusts the lens to make the subject sharp. 

(1 mark each = 2 marks) 

c) Any two factors: 

 Aperture – a wider aperture generally produces a shallower depth of field, while a narrower 
aperture generally produces a deeper depth of field. 

 Focal length – longer focal lengths can produce a shallower depth of field under comparable 
conditions. 

 Subject distance – focusing closer to the subject generally produces a shallower depth of field. 

 Sensor size – larger sensors can produce shallower depth of field under comparable framing and 
conditions. 

(2 marks each = 4 marks) 

QUESTION 4: EXPOSURE TECHNIQUES (8 MARKS) 

a) Exposure is the amount of light that reaches the camera's image sensor when capturing a photograph. 
(2 marks) 

b) 

 Aperture. 
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 Shutter speed. 

 ISO sensitivity. 

(1 mark each = 3 marks) 

c) 

 Fast shutter speed freezes or reduces the blur of moving objects. (1 mark) 

 Slow shutter speed can produce motion blur when photographing moving objects. (1 mark) 

d) 

- It can introduce digital noise or grain into the photograph. (1 mark) 

QUESTION 5: PHOTO EDITING TECHNIQUES (9 MARKS) 

a) Photo editing is the process of modifying or improving a photograph using digital tools or software to 
achieve a desired appearance. (2 marks) 

b) 

i. Cropping: Removing unwanted outer sections of a photograph to improve composition or emphasise 
the subject. (2 marks) 

ii. Resizing: Changing the width and height or pixel dimensions of a photograph. (1 mark) 

iii. Angle correction: Adjusting a tilted photograph to make horizontal or vertical elements appear 
properly aligned. (2 marks) 

c) Any two: 

 Improves colour accuracy. 

 Corrects unwanted colour casts. 

 Makes photographs appear natural. 

 Improves the appearance of skin tones. 

 Enhances product presentation. 

 Improves visual quality. 

(1 mark each = 2 marks) 

QUESTION 6: PHOTO EDITING, EMERGING MEDIA AND DIGITAL PORTFOLIOS (9 MARKS) 

a) Any three differences: 

 Edited photographs have undergone modifications, while unedited photographs have not 
undergone intentional post-capture editing. 

 Edited photographs may have corrected colours, while unedited photographs retain their original 
camera output. 

 Edited photographs may have cropped sections, while unedited photographs retain their original 
framing. 

 Edited photographs may have corrected orientation, while unedited photographs may remain 
tilted. 

 Edited photographs may have resized dimensions, while unedited photographs may retain their 
original dimensions. 

(1 mark each = 3 marks) 
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b) Any two: 

 AI automates colour correction and background removal. 

 Mobile applications allow editing using smartphones. 

 Cloud-based platforms support collaborative editing. 

 Social media applications provide built-in editing filters. 

 Computational photography improves images automatically. 

(1 mark each = 2 marks) 

c) Any two: 

 Preserves learners' work. 

 Provides evidence of learning. 

 Allows easy retrieval of photographs. 

 Demonstrates photography skills. 

 Supports assessment. 

 Encourages creativity. 

(1 mark each = 2 marks) 

d) Any two: 

 Obtain permission before publishing identifiable photographs where required. 

 Protect personal information. 

 Avoid sharing private photographs publicly. 

 Respect copyright. 

 Use secure storage platforms. 

 Avoid publishing misleading manipulated photographs. 

(1 mark each = 2 marks) 

 

 

 

 

 

 

STRAND 2: MEDIA COMPONENTS 

SUB-STRAND 2.2: DIGITAL VIDEO PRODUCTION 

1.0 INTRODUCTION TO DIGITAL VIDEO PRODUCTION 

Digital video production is the process of planning, recording, editing and presenting moving images 
using digital equipment and technology. 

It involves combining different media elements such as: 
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 Video footage. 

 Lighting. 

 Sound. 

 Camera movements. 

 Visual effects. 

 Graphics and titles. 

 Transitions. 

 Colour correction. 

 Digital editing. 

Digital video production is used in education, entertainment, journalism, advertising, documentaries, 
social media and communication. 

In Kenya, digital video production is widely applied in: 

 Producing educational videos for schools. 

 Recording school events and cultural activities. 

 Creating advertisements for businesses. 

 Producing news reports and documentaries. 

 Creating content for YouTube, TikTok and other digital platforms. 

 Recording interviews and community development activities. 

 Producing public awareness campaigns. 

1.1 Importance of Digital Video Production 

1. Education: Enables teachers to prepare instructional videos that make learning more practical 
and interesting. 

2. Communication: Helps individuals and organisations share information with large audiences. 

3. Entertainment: Supports the production of films, music videos, comedy and television 
programmes. 

4. Marketing: Businesses use videos to advertise products and services. 

5. Documentation: Helps preserve important events, cultural practices and historical activities. 

6. Creativity: Provides opportunities for learners to express ideas through images, sound and 
storytelling. 

7. Employment creation: Provides career opportunities in cinematography, video editing, directing 
and content creation. 

2.0 LIGHTING IN DIGITAL VIDEO PRODUCTION 

2.1 Meaning of Lighting 

Lighting refers to the use and control of natural or artificial light to illuminate subjects, objects and 
scenes during video production. 

Lighting is one of the most important elements in digital video production because cameras require 
sufficient light to capture clear and attractive images. 
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Proper lighting helps the video producer control brightness, shadows, colour, mood, atmosphere and 
visibility. 

Example: When recording a teacher explaining a lesson, proper lighting ensures that the teacher's face 
is clearly visible and that the learning materials can be seen. 

2.2 Importance of Lighting in Digital Video Production 

1. Improves image quality: Adequate lighting enables the camera to capture clear and detailed 
footage. 

2. Enhances visibility: Makes subjects and objects easily visible to the audience. 

3. Creates mood and atmosphere: Different lighting arrangements communicate different feelings. 

 Bright lighting may create a cheerful atmosphere. 

 Dim lighting may create suspense or mystery. 

4. Directs audience attention: Lighting can highlight important subjects while leaving less 
important areas darker. 

5. Creates depth: Appropriate lighting produces highlights and shadows that make subjects appear 
three-dimensional. 

6. Improves colour appearance: Proper lighting helps cameras reproduce colours accurately. 

7. Supports storytelling: Lighting can communicate time, location, emotions and the nature of a 
scene. 

8. Reduces unwanted shadows: Proper positioning of lights helps control distracting shadows. 

9. Improves professionalism: Well-lit videos appear more organised and professionally produced. 

10. Supports visual consistency: Consistent lighting helps maintain a similar appearance across 
different video shots. 

3.0 TYPES OF LIGHT USED IN DIGITAL VIDEO PRODUCTION 

There are two main types of light used in digital video production: 

1. Natural light. 

2. Artificial light. 

3.1 Natural Light 

Natural light refers to illumination obtained from natural sources without using manufactured lighting 
equipment. 

The main source of natural light is the sun. 
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Examples of natural light sources: 

 Direct sunlight. 

 Sunlight passing through windows. 

 Daylight on cloudy days. 

 Reflected sunlight from walls and other surfaces. 

 Twilight light during sunrise and sunset. 

Characteristics of Natural Light 

1. It is freely available during daylight hours. 

2. Its intensity changes depending on the weather and time of day. 

3. It may produce hard or soft shadows. 

4. It can illuminate large outdoor areas. 

5. It varies in colour temperature throughout the day. 

6. It may be difficult to control consistently. 

Advantages of Natural Light 

1. It is economical because it does not require purchasing lighting equipment. 
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2. It produces realistic-looking scenes. 

3. It is suitable for outdoor filming. 

4. It can provide beautiful lighting during sunrise and sunset. 

5. It is useful when recording documentaries and outdoor activities. 

6. It reduces electricity consumption. 

Disadvantages of Natural Light 

1. It changes depending on weather conditions. 

2. It may be insufficient during cloudy days or at night. 

3. Direct sunlight may cause harsh shadows. 

4. It is difficult to maintain consistent lighting throughout a long recording session. 

5. Filming schedules may depend on daylight availability. 

6. Excessive sunlight may cause overexposure. 

Practical Kenyan examples 

 Recording a football match in a school playground using sunlight. 

 Filming farmers working in a farm during the morning. 

 Recording a cultural ceremony outdoors. 

 Filming wildlife in the Maasai Mara using daylight. 

3.2 Artificial Light 

Artificial light refers to illumination produced using manufactured electrical or battery-powered lighting 
equipment. 

It is used when natural light is insufficient or when the video producer requires greater control over 
lighting conditions. 
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Examples of artificial light sources 

 LED lights. 

 HMI lights. 

 Fresnel lights. 

 Fluorescent lights. 

 Tungsten lights. 

 Ring lights. 

 Portable video lights. 

 Camera-mounted lights. 
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Characteristics of Artificial Light 

1. It can be switched on and off when required. 

2. Its brightness can be adjusted in many lighting systems. 

3. It can be positioned to illuminate specific areas. 

4. It is available in different colours and colour temperatures. 

5. It can be used indoors and outdoors. 

6. It requires an electricity supply or batteries. 

Advantages of Artificial Light 

1. Provides lighting when natural light is unavailable. 

2. Allows the producer to control brightness and direction. 

3. Helps maintain consistent lighting conditions. 

4. Supports indoor video production. 

5. Can create specific moods and visual effects. 

6. Makes it possible to record videos at night. 

Disadvantages of Artificial Light 

1. Some lighting equipment is expensive. 

2. It may require electricity or batteries. 

3. Powerful lights may generate excessive heat. 

4. Setting up lighting equipment takes time. 

5. Incorrect positioning may create unwanted shadows. 

6. Some equipment requires technical knowledge to operate safely. 

3.3 Differences Between Natural Light and Artificial Light 

Natural light Artificial light 

Comes from natural sources. Comes from manufactured sources. 

Mainly obtained from the sun. Produced by electrical lighting equipment. 

Usually free to use. May require electricity or batteries. 

Changes with weather and time. Can be controlled more easily. 

May be difficult to maintain consistently. Can provide consistent lighting. 

Suitable for outdoor filming. Suitable for indoor and outdoor filming. 

Examples include sunlight and daylight. Examples include LED, HMI and Fresnel lights. 
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4.0 LIGHTING EQUIPMENT USED IN DIGITAL VIDEO PRODUCTION 

4.1 Meaning of Lighting Equipment 

Lighting equipment refers to the tools and devices used to produce, position, modify and control light 
during video production. 

These tools help video producers achieve the required brightness, direction, colour and quality of light. 

The main lighting equipment includes: 

1. LED lights. 

2. HMI lights. 

3. Fresnel lights. 

4. Lighting accessories such as gels, diffusers and stands. 

4.2 LED Lights (Light Emitting Diodes) 

LED lights are electronic lighting devices that produce light when an electric current passes through 
semiconductor components called light-emitting diodes. 

They are widely used in modern digital video production because they are energy-efficient, portable and 
produce relatively little heat compared with traditional tungsten lighting. 

 

Features of LED Lights 

1. Energy efficiency: Consume less electrical power compared with many traditional lighting 
systems. 

2. Low heat production: Produce less heat, making them more comfortable for indoor recording. 

3. Portability: Many LED lights are lightweight and easy to transport. 

4. Brightness control: Many models allow users to adjust light intensity. 

5. Colour adjustment: Some LED lights allow adjustment between warm and cool colour 
temperatures. 
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6. Battery operation: Certain models can operate using rechargeable batteries. 

7. Long lifespan: LEDs generally have a long operating life. 

Types of LED Lighting Equipment 

 LED panels: Flat lighting units containing many LED bulbs. 

 LED tube lights: Long, narrow lights useful for creative lighting. 

 LED ring lights: Circular lights commonly used for interviews, beauty videos and online content. 

 LED spotlights: Focused lighting units used to illuminate specific areas. 

 RGB LED lights: Lights capable of producing different colours. 

Uses of LED Lights 

1. Recording interviews. 

2. Producing educational videos. 

3. Recording YouTube videos. 

4. Lighting small indoor studios. 

5. Recording product advertisements. 

6. Creating coloured backgrounds and special lighting effects. 

Advantages of LED Lights 

 Energy efficient. 

 Portable and easy to operate. 

 Produce relatively little heat. 

 Available in different sizes. 

 Many models have adjustable brightness. 

 Suitable for small and large productions. 

Limitations of LED Lights 

 High-quality professional LED equipment can be expensive. 

 Cheap models may produce uneven illumination. 

 Some models have limited brightness. 

 Battery-powered models require regular charging. 

 Poor-quality LEDs may produce inaccurate colours or flicker. 

4.3 HMI Lights (Hydrargyrum Medium-arc Iodide) 

HMI lights are powerful discharge lighting units used in professional film and video production. 

They produce intense light with a colour temperature generally similar to daylight, making them useful 
for simulating sunlight and illuminating large areas. 
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Features of HMI Lights 

1. Produce high-intensity illumination. 

2. Provide daylight-balanced light. 

3. Are suitable for large production environments. 

4. Can illuminate subjects from considerable distances. 

5. Require specialised electrical control equipment called ballasts. 

6. Generate heat and require appropriate handling. 

7. Are commonly used in professional film production. 

Uses of HMI Lights 

 Simulating sunlight in indoor studios. 

 Illuminating outdoor film scenes. 

 Lighting large spaces. 

 Producing professional television programmes. 

 Recording film scenes that require powerful daylight-like illumination. 

Advantages of HMI Lights 

1. Produce very bright illumination. 

2. Suitable for large filming locations. 
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3. Provide daylight-like colour. 

4. Can illuminate subjects from a distance. 

5. Useful for professional film production. 

Disadvantages of HMI Lights 

1. They are relatively expensive. 

2. They require specialised ballasts. 

3. They may be heavy and difficult to transport. 

4. They require careful handling because of heat and high electrical power. 

5. Some types require a warm-up period before reaching full output. 

4.4 Fresnel Lights 

A Fresnel light is a lighting fixture that uses a special stepped Fresnel lens to focus and control light into 

a beam of adjustable width. 

It is commonly used in film, television and theatre production. 

 

Features of Fresnel Lights 

1. Have a special lens for controlling the light beam. 

2. Produce directional illumination. 

3. Allow adjustment between focused and wider beams. 

4. Often contain barn doors for controlling light spread. 

5. Can be mounted on lighting stands or ceiling grids. 

6. Are available in different power ratings and technologies. 

Uses of Fresnel Lights 
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1. Highlighting actors or presenters. 

2. Creating dramatic shadows. 

3. Illuminating specific areas in a scene. 

4. Providing backlighting. 

5. Creating focused lighting effects. 

6. Supporting television and film studio production. 

Advantages of Fresnel Lights 

 Allow precise control of the light beam. 

 Produce directional light. 

 Useful for creating dramatic effects. 

 Can be used as key, fill or back lights. 

 Help control unwanted light spill. 

Disadvantages of Fresnel Lights 

 Some traditional models generate considerable heat. 

 Require careful positioning. 

 May consume significant electrical power depending on the model. 

 Professional models can be expensive. 

 Incorrect adjustment may create harsh shadows. 

4.5 Comparison of LED, HMI and Fresnel Lights 

LED lights HMI lights Fresnel lights 

Use light-emitting diodes. Use discharge-lamp technology. Use a Fresnel lens to control the 
beam. 

Energy efficient. Produce very bright light. Provide adjustable directional 
light. 

Produce relatively little heat. Can generate substantial heat. Heat depends on the light source 
used. 

Often portable. Often require heavy equipment. Available in different sizes. 

Used in studios and small 
productions. 

Used in large professional 
productions. 

Used in film, television and 
theatre. 

Important: LED and HMI describe lighting technologies, while Fresnel describes a type of optical lighting 
fixture. A Fresnel fixture can also use an LED light source. 

5.0 LIGHTING ACCESSORIES USED IN DIGITAL VIDEO PRODUCTION 

5.1 Meaning of Lighting Accessories 

Lighting accessories are additional tools attached to or used alongside lighting equipment to modify, 
direct, soften, support or control light during video production. 

They help video producers achieve the desired lighting effects and improve the quality of recorded 
images. 

The main lighting accessories include: 

1. Gels. 
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2. Diffusers. 

3. Lighting stands. 

4. Reflectors. 

5. Barn doors. 

6. Softboxes. 

7. Grids and flags. 

5.2 Lighting Gels 

 

Lighting gels are thin transparent or translucent sheets of coloured or specially treated material placed 
in front of a light source to change the colour or characteristics of the light. 

Functions of Lighting Gels 

1. Changing light colour: Gels change white light into different colours such as red, blue, green and 
amber. 

2. Creating moods: Different colours communicate different emotions and atmospheres. 

3. Correcting colour temperature: Colour correction gels help balance light sources with different 
colour temperatures. 

4. Creating special effects: They help create dramatic and artistic lighting effects. 

5. Supporting storytelling: Colour changes can communicate danger, celebration, sadness or 
mystery. 
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Examples of Lighting Gels 

 Red gel: May communicate danger, passion or urgency. 

 Blue gel: May create a cool, nighttime or mysterious atmosphere. 

 Green gel: May be used for unusual or dramatic effects. 

 Amber gel: Can create a warm sunset-like appearance. 

 Colour correction gel: Helps balance different light sources. 

Practical example: A learner producing a short video about road safety may use a red gel to create a 
warning atmosphere in a scene showing danger. 

5.3 Diffusers 

 

A diffuser is a translucent material placed between a light source and the subject to spread light over a 

wider area and reduce harsh shadows. 

Functions of Diffusers 

1. Soften harsh light. 

2. Reduce strong shadows. 

3. Spread light more evenly. 

4. Reduce glare on shiny objects. 

5. Improve the appearance of faces during interviews. 

6. Create a natural-looking lighting effect. 
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Examples of Diffusers 

 White diffusion fabric. 

 Frosted diffusion sheets. 

 Softbox diffusion material. 

 Translucent diffusion panels. 

Practical example: When recording an interview with a teacher under a powerful LED light, a diffuser 
can be placed between the light and the teacher to produce softer illumination. 

Advantages of Diffusers 

 Produce soft and attractive lighting. 

 Improve portrait and interview recording. 

 Reduce harsh shadows. 

 Make light more evenly distributed. 

Limitations 

 Reduce the intensity of light reaching the subject. 

 May require additional support frames. 

 Some materials may be damaged by excessive heat. 

 Poor-quality diffusers may alter colour reproduction. 

5.4 Lighting Stands 

 

A lighting stand is a support structure used to hold lighting equipment at a required height and position 
during video production. 

Functions of Lighting Stands 

1. Hold lights securely above ground level. 
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2. Allow adjustment of lighting height. 

3. Help position lights at different angles. 

4. Support softboxes and other lighting accessories. 

5. Improve flexibility when arranging studio lighting. 

6. Help maintain consistent lighting positions. 

Types of Lighting Stands 

 Light stands. 

 C-stands. 

 Boom stands. 

 Heavy-duty studio stands. 

 Compact portable stands. 

Safety Precautions When Using Lighting Stands 

1. Spread the legs of the stand fully before mounting equipment. 

2. Place stands on stable, level surfaces. 

3. Tighten all adjustment knobs. 

4. Use sandbags where necessary to prevent tipping. 

5. Avoid placing stands in busy walking paths. 

6. Secure electrical cables to prevent tripping. 

7. Do not overload stands beyond their recommended capacity. 

8. Lower stands carefully after use. 

5.5 Reflectors 
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A reflector is a surface used to redirect existing light towards a subject to improve illumination. 

It does not normally produce its own light; instead, it reflects light from natural or artificial sources. 

Common Types of Reflectors 

1. White reflector: Produces soft, natural-looking reflected light. 

2. Silver reflector: Reflects stronger and brighter light. 

3. Gold reflector: Produces warm-coloured reflected light. 

4. Black reflector: Absorbs light and reduces unwanted reflections. 

5. Translucent reflector: Can also function as a diffuser when placed between a light source and 
the subject. 

Uses of Reflectors 

 Brightening the shadowed side of a person's face. 

 Reflecting sunlight towards a subject. 

 Reducing contrast between bright and dark areas. 

 Improving portrait photography and video recording. 

 Providing additional illumination without another powered light. 

5.6 Softboxes 

 

A softbox is a lighting modifier with a reflective interior and a translucent front panel that spreads light 
to produce soft and even illumination. 

Functions of Softboxes 

1. Soften light falling on the subject. 

2. Reduce harsh shadows. 
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3. Provide even illumination. 

4. Improve the appearance of faces. 

5. Reduce direct glare. 

6. Create professional-looking interviews and product videos. 

5.7 Barn Doors 

Barn doors are adjustable metal flaps attached to some lighting fixtures to control the direction and 
spread of light. 

Functions 

1. Restrict light from spreading into unwanted areas. 

2. Direct illumination towards a specific subject. 

3. Prevent light from reaching the camera lens. 

4. Help create dramatic lighting effects. 

5. Control the edges of the illuminated area. 

6.0 LIGHTING TECHNIQUES IN DIGITAL VIDEO PRODUCTION 

6.1 Meaning of Lighting Techniques 

Lighting techniques are methods used by video producers to position, direct, modify and control light 
when recording video. 

They determine how subjects appear on camera and influence the mood, atmosphere, visibility and 
storytelling of a video. 

The main lighting techniques in this sub-strand are: 

1. Three-point lighting. 

2. Flat lighting. 

3. Bounce lighting. 

6.2 Three-Point Lighting Technique 

 

Three-point lighting is a lighting technique that uses three main light sources positioned strategically 
around a subject to produce balanced, clear and visually attractive images. 
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The three lights are: 

1. Key light. 

2. Fill light. 

3. Back light. 

A. Key Light 

The key light is the main and usually the strongest light source used to illuminate a subject. 

It is normally placed in front of the subject, slightly to one side and above eye level. 

Functions of the Key Light 

1. Provides the main illumination. 

2. Determines the overall appearance of the subject. 

3. Creates highlights on the face and body. 

4. Establishes the direction of light. 

5. Helps reveal important subject details. 

Example: When recording a teacher presenting a lesson, the key light may be positioned about 45 
degrees to the teacher's front and slightly above the face. 

B. Fill Light 

A fill light is a secondary light source used to reduce the shadows created by the key light. 

It is usually positioned on the opposite side of the key light. 

Functions of the Fill Light 

1. Reduces harsh shadows. 

2. Improves visibility of details in darker areas. 

3. Balances illumination across the subject. 

4. Controls the contrast between bright and dark areas. 

5. Makes the subject appear more natural. 

Important point: The fill light is normally less intense than the key light. 

C. Back Light 

A back light is positioned behind the subject, usually above or to one side, to illuminate the subject's 
outline. 

It is also called a rim light or hair light in certain arrangements. 

Functions of the Back Light 

1. Separates the subject from the background. 

2. Creates an outline around the subject. 

3. Adds depth to the image. 

4. Highlights hair and shoulders. 

5. Makes the subject appear more three-dimensional. 

How Three-Point Lighting Works 
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1. Position the subject in front of the camera. 

2. Place the key light in front and to one side of the subject. 

3. Position the fill light on the opposite side at lower intensity. 

4. Place the back light behind the subject. 

5. Adjust the brightness and angles of all three lights. 

6. Check the camera image and correct unwanted shadows. 

7. Record the video when the lighting is balanced. 

Practical example in a Kenyan school 

A learner is recording an interview with the principal of a school. 

 A key light illuminates the principal's face. 

 A fill light reduces shadows on the opposite side. 

 A back light separates the principal from the office background. 

The resulting footage looks clearer and more professional. 

Advantages of Three-Point Lighting 

1. Produces professional-looking videos. 

2. Improves facial visibility. 

3. Creates depth and dimension. 

4. Reduces unwanted shadows. 

5. Separates subjects from backgrounds. 

6. Provides greater control over the appearance of a scene. 

7. Is suitable for interviews, documentaries and educational videos. 

Limitations of Three-Point Lighting 

1. Requires additional lighting equipment. 

2. Takes time to set up. 

3. May require more electrical power. 

4. Needs adequate studio space. 

5. Requires technical knowledge to achieve good results. 

6.3 Flat Lighting Technique 
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Flat lighting is a lighting technique in which light is distributed evenly across the subject to minimise 
strong shadows and reduce contrast. 

It is commonly achieved by placing a light source close to the camera direction or using multiple 
diffused light sources to illuminate the subject evenly. 

Characteristics of Flat Lighting 

1. Produces minimal shadows. 

2. Creates even illumination. 

3. Reduces strong contrast. 

4. Makes facial features clearly visible. 

5. Produces a simple and clean appearance. 

6. Often uses soft light. 

How to Achieve Flat Lighting 

1. Position the main light near the camera. 

2. Use a large diffused light source. 

3. Add fill lighting where necessary. 

4. Avoid creating strong directional shadows. 

5. Check that the background and subject are adequately illuminated. 

Applications of Flat Lighting 

 Educational videos. 

 News presentations. 

 Online lessons. 

 Product demonstrations. 

 Interviews. 

 Identification and instructional recordings. 

Advantages of Flat Lighting 

1. Makes subjects clearly visible. 

2. Reduces distracting shadows. 

3. Is suitable for instructional videos. 

4. Creates a clean and simple appearance. 

5. Makes it easier to record subjects with consistent illumination. 

Disadvantages of Flat Lighting 

1. May make images appear less dramatic. 

2. Can reduce the appearance of depth. 

3. May make subjects appear visually flat. 

4. Can create an uninteresting image if poorly arranged. 
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Practical example: A learner recording a mathematics lesson against a classroom background may use 
flat lighting to ensure that the teacher's face and teaching materials are clearly visible. 

6.4 Bounce Lighting Technique 

 

Bounce lighting is a lighting technique in which light is directed towards a reflective surface before 
reaching the subject. 

The reflective surface may be a white wall, ceiling, reflector board or specially designed bounce card. 

Instead of shining directly onto the subject, light is reflected to produce softer and more evenly 
distributed illumination. 

Materials Used in Bounce Lighting 

1. White reflector boards. 

2. White walls. 

3. White ceilings. 

4. Silver reflectors. 

5. Foam boards. 

6. Reflective panels. 

How Bounce Lighting Works 

1. Position the light source facing a reflective surface. 

2. Direct the light towards a white wall, ceiling or reflector board. 

3. Allow the reflected light to illuminate the subject. 

4. Adjust the angle of the reflector to achieve the desired brightness. 

5. Check the shadows and image quality using the camera. 
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Applications of Bounce Lighting 

 Recording interviews. 

 Producing indoor educational videos. 

 Recording portraits. 

 Creating soft lighting in small studios. 

 Filming subjects in classrooms and offices. 

 Reducing harsh sunlight during outdoor recording. 

Advantages of Bounce Lighting 

1. Produces soft and natural-looking illumination. 

2. Reduces harsh shadows. 

3. Spreads light over a wider area. 

4. Can use inexpensive locally available materials. 

5. Improves the appearance of faces. 

6. Reduces the need for multiple direct light sources. 

Disadvantages of Bounce Lighting 

1. Requires suitable reflective surfaces. 

2. May reduce light intensity. 

3. Is difficult to use in very large spaces without powerful lights. 

4. The reflected colour may affect the subject's appearance. 

5. Poorly positioned reflectors may produce uneven lighting. 

Practical Kenyan example: A learner recording an interview in a classroom may use an LED light 
directed towards a clean white wall. The reflected light illuminates the interviewee softly. 

6.5 Comparison of the Three Lighting Techniques 

Feature Three-point lighting Flat lighting Bounce lighting 

Main purpose Create balanced, 
dimensional lighting. 

Provide even 
illumination. 

Produce soft reflected 
light. 

Light 
arrangement 

Uses key, fill and back 
lights. 

Uses evenly 
distributed light. 

Directs light onto a 
reflective surface. 

Shadows Controls and reduces 
shadows. 

Minimises shadows. Softens shadows. 

Appearance Three-dimensional. Even and simple. Soft and natural. 

Common 
application 

Interviews and films. News and educational 
videos. 

Portraits and interviews. 
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6.6 Factors to Consider When Selecting a Lighting Technique 

1. Purpose of the video: A documentary may require natural lighting while a studio interview may 
require three-point lighting. 

2. Available equipment: The producer should select a technique that can be achieved using 
available lights and accessories. 

3. Location: Indoor and outdoor environments have different lighting requirements. 

4. Time of recording: Natural light changes throughout the day. 

5. Budget: The selected technique should fit the production budget. 

6. Mood and atmosphere: Lighting should support the intended emotions and message. 

7. Subject characteristics: The position, size and appearance of the subject influence lighting 
arrangements. 

8. Background: The background should be illuminated appropriately without distracting from the 
subject. 

9. Camera settings: Exposure and white balance should be adjusted to suit the lighting conditions. 

10. Safety: Lights, cables and stands should be arranged safely. 

7.0 SAFETY PRECAUTIONS WHEN USING LIGHTING EQUIPMENT 

Lighting equipment can present electrical, heat and physical hazards when handled incorrectly. 

Learners should observe the following precautions: 

1. Inspect electrical cables before connecting equipment. 

2. Avoid touching electrical equipment with wet hands. 

3. Do not overload electrical sockets. 

4. Switch off equipment before changing bulbs or accessories. 

5. Allow hot lighting equipment to cool before handling. 

6. Use stable stands and appropriate supports. 

7. Keep cables away from walking paths. 

8. Avoid looking directly into powerful light sources. 

9. Keep flammable materials away from hot lamps. 

10. Use equipment according to manufacturers' instructions. 

11. Keep liquids away from electrical equipment. 

12. Ensure adequate ventilation when using equipment that produces heat. 

13. Seek assistance when handling heavy lighting equipment. 

14. Disconnect power safely after production. 
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8.0 VIDEO EDITING TECHNOLOGIES IN DIGITAL VIDEO PRODUCTION 

8.1 Meaning of Video Editing 

Video editing is the process of selecting, arranging, modifying and combining recorded video clips, 
audio, images, graphics and other media elements to produce a complete video. 

It involves removing unwanted footage, arranging scenes, adding sound, correcting colours and applying 
suitable transitions and effects. 

Video editing transforms raw recorded footage into a meaningful and organised media product. 

Example: After recording a three-minute school environmental conservation activity, learners may edit 

the footage to remove mistakes, arrange the scenes, add narration, insert titles and include suitable 
background music. 

8.2 Importance of Video Editing 

1. Removes unwanted footage: Eliminates mistakes, unnecessary pauses and irrelevant scenes. 

2. Improves storytelling: Arranges scenes in a logical sequence that communicates a clear message. 

3. Enhances image quality: Allows adjustment of brightness, contrast, colour and sharpness. 

4. Improves sound quality: Makes it possible to adjust audio levels and remove unwanted noise. 

5. Adds visual effects: Enables the producer to create special visual effects. 

6. Adds titles and captions: Helps communicate names, headings and important information. 

7. Controls video duration: Helps ensure that the final video meets the required length. 

8. Creates smooth transitions: Makes movement between scenes more organised. 

9. Improves audience engagement: Makes videos more attractive and easier to follow. 

10. Supports creativity: Allows video producers to experiment with different visual and audio 
arrangements. 

9.0 VIDEO EDITING SOFTWARE 

9.1 Meaning of Video Editing Software 

Video editing software refers to computer or mobile applications used to edit, arrange, enhance, export 
and share digital video content. 

These applications provide tools for cutting, trimming, joining, adding effects, adjusting sound and 
exporting completed videos. 

The main software identified in this sub-strand are: 

1. Adobe Premiere Pro. 

2. Filmora. 

3. CapCut. 
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9.2 Adobe Premiere Pro 

 

Adobe Premiere Pro is a professional non-linear video editing application developed by Adobe. It is used 
to edit video footage, audio, graphics and other digital media. 

It is widely used in film production, television, advertising, documentaries and online content creation. 

Main Features of Adobe Premiere Pro 

1. Timeline editing: Allows users to arrange video and audio clips in a sequence. 

2. Cutting and trimming: Enables removal of unwanted sections of footage. 

3. Transitions: Provides tools for creating smooth changes between scenes. 

4. Colour correction: Helps adjust brightness, contrast, colour balance and appearance. 

5. Audio editing: Enables adjustment of sound levels and integration of audio tracks. 

6. Titles and graphics: Allows addition of captions, titles and other visual elements. 

7. Effects: Supports the use of visual and audio effects. 

8. Multitrack editing: Enables users to work with several video and audio layers. 

9. Exporting: Allows finished videos to be saved in different digital formats. 

10. Integration: Works with other Adobe creative applications. 

Uses of Adobe Premiere Pro 

 Editing documentaries. 

 Producing educational films. 

 Creating advertisements. 

 Editing interviews. 
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 Producing television programmes. 

 Creating professional social media content. 

Advantages 

1. Provides advanced editing tools. 

2. Supports complex video projects. 

3. Offers detailed colour correction. 

4. Supports multiple video and audio tracks. 

5. Suitable for professional production. 

6. Supports a wide range of media formats. 

Limitations 

1. Requires technical skills to use effectively. 

2. May require a powerful computer. 

3. A paid subscription is generally required for continued use. 

4. Advanced features may be difficult for beginners. 

5. Large video projects require considerable storage space. 

9.3 Filmora 

 

Filmora is a video editing application developed by Wondershare. It is designed to make video editing 
accessible to beginners and intermediate users. 
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It provides tools for editing videos, adding music, inserting titles and applying visual effects. 

Main Features of Filmora 

1. Drag-and-drop editing: Allows users to add media to the timeline easily. 

2. Video trimming: Removes unwanted parts of recorded footage. 

3. Transitions: Provides effects for connecting scenes. 

4. Text and titles: Allows users to add headings and captions. 

5. Audio tools: Supports adding music, narration and sound effects. 

6. Filters: Changes the visual appearance of footage. 

7. Colour adjustment: Helps improve video colours and brightness. 

8. Templates: Provides ready-made designs for different video projects. 

9. Exporting: Saves completed videos in different formats. 

10. Effects library: Provides additional visual and audio effects. 

Uses of Filmora 

 Producing school documentaries. 

 Editing class presentations. 

 Creating advertisements. 

 Producing educational tutorials. 

 Editing personal videos. 

 Creating social media content. 

Advantages 

1. Relatively easy to learn. 

2. Provides an organised editing interface. 

3. Contains ready-made templates. 

4. Offers a variety of transitions and effects. 

5. Suitable for school projects. 

6. Supports common video formats. 

Limitations 

1. Some features require payment. 

2. Advanced editing options are more limited than those in some professional applications. 

3. Requires adequate computer resources. 

4. Some export options and features may depend on the subscription plan. 

 

 

9.4 CapCut 
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CapCut is a digital video editing application developed by ByteDance. It is available on supported mobile 
devices, desktop computers and through a web-based editor. 

It is widely used for creating short videos, educational clips, social media content and promotional 
materials. 

Main Features of CapCut 

1. Video trimming: Enables users to remove unwanted footage. 

2. Split tool: Divides a video clip into smaller sections. 

3. Transitions: Allows users to apply effects between scenes. 

4. Text and captions: Supports titles, subtitles and other text elements. 

5. Audio editing: Enables addition of music, voice recordings and sound effects. 

6. Filters: Allows users to change the visual appearance of footage. 

7. Effects: Provides visual effects for enhancing videos. 

8. Speed control: Enables slow-motion and fast-motion effects. 

9. Chroma key: Allows removal of selected background colours in supported editing workflows. 

10. Exporting: Enables saving of completed videos in supported formats. 

Uses of CapCut 

 Editing short educational videos. 

 Producing school event highlights. 

 Creating social media advertisements. 

 Adding subtitles to interviews. 

 Creating tutorial videos. 

 Editing short documentaries. 

Advantages 

1. Has an accessible interface. 

2. Supports mobile editing. 

3. Provides many creative editing tools. 

4. Suitable for short-form video production. 

5. Offers text and caption tools. 

6. Supports quick editing workflows. 

Limitations 

1. Some advanced features require payment. 

2. Certain tools require an internet connection. 

3. Performance depends on the device. 

4. Some features may change or vary between versions. 

5. Users should check licensing and usage rights for music, templates and other included assets. 

9.5 Comparison of Adobe Premiere Pro, Filmora and CapCut 
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Feature Adobe Premiere Pro Filmora CapCut 

Main users Professional and 
advanced editors. 

Beginners and intermediate 
editors. 

Beginners and social 
media creators. 

Editing level Advanced. Intermediate. Basic to advanced 
features. 

Platforms Desktop computers. Desktop and supported 
mobile platforms. 

Mobile, desktop and web. 

Timeline 
editing 

Advanced multitrack 
editing. 

User-friendly timeline. Accessible timeline 
editing. 

Effects Extensive professional 
tools. 

Many templates and effects. Many creative effects and 
templates. 

Audio editing Advanced audio tools. Built-in audio tools. Built-in audio tools. 

Learning 
difficulty 

Relatively high. Moderate. Relatively easy to start. 

Cost Subscription-based. Free and paid options. Free and paid options. 

Note: Features, pricing and availability may change with software updates, regions and subscription 
plans. 

10.0 BASIC VIDEO EDITING TOOLS AND THEIR FUNCTIONS 

10.1 Selection Tool 

The selection tool is used to select and move video clips, audio tracks, images and other elements on 
the editing timeline. 

Functions: 

 Selecting clips. 

 Moving clips. 

 Rearranging scenes. 

 Selecting multiple editing elements. 

10.2 Trim Tool 

A trim tool is used to remove unwanted portions from the beginning or end of a video clip. 

Functions: 

 Removing unnecessary footage. 

 Adjusting clip duration. 

 Improving the flow of a video. 

 Removing mistakes. 
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10.3 Split Tool 

A split tool divides a video or audio clip into two or more separate sections. 

Functions: 

 Dividing long recordings. 

 Removing unwanted sections from the middle of a clip. 

 Rearranging video scenes. 

 Creating short clips from longer footage. 

10.4 Crop Tool 

The crop tool removes unwanted outer areas of a video frame. 

Functions: 

 Removing distracting objects around the edges. 

 Adjusting the composition. 

 Focusing attention on the subject. 

 Changing the visible framing of footage. 

10.5 Transition Tool 

A transition is an editing effect used to move from one video scene to another. 

Examples of Transitions 

1. Cut: Changes immediately from one shot to another. 

2. Fade-in: Gradually makes an image visible from a blank or dark screen. 

3. Fade-out: Gradually makes an image disappear. 

4. Dissolve: Gradually blends one image into another. 

5. Wipe: Replaces one image with another through a moving boundary. 

6. Slide: Moves one scene across the screen to reveal another. 

Importance of Transitions 

 Improve the flow of a video. 

 Connect different scenes. 

 Communicate changes in time or location. 

 Create artistic effects. 

 Improve presentation when used appropriately. 

10.6 Text and Title Tool 

This tool is used to insert written information into video footage. 

 

Examples 

 Video title. 

 Presenter name. 
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 School name. 

 Location. 

 Subtitles. 

 End credits. 

Importance 

1. Communicates important information. 

2. Identifies people and places. 

3. Helps viewers understand the video. 

4. Improves organisation. 

5. Supports accessibility through subtitles. 

10.7 Audio Editing Tool 

Audio editing tools are used to add, remove, adjust and improve sound in video productions. 

Functions 

1. Adjusting sound volume. 

2. Adding background music. 

3. Inserting narration. 

4. Removing unwanted noise using available tools. 

5. Synchronising sound with video. 

6. Applying audio fades. 

10.8 Colour Correction Tool 

Colour correction is the process of adjusting the colour and exposure of video footage to achieve 
accurate and consistent visual appearance. 

Functions 

 Correcting brightness. 

 Adjusting contrast. 

 Balancing colours. 

 Correcting white balance. 

 Improving consistency between shots. 

10.9 Export Tool 

The export tool is used to convert an edited project into a finished video file that can be played, stored 
or shared. 

 

Common Export Settings 

1. Resolution. 

2. Frame rate. 

3. File format. 
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4. Video quality. 

5. Audio settings. 

6. File size. 

11.0 VIDEO FILE FORMATS AND RESOLUTION 

11.1 Meaning of a Video File Format 

A video file format is a digital structure used to store video and, in many cases, audio information. 

Different formats support different levels of compression, quality and compatibility. 

Common Video File Formats 

Format Description 

MP4 Widely supported format suitable for sharing and storing videos. 

MOV Commonly associated with Apple media workflows. 

AVI A multimedia container format historically used on computers. 

MKV A flexible container that can hold multiple audio and subtitle tracks. 

WebM A format commonly used for web-based video. 

11.2 Video Resolution 

Video resolution refers to the number of pixels used to display a video image. 

Higher resolutions generally provide more image detail when the display and source support them. 

Common Video Resolutions 

1. 480p – Standard Definition (SD). 

2. 720p – High Definition (HD). 

3. 1080p – Full High Definition (Full HD). 

4. 1440p – Quad High Definition (QHD). 

5. 2160p – Ultra High Definition (4K). 

Importance of Video Resolution 

 Determines the level of visual detail. 

 Influences video file size. 

 Affects storage requirements. 

 Influences internet bandwidth requirements. 

 Helps determine the suitability of a video for different platforms. 

11.3 Frame Rate 

Frame rate refers to the number of individual video frames displayed every second. 

It is measured in frames per second (fps). 

 

Common frame rates 

 24 fps: Commonly associated with cinematic motion. 

 25 fps: Common in some television and video production systems. 

 30 fps: Common in online video and general video recording. 
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 50 fps and 60 fps: Useful for smoother motion and certain slow-motion workflows. 

 120 fps: Used for specialised high-frame-rate and slow-motion recording when supported. 

12.0 THE VIDEO PRODUCTION PROCESS 

Video production involves several stages that help ensure the final video communicates its intended 

message effectively. 

12.1 Pre-production 

Pre-production refers to the planning stage before actual video recording begins. 

Activities involved 

1. Identifying the purpose of the video. 

2. Selecting the topic. 

3. Identifying the target audience. 

4. Developing a script. 

5. Preparing a storyboard. 

6. Selecting the location. 

7. Identifying the equipment required. 

8. Arranging lighting equipment. 

9. Assigning production roles. 

10. Preparing a recording schedule. 

Example: Before producing a school video on environmental conservation, learners identify the 
message, write a script, select filming locations and prepare the equipment. 

12.2 Production 

Production is the stage where the actual video and audio footage are recorded. 

Activities involved 

1. Setting up the camera. 

2. Positioning the subject. 

3. Arranging lighting equipment. 

4. Checking the sound recording equipment. 

5. Adjusting camera settings. 

6. Recording different scenes. 

7. Monitoring image and sound quality. 

8. Repeating shots where necessary. 

9. Following the script or storyboard. 

10. Observing safety procedures. 

12.3 Post-production 

Post-production is the stage where recorded video footage is edited and prepared for presentation. 

Activities involved 
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1. Transferring recorded footage to a computer or editing device. 

2. Organising video files. 

3. Selecting the best clips. 

4. Trimming and splitting footage. 

5. Arranging scenes. 

6. Adding titles and captions. 

7. Adjusting lighting and colour. 

8. Editing sound. 

9. Adding suitable transitions. 

10. Exporting the completed video. 

11. Reviewing the final product. 

12. Saving and backing up the project. 
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13.0 HOW EDITING INFLUENCES THE IMPACT OF A MEDIA FORMAT 

Video editing has a significant influence on how audiences understand, interpret and respond to media 
content. 
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13.1 Influence on Storytelling 

Editing determines the order in which scenes are presented. 

 It creates a logical sequence of events. 

 It helps the audience follow the message. 

 It connects different scenes. 

 It removes unnecessary information. 

 It controls the pace of the story. 

13.2 Influence on Audience Engagement 

Editing makes video content interesting and easier to follow. 

 Appropriate transitions improve scene changes. 

 Captions help viewers understand the message. 

 Suitable background music creates interest. 

 Good pacing maintains attention. 

 Clear visuals improve communication. 

13.3 Influence on Emotions 

Editing can influence the emotions of an audience. 

 Music can create excitement or sadness. 

 Slow motion can emphasise an important moment. 

 Colour grading can create different moods. 

 Scene arrangement can create suspense. 

 Sound effects can increase dramatic impact. 

13.4 Influence on Information Delivery 

Editing helps present information in an organised way. 

 Titles identify important topics. 

 Captions communicate key points. 

 Graphics explain complex information. 

 Narration provides additional explanations. 

 Scene sequencing improves understanding. 

13.5 Influence on Professionalism 

Good editing improves the overall quality of media products. 

 Removes recording mistakes. 

 Improves sound and image quality. 

 Creates consistent presentation. 

 Maintains appropriate video duration. 

 Produces an organised final product. 
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14.0 CREATING A 3–5 MINUTE VIDEO USING LIGHTING TECHNIQUES 

14.1 Meaning of a Video Production Project 

A video production project is a planned activity in which learners use recording equipment, lighting 
techniques and editing software to produce a video for a specific purpose. 

In this sub-strand, learners are expected to create a video lasting between three and five minutes while 
applying appropriate lighting techniques. 

14.2 Suggested Video Project Topics 

Learners may select one of the following topics: 

1. Environmental conservation in our school. 

2. Importance of cleanliness and sanitation. 

3. Promoting peace and unity in our community. 

4. Importance of digital literacy. 

5. Road safety awareness. 

6. Effects of drug and substance abuse. 

7. Importance of agriculture in Kenya. 

8. Protecting water sources. 

9. Career opportunities in media technology. 

10. Responsible use of social media. 

11. School clubs and co-curricular activities. 

12. Preserving African cultural heritage. 

14.3 Requirements for the Project 

Equipment and materials 

 Smartphone or digital video camera. 

 Tripod. 

 LED light or another available light source. 

 Reflector board or white cardboard. 

 Diffuser. 

 Lighting stands where available. 

 Microphone or suitable audio recording device. 

 Computer or smartphone with editing software. 

 Headphones. 

 Memory card or other storage device. 

Human resources 

 Director. 

 Camera operator. 

 Lighting technician. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

 Presenter or actors. 

 Sound operator. 

 Video editor. 

One learner may perform more than one role depending on the group size. 

14.4 Steps for Creating the Video 

Step 1: Select a topic 

Choose a relevant topic that communicates a clear message to the intended audience. 

Step 2: Identify the purpose 

State what the video intends to achieve. 

For example, a video on environmental conservation may aim to encourage learners to plant trees and 
dispose of waste responsibly. 

Step 3: Identify the target audience 

Determine who should watch the video. 

Examples: 

 Primary school learners. 

 Junior school learners. 

 Senior school learners. 

 Teachers. 

 Parents. 

 Community members. 

Step 4: Write a script 

Prepare the words, dialogue and narration that will be used in the video. 

Step 5: Prepare a storyboard 

A storyboard is a sequence of drawings or descriptions showing how different scenes will appear in the 
final video. 

It helps learners plan camera shots, movements, subjects and scene arrangements. 

Step 6: Identify the filming location 

Select a safe location with suitable lighting and minimal background noise. 

Step 7: Prepare lighting equipment 

Select appropriate lighting equipment and accessories. 

Step 8: Apply lighting techniques 

Use one or more of the following: 

 Three-point lighting. 

 Flat lighting. 

 Bounce lighting. 

Step 9: Record the footage 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Record different scenes according to the script and storyboard. 

Step 10: Review recorded footage 

Check whether the video is clear, properly illuminated and audible. 

Step 11: Edit the video 

Use Adobe Premiere Pro, Filmora or CapCut to: 

 Remove unwanted footage. 

 Arrange scenes. 

 Add titles. 

 Add captions. 

 Improve colour and brightness. 

 Adjust audio. 

 Add suitable transitions. 

Step 12: Export the final video 

Save the completed video using appropriate resolution and file format settings. 

Step 13: Conduct peer review 

Present the video to other learners and collect feedback. 

Step 14: Improve the video 

Make corrections based on feedback. 

Step 15: Save the completed work 

Store the final video and relevant project materials in a digital portfolio. 

14.5 Suggested Structure of a 3–5 Minute Video 

Section Suggested duration Content 

Introduction 30 seconds Title and introduction of the topic. 

Presentation 1 minute Explanation of the subject. 

Demonstration 1–2 minutes Practical activities and examples. 

Conclusion 30–60 seconds Summary and final message. 

The duration should be adjusted to produce a complete video lasting between three and five minutes. 

 

 

 

15.0 EVALUATION OF VIDEO EDITING TECHNOLOGIES 

15.1 Meaning of Evaluation 
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Evaluation is the process of examining and judging the quality, effectiveness, suitability and 
performance of video editing technologies. 

It helps video producers select appropriate software according to their needs, skills, budget and 
available equipment. 

15.2 Factors to Consider When Evaluating Video Editing Software 

1. Ease of use: Determine whether the software is easy to understand and operate. 

2. Cost: Consider whether it is free, subscription-based or requires a licence. 

3. Editing features: Examine the available cutting, trimming, transition and effects tools. 

4. Compatibility: Determine whether the software works with available devices and operating 
systems. 

5. Performance: Examine how efficiently it processes and edits video footage. 

6. Export quality: Check whether it supports the required video resolutions and formats. 

7. Audio capabilities: Examine the tools available for sound editing. 

8. Storage requirements: Consider the space required for software and project files. 

9. Technical support: Determine whether tutorials, guides and customer support are available. 

10. Security and privacy: Consider how the software handles user files and online content. 

11. Collaboration: Examine whether it supports sharing and teamwork. 

12. Accessibility: Consider whether learners with different abilities can use the software effectively. 

15.3 Selecting Appropriate Editing Software for Different Tasks 

Task Suitable software Reason 

Short school video CapCut Accessible editing tools. 

Beginner educational video Filmora User-friendly interface. 

Professional documentary Adobe Premiere Pro Advanced editing features. 

Social media content CapCut Suitable for short-form content. 

Complex multitrack production Adobe Premiere Pro Advanced timeline capabilities. 

Simple classroom presentation Filmora or CapCut Convenient editing workflows. 

The most suitable software depends on the production requirements and available resources rather than 
the popularity of the application. 

 

 

16.0 DIGITAL PORTFOLIO IN MEDIA TECHNOLOGY 

16.1 Meaning of a Digital Portfolio 
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A digital portfolio is an organised electronic collection of a learner's work, projects, achievements, skills 
and evidence of learning. 

In Media Technology, learners use digital portfolios to store their completed videos, scripts, storyboards, 
editing projects and reflections. 

16.2 Contents of a Digital Video Production Portfolio 

A learner's portfolio may contain: 

1. Project title. 

2. Project objectives. 

3. Research notes. 

4. Video production script. 

5. Storyboard. 

6. Photographs of the production process. 

7. Lighting arrangement diagrams. 

8. Raw video footage. 

9. Edited video. 

10. Audio recordings. 

11. Editing project files. 

12. Peer-review feedback. 

13. Self-assessment. 

14. Final reflection. 

16.3 Importance of a Digital Portfolio 

1. Stores learning evidence: Keeps records of completed learning activities. 

2. Shows creativity: Demonstrates the learner's ability to develop original media content. 

3. Tracks progress: Makes it possible to compare earlier and later work. 

4. Supports assessment: Provides evidence for teachers to assess acquired competencies. 

5. Encourages reflection: Helps learners identify their strengths and areas for improvement. 

6. Promotes organisation: Encourages systematic storage of digital materials. 

7. Supports future opportunities: Learners can use suitable portfolio work to demonstrate skills 
when applying for training or employment. 

8. Promotes digital literacy: Develops skills in storing, retrieving and managing digital information. 

16.4 Guidelines for Managing a Digital Portfolio 

 Use clear folder names. 

 Organise work according to projects. 

 Include dates of production. 

 Save files using meaningful filenames. 

 Maintain backup copies. 
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 Use appropriate file formats. 

 Protect personal information. 

 Obtain consent before sharing videos showing other people. 

 Respect copyright and intellectual property. 

 Keep the portfolio updated. 

Example of a Digital Portfolio Folder Structure 

 

17.0 PEER REVIEW AND SELF-ASSESSMENT IN VIDEO PRODUCTION 

17.1 Meaning of Peer Review 

Peer review is the process through which learners examine one another's completed work and provide 
constructive feedback for improvement. 

In digital video production, learners showcase their videos to classmates who assess the quality of the 
content and provide suggestions. 

17.2 Importance of Peer Review 

1. Encourages teamwork. 

2. Improves communication skills. 

3. Promotes critical thinking. 

4. Helps identify weaknesses in video production. 

5. Encourages creativity. 
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6. Builds confidence in presenting work. 

7. Provides opportunities to learn from others. 

8. Improves the quality of final media products. 

17.3 Areas to Assess During Peer Review 

Assessment area What to examine 

Content Is the message relevant and accurate? 

Lighting Is the subject clearly illuminated? 

Camera work Are the shots stable and well framed? 

Sound Is the audio clear and audible? 

Editing Are scenes arranged logically? 

Transitions Are scene changes appropriate? 

Creativity Is the video interesting and original? 

Duration Does it last 3–5 minutes? 

Presentation Does it communicate the intended message? 

Safety and ethics Were safety, privacy and copyright respected? 

17.4 Meaning of Self-Assessment 

Self-assessment is the process through which learners examine their own work to identify what they did 
well and what they need to improve. 

Questions for self-assessment 

1. Did I achieve the purpose of my video? 

2. Did I use appropriate lighting equipment? 

3. Did I apply the selected lighting techniques correctly? 

4. Is the video clear and well illuminated? 

5. Is the audio audible? 

6. Did I use editing software effectively? 

7. Does the final video communicate the intended message? 

8. Did I observe safety procedures? 

9. Did I save the work in my digital portfolio? 

10. What would I improve in my next production? 

18.0 ETHICAL AND RESPONSIBLE VIDEO PRODUCTION 

Ethical video production involves observing moral, legal and professional standards when recording, 

editing, storing and sharing video content. 

Important ethical considerations 

1. Consent: Obtain permission before recording identifiable people, particularly where required. 

2. Privacy: Avoid sharing personal information without authorisation. 

3. Copyright: Obtain permission or use properly licensed music, images and video clips. 

4. Accuracy: Avoid editing footage in a way that deliberately misrepresents information. 

5. Respect: Avoid content that humiliates, discriminates against or harms others. 

6. Child protection: Follow school safeguarding procedures when recording learners. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

7. Responsible sharing: Share videos through appropriate platforms and with authorised audiences. 

8. Digital security: Protect files against unauthorised access. 

9. Cultural sensitivity: Respect different cultures, beliefs and community values. 

10. Honesty: Clearly distinguish genuine recordings from staged or manipulated scenes where this 

matters. 

19.0 CAREER OPPORTUNITIES IN DIGITAL VIDEO PRODUCTION 

Knowledge and skills in digital video production can lead to various career and entrepreneurship 
opportunities. 

1. Video editor: Edits and arranges recorded video footage. 

2. Videographer: Records video content for different purposes. 

3. Cinematographer: Manages the visual appearance and camera work of a production. 

4. Lighting technician: Sets up and controls lighting equipment. 

5. Film director: Guides the artistic and creative direction of a film. 

6. Camera operator: Operates video cameras during recording. 

7. Content creator: Produces digital content for online audiences. 

8. Documentary producer: Develops and produces documentary programmes. 

9. Media educator: Trains learners in media production skills. 

10. Social media manager: Develops and manages video-based online content. 

11. Broadcasting technician: Supports television and broadcasting production. 

12. Entrepreneur: Establishes a video production or digital media business. 

Entrepreneurship opportunities in Kenya 

 Producing school event videos. 

 Recording weddings and cultural ceremonies. 

 Creating educational content for schools. 

 Producing promotional videos for local businesses. 

 Editing videos for online creators. 

 Producing community awareness programmes. 

 Offering video production training services. 

 

 

 

 

 

GRADE 11 MEDIA TECHNOLOGY 

REVISION QUESTIONS 

STRAND: MEDIA PRODUCTION 
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TOPIC: LIGHTING AND VIDEO EDITING 

TOTAL MARKS: 80 

 Section A: Multiple-Choice Questions – 30 Marks 

 Section B: Structured Questions – 50 Marks 

SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 

Instructions: Answer all questions. Each question carries one mark. Choose the correct answer from the 
alternatives A, B, C and D. 

1. What is lighting in digital video production? 

A. The process of recording sound 

B. The use and control of light to illuminate subjects 

C. The process of editing video clips 

D. The arrangement of video files 

2. Which of the following is a natural source of light? 

A. LED panel 

B. Fresnel light 

C. Sunlight 
D. Ring light 

3. Which of the following is an advantage of natural lighting? 

A. It requires expensive equipment 

B. It is freely available during daylight 

C. It is always constant 
D. It can only be used indoors 

4. Which lighting equipment uses light-emitting diodes? 

A. HMI 

B. Fresnel 

C. LED 
D. Tungsten 

5. One major advantage of LED lights is that they: 

A. Produce excessive heat 

B. Consume less electrical power 

C. Cannot be adjusted 
D. Can only be used outdoors 

6. HMI lights are commonly used in professional video production because they: 

A. Produce powerful daylight-like illumination 

B. Record sound 

C. Edit video footage 
D. Store digital files 

7. What is the main function of a Fresnel lens in a Fresnel light? 

A. To record sound 

B. To control the light beam 

C. To store video footage 
D. To change video resolution 

8. Which accessory is used to change the colour of light? 
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A. Tripod 

B. Gel 

C. Microphone 
D. Memory card 

9. What is the main function of a diffuser? 

A. To increase video duration 

B. To soften light and reduce harsh shadows 

C. To record audio 
D. To increase camera resolution 

10. Which equipment is used to support lighting fixtures? 

A. Lighting stand 

B. Headphones 

C. Memory card 
D. Microphone 

11. A silver reflector is mainly used to: 

A. Record sound 

B. Reflect strong light towards a subject 

C. Edit video footage 
D. Reduce video resolution 

12. Which of the following is NOT a component of three-point lighting? 

A. Key light 

B. Fill light 

C. Back light 
D. Ring light 

13. What is the main function of the key light? 

A. To provide the main illumination 

B. To record background sound 

C. To remove video clips 
D. To create subtitles 

14. The fill light is used to: 

A. Create video transitions 

B. Reduce shadows produced by the key light 

C. Record sound 
D. Change the camera lens 

15. What is the main function of a back light? 

A. To illuminate the background only 

B. To separate the subject from the background 

C. To record dialogue 
D. To increase video file size 

16. Which lighting technique produces minimal shadows and even illumination? 

A. Bounce lighting 

B. Flat lighting 

C. Dramatic lighting 
D. Backlighting 

17. Bounce lighting involves: 
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A. Directing light towards a reflective surface 

B. Recording without a camera 

C. Switching off all lights 
D. Editing recorded footage 

18. Which of the following can be used as a bounce surface? 

A. White wall 

B. Black cloth 

C. Memory card 
D. Microphone stand 

19. What is video editing? 

A. The process of recording only 

B. The process of arranging and modifying video and audio materials 

C. The process of constructing a studio 
D. The process of charging a camera 

20. Which of the following is a professional video editing application developed by Adobe? 

A. Microsoft Excel 

B. Adobe Premiere Pro 

C. Microsoft Word 
D. Adobe Reader 

21. Which software is commonly used by beginners for video editing? 

A. Filmora 

B. Microsoft Access 

C. Calculator 
D. Notepad 

22. CapCut is particularly popular for: 

A. Designing buildings 

B. Creating and editing digital videos 

C. Preparing spreadsheets 
D. Printing examination papers 

23. Which editing tool is used to divide a video clip into smaller sections? 

A. Crop tool 

B. Split tool 

C. Export tool 
D. Zoom tool 

24. Which editing tool removes unwanted portions from the beginning or end of a clip? 

A. Trim tool 

B. Selection tool 

C. Audio tool 
D. Text tool 

25. What is the main purpose of adding transitions? 

A. To connect scenes smoothly 

B. To increase camera weight 

C. To record sound 
D. To charge a battery 

26. What does video resolution refer to? 
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A. The number of pixels forming a video image 

B. The length of a microphone cable 

C. The number of lighting stands 
D. The volume of background music 

27. Which of the following is a widely supported video file format? 

A. DOCX 

B. XLSX 

C. MP4 
D. PPTX 

28. What is a storyboard? 

A. A collection of sound effects 

B. A sequence of drawings or descriptions showing planned video scenes 

C. A type of lighting equipment 
D. A video editing application 

29. Which stage involves editing recorded footage? 

A. Pre-production 

B. Production 

C. Post-production 
D. Distribution planning only 

30. What is the main purpose of a digital portfolio? 

A. To delete recorded videos 

B. To store and organise evidence of learning and completed work 

C. To increase lighting intensity 
D. To replace video editing software 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

Instructions: Answer all questions. Write your answers clearly and give relevant examples where 
necessary. 

QUESTION 1: TYPES OF LIGHT (8 MARKS) 

a) Define the term lighting as used in digital video production. (2 marks) 

b) Identify two main types of light used in digital video production. (2 marks) 

c) Explain two advantages of using natural light when recording videos. (2 marks) 

d) State two limitations of artificial lighting in video production. (2 marks) 

QUESTION 2: LIGHTING EQUIPMENT AND ACCESSORIES (8 MARKS) 

a) Explain the meaning of lighting equipment. (2 marks) 

b) Describe the functions of the following lighting equipment: (3 marks) 

i. LED lights. 

ii. HMI lights. 

iii. Fresnel lights. 

c) Explain three functions of lighting accessories used in digital video production. (3 marks) 

QUESTION 3: LIGHTING TECHNIQUES (8 MARKS) 

a) What is meant by three-point lighting? (2 marks) 
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b) Explain the functions of the following lights in three-point lighting: (3 marks) 

i. Key light. 

ii. Fill light. 

iii. Back light. 

c) Differentiate between flat lighting and bounce lighting. (2 marks) 

d) State one advantage of using three-point lighting in an interview. (1 mark) 

QUESTION 4: VIDEO EDITING TECHNOLOGIES (8 MARKS) 

a) Define video editing. (2 marks) 

b) Name three video editing applications used in digital video production. (3 marks) 

c) Explain three factors that should be considered when selecting video editing software. (3 marks) 

QUESTION 5: VIDEO PRODUCTION PROCESS (9 MARKS) 

a) Explain the meaning of each of the following stages of video production: (3 marks) 

i. Pre-production. 

ii. Production. 

iii. Post-production. 

b) Outline four activities carried out during video editing. (4 marks) 

c) State two reasons why a storyboard is important when producing a video. (2 marks) 

QUESTION 6: PRACTICAL VIDEO PRODUCTION AND DIGITAL PORTFOLIO (9 MARKS) 

A group of Grade 11 learners has been assigned to produce a three-to-five-minute educational video on 
environmental conservation in their school. 

a) State three pieces of equipment or materials they would require when producing the video. (3 marks) 

b) Explain two lighting techniques they could use when recording the video. (2 marks) 

c) Identify two activities they should carry out when reviewing their completed video with classmates. 
(2 marks) 

d) State two items they should save in their digital portfolio as evidence of the project. (2 marks) 

 

 

 

MARKING SCHEME 

SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 

Each correct answer carries 1 mark. 

Question Answer Question Answer 

1 B 16 B 

2 C 17 A 

3 B 18 A 
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4 C 19 B 

5 B 20 B 

6 A 21 A 

7 B 22 B 

8 B 23 B 

9 B 24 A 

10 A 25 A 

11 B 26 A 

12 D 27 C 

13 A 28 B 

14 B 29 C 

15 B 30 B 

SECTION A: 30 MARKS 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

QUESTION 1: TYPES OF LIGHT (8 MARKS) 

a) Define the term lighting as used in digital video production. (2 marks) 

Lighting is the process of providing, arranging and controlling light during video recording to illuminate 
subjects and scenes clearly and create the desired visual effects. (2 marks) 

b) Identify two main types of light used in digital video production. (2 marks) 

1. Natural light. (1 mark) 

2. Artificial light. (1 mark) 

c) Explain two advantages of using natural light when recording videos. (2 marks) 

1. Low cost: Natural light is freely available from the sun, reducing the need to purchase lighting 
equipment. (1 mark) 

2. Natural appearance: It provides natural-looking illumination that makes subjects appear realistic. (1 
mark) 

Other acceptable answers: 

 It is readily available during daylight. 

 It can illuminate large outdoor areas. 

 It reduces electricity consumption. 

d) State two limitations of artificial lighting in video production. (2 marks) 

1. It may require expensive lighting equipment. (1 mark) 

2. It consumes electrical power. (1 mark) 

Other acceptable answers: 

 Some lighting equipment produces excessive heat. 

 It requires technical skills to operate. 
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 It may require additional accessories and stands. 

 It may need regular maintenance. 

TOTAL: 8 MARKS 

QUESTION 2: LIGHTING EQUIPMENT AND ACCESSORIES (8 MARKS) 

a) Explain the meaning of lighting equipment. (2 marks) 

Lighting equipment refers to devices and tools used to produce, control, modify and direct light during 
video production to achieve the required illumination. (2 marks) 

b) Describe the functions of the following lighting equipment. (3 marks) 

i. LED lights (1 mark) 

They use light-emitting diodes to produce illumination. They are energy-efficient, produce relatively 
little heat and can be adjusted to achieve different lighting effects. 

ii. HMI lights (1 mark) 

They produce powerful daylight-balanced illumination and are commonly used in professional video 
production, particularly for outdoor scenes and large production areas. 

iii. Fresnel lights (1 mark) 

They use a Fresnel lens to produce a controllable beam of light. The beam can be adjusted from a 
narrow spotlight to a wider floodlight. 

c) Explain three functions of lighting accessories used in digital video production. (3 marks) 

1. Diffuser: Softens harsh light and reduces strong shadows on subjects. (1 mark) 

2. Reflector: Redirects existing light towards a subject to improve illumination. (1 mark) 

3. Lighting gel: Changes the colour of light to create different visual effects. (1 mark) 

Other acceptable answers: 

 Lighting stand: Supports lighting equipment at the required height. 

 Softbox: Produces soft and evenly distributed light. 

 Barn doors: Help control the direction and spread of light. 

 Light clamps: Secure lighting accessories and fixtures. 

TOTAL: 8 MARKS 

 

QUESTION 3: LIGHTING TECHNIQUES (8 MARKS) 

a) What is meant by three-point lighting? (2 marks) 

Three-point lighting is a lighting technique that uses three main light sources, namely key light, fill light 
and back light, to illuminate a subject effectively. (2 marks) 

b) Explain the functions of the following lights in three-point lighting. (3 marks) 

i. Key light (1 mark) 

It is the main source of illumination directed towards the subject. It determines the overall lighting and 
appearance of the subject. 

ii. Fill light (1 mark) 
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It reduces harsh shadows created by the key light and provides balanced illumination on the subject. 

iii. Back light (1 mark) 

It illuminates the subject from behind, helping separate the subject from the background and creating 
depth. 

c) Differentiate between flat lighting and bounce lighting. (2 marks) 

 Flat lighting: A lighting technique that produces even illumination with minimal shadows and little 
contrast across the subject. (1 mark) 

 Bounce lighting: A technique in which light is directed towards a reflective surface, such as a 

white wall or reflector, before reaching the subject. This produces softer and more natural-
looking illumination. (1 mark) 

d) State one advantage of using three-point lighting in an interview. (1 mark) 

 It makes the interviewee clearly visible. 

 It reduces harsh shadows on the interviewee's face. 

 It separates the interviewee from the background. 

 It creates a professional appearance. 

(Any one × 1 = 1 mark) 

TOTAL: 8 MARKS 

QUESTION 4: VIDEO EDITING TECHNOLOGIES (8 MARKS) 

a) Define video editing. (2 marks) 

Video editing is the process of selecting, arranging, modifying and combining recorded video clips, 
audio, images and other elements to produce a complete and meaningful media product. (2 marks) 

b) Name three video editing applications used in digital video production. (3 marks) 

1. Adobe Premiere Pro. (1 mark) 

2. Filmora. (1 mark) 

3. CapCut. (1 mark) 

Other acceptable answers: 

 DaVinci Resolve. 

 Final Cut Pro. 

 iMovie. 

 Adobe Premiere Rush. 

c) Explain three factors that should be considered when selecting video editing software. (3 marks) 

1. Cost: The software should be affordable and within the available budget. (1 mark) 

2. Ease of use: It should have an interface and tools that users can understand and operate easily. (1 
mark) 

3. System compatibility: It should be compatible with the computer or device operating system and 
hardware specifications. (1 mark) 

Other acceptable answers: 
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 Available editing features. 

 Supported video file formats. 

 Export quality and resolution. 

 Availability of technical support. 

 Storage and processing requirements. 

TOTAL: 8 MARKS 

QUESTION 5: VIDEO PRODUCTION PROCESS (9 MARKS) 

a) Explain the meaning of each of the following stages of video production. (3 marks) 

i. Pre-production (1 mark) 

This is the planning stage of video production, where activities such as research, scripting, budgeting, 
storyboarding, location selection and preparation of equipment are carried out. 

ii. Production (1 mark) 

This is the stage where actual video and audio recording takes place using cameras, microphones, 
lighting equipment and other production tools. 

iii. Post-production (1 mark) 

This is the stage where recorded materials are edited, sound is improved, effects and titles are added, 
and the final video is exported. 

b) Outline four activities carried out during video editing. (4 marks) 

1. Trimming clips: Removing unwanted sections from the beginning or end of video clips. (1 mark) 

2. Splitting clips: Dividing video footage into smaller sections for easier arrangement. (1 mark) 

3. Adding transitions: Creating smooth connections between different scenes. (1 mark) 

4. Adding audio: Including background music, sound effects or voice-overs. (1 mark) 

Other acceptable answers: 

 Adding titles and subtitles. 

 Colour correction. 

 Adjusting audio volume. 

 Adding visual effects. 

 Arranging clips on the timeline. 

 Exporting the completed video. 

c) State two reasons why a storyboard is important when producing a video. (2 marks) 

1. It helps visualise and organise scenes before recording begins. (1 mark) 

2. It guides camera operators and production crew on the shots required. (1 mark) 

Other acceptable answers: 

 It saves production time. 

 It helps maintain the sequence of events. 

 It improves communication among production team members. 
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 It helps identify required props and locations. 

TOTAL: 9 MARKS 

QUESTION 6: PRACTICAL VIDEO PRODUCTION AND DIGITAL PORTFOLIO (9 MARKS) 

a) State three pieces of equipment or materials they would require when producing the video. (3 marks) 

1. Video camera or smartphone. (1 mark) 

2. Microphone. (1 mark) 

3. Tripod. (1 mark) 

Other acceptable answers: 

 Lighting equipment. 

 Reflectors. 

 Computer. 

 Memory card. 

 Video editing software. 

 Headphones. 

 Lighting stands. 

(Any three × 1 = 3 marks) 

b) Explain two lighting techniques they could use when recording the video. (2 marks) 

1. Three-point lighting: Using key, fill and back lights to illuminate the subject clearly and create depth. 

(1 mark) 

2. Bounce lighting: Directing light towards a reflective surface before it reaches the subject to produce 
softer illumination. (1 mark) 

Other acceptable answers: 

 Flat lighting. 

 Natural lighting. 

 Backlighting. 

 Side lighting. 

(Any two × 1 = 2 marks) 

c) Identify two activities they should carry out when reviewing their completed video with classmates. 
(2 marks) 

1. Assess the quality of video and audio recordings. (1 mark) 

2. Collect feedback and suggestions for improving the video. (1 mark) 

Other acceptable answers: 

 Check whether the video communicates the intended message. 

 Identify editing errors. 

 Evaluate lighting and camera shots. 

 Assess the sequence of scenes. 
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 Check whether the video meets the project objectives. 

(Any two × 1 = 2 marks) 

d) State two items they should save in their digital portfolio as evidence of the project. (2 marks) 

1. The video script. (1 mark) 

2. The final edited video. (1 mark) 

Other acceptable answers: 

 Research notes. 

 Storyboard. 

 Raw video footage. 

 Lighting photographs. 

 Editing project files. 

 Peer review forms. 

 Learner reflections. 

 Production photographs. 

(Any two × 1 = 2 marks) 

 

 

 

 

 

 

 

 

 

 

STRAND 13: MEDIA COMPONENTS 

SUB-STRAND 2.3: AUDIO PRODUCTION 

1.0 INTRODUCTION TO AUDIO PRODUCTION 

1.1 Meaning of Audio Production 

Audio production refers to the process of creating, recording, editing, mixing and preparing sound for 
use in different media formats. 

It involves using microphones, audio interfaces, mixers, recording devices, speakers and software to 
capture and manipulate sound. 

Audio production helps media creators communicate information, tell stories, entertain audiences and 
preserve important events through sound. 

Examples of audio production in Kenya include: 
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1. Recording radio programmes at radio stations. 

2. Producing announcements for schools and public events. 

3. Recording interviews for television news. 

4. Creating podcasts on education, agriculture and entrepreneurship. 

5. Recording music in studios. 

6. Producing sound for documentaries and films. 

7. Recording narration for educational videos. 

8. Producing advertisements for radio and social media. 

9. Recording speeches during school functions. 

10. Creating audio learning materials for learners. 

1.2 Importance of Audio Production 

Audio production is important because it: 

1. Enhances communication: Enables information to be communicated through spoken words, 
music and other sounds. 

2. Improves media quality: Clear sound makes videos, films, documentaries and broadcasts more 
professional. 

3. Preserves information: Audio recordings preserve speeches, interviews, discussions and historical 
events. 

4. Supports education: Teachers can prepare recorded lessons, revision materials and learning 
podcasts. 

5. Promotes entertainment: Supports the production of music, radio dramas, films and podcasts. 

6. Supports businesses: Businesses use recorded advertisements to promote products and services. 

7. Improves accessibility: Audio materials support people who may have difficulties reading printed 
information. 

8. Creates employment: Provides opportunities for sound engineers, radio presenters, podcast 
producers and audio editors. 

 

1.3 Important Audio Production Terminologies 

Term Meaning 

Audio Sound that can be heard or recorded. 

Recording Capturing sound using an electronic device. 

Microphone A device that converts sound waves into electrical signals. 

Audio signal An electrical or digital representation of sound. 
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Mixer A device used to combine and control different audio signals. 

Speaker A device that converts electrical audio signals into audible sound. 

Headphones Devices worn over or inside the ears to monitor sound. 

Audio 
interface 

A device that connects microphones and other audio equipment to a computer. 

Gain The amount of amplification applied to an incoming audio signal. 

Volume The perceived loudness of sound. 

Monitoring Listening to audio during recording or mixing to check its quality. 

Mixing Combining and adjusting different audio tracks or signals. 

Noise Unwanted sound that interferes with the intended recording. 

Feedback An unwanted sound loop that occurs when amplified sound from a speaker re-enters 
a microphone. 

2.0 MICROPHONE SETUP IN AUDIO PRODUCTION 

2.1 Meaning of a Microphone 

A microphone is an electronic transducer that converts sound waves in the air into electrical signals that 
can be recorded, processed, amplified or transmitted. 

A microphone captures sound produced by people, musical instruments, machines and the surrounding 
environment. 

For example, when a radio presenter speaks into a microphone, the microphone captures the voice and 
converts it into an audio signal that can be sent to a mixer or recording device. 

 

 

 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

2.2 Main Parts of a Microphone 

Most microphones contain the following parts: 

1. Microphone capsule 

 This is the main component that detects sound waves. 

 It contains a diaphragm that vibrates when sound waves strike it. 

 The vibrations are converted into an electrical signal. 

2. Diaphragm 

 A thin material that moves in response to sound pressure. 

 It vibrates when a person speaks or when an instrument produces sound. 

 Its movement helps generate the electrical audio signal. 

3. Microphone body 

 The outer casing that protects the internal components. 

 It provides a surface for holding or mounting the microphone. 

4. Connector 

 The part used to connect the microphone to other audio equipment. 

 Examples include XLR and USB connectors. 

5. Grille 

 A protective mesh covering the microphone capsule. 

 It protects the capsule from physical damage, dust and direct contact. 

 It may also help reduce wind and breath noise. 

6. Output circuit 

 Carries the electrical signal from the microphone to the connected equipment. 

2.3 Types of Microphones Used in Audio Production 

Microphones are classified according to how they operate and the sound-capturing patterns they use. 

A. Dynamic Microphone 

A dynamic microphone converts sound into an electrical signal through electromagnetic induction. 

Characteristics: 

1. It is generally strong and durable. 

2. It can handle loud sounds. 

3. Most models do not require external phantom power. 

4. It is suitable for live performances. 

5. It is commonly used for speeches and public announcements. 

6. It is generally less sensitive to quiet sounds than many condenser microphones. 

Uses: 

 Public address systems. 
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 Live music performances. 

 School assemblies. 

 Radio interviews. 

 Outdoor reporting. 

 

B. Condenser Microphone 

A condenser microphone uses a capacitor-based system to convert sound vibrations into electrical 
signals. 

Characteristics: 

1. It is highly sensitive to sound. 

2. It captures detailed audio. 

3. Many models require phantom power, commonly 48 volts. 

4. It is suitable for controlled recording environments. 

5. It can capture subtle differences in voice and musical instruments. 

6. It may pick up unwanted background noise if used in a noisy environment. 

Uses: 

 Professional recording studios. 

 Podcast production. 

 Voice-over recording. 

 Musical instrument recording. 

 Film dialogue recording. 

 

C. Lavalier Microphone 

A lavalier microphone is a small microphone designed to be clipped onto a person's clothing. 
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Characteristics: 

1. It is small and lightweight. 

2. It can be attached to a shirt, jacket or dress. 

3. It allows the speaker to move freely. 

4. It is commonly used in television and video production. 

5. It may be connected using a cable or wireless transmitter. 

Uses: 

 Television interviews. 

 Documentary production. 

 Classroom video lessons. 

 Presentations. 

 News reporting. 

 

D. Shotgun Microphone 

A shotgun microphone is a highly directional microphone designed to capture sound mainly from the 
direction it is pointed towards. 

Characteristics: 

1. It has a long, narrow design in many models. 

2. It focuses on sound from a particular direction. 

3. It helps reduce sounds arriving from the sides. 

4. It is often mounted on a boom pole or camera. 

5. It is useful when the microphone cannot be placed close to the speaker. 

Uses: 

 Film production. 

 Television production. 

 Outdoor interviews. 

 Wildlife documentaries. 

 Video recording. 
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E. USB Microphone 

A USB microphone is a microphone that connects directly to a computer or compatible device through a 
USB connection. 

Characteristics: 

1. It has a built-in digital audio conversion system in most models. 

2. It connects directly to compatible computers. 

3. It is easy to set up. 

4. It is suitable for beginners. 

5. It may have built-in volume or mute controls. 

Uses: 

 Online meetings. 

 Podcast recording. 

 Online teaching. 

 Voice-over production. 

 Digital content creation. 
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2.4 Comparison of Microphone Types 

Microphone Main characteristic Common application 

Dynamic Durable and handles loud sounds Live performances 

Condenser Sensitive and detailed Studio recording 

Lavalier Small and clips onto clothing Interviews 

Shotgun Directional sound capture Film production 

USB Connects digitally through USB Podcasts and online lessons 

3.0 MICROPHONE POLAR PATTERNS 

3.1 Meaning of a Microphone Polar Pattern 

A microphone polar pattern refers to the direction from which a microphone is most sensitive to 
incoming sound. 

It determines how well a microphone captures sound from the front, back and sides. 

Choosing the correct polar pattern helps a media producer capture the intended sound while reducing 
unwanted background noise. 

3.2 Common Microphone Polar Patterns 

A. Omnidirectional Pattern 

An omnidirectional microphone captures sound from all directions. 
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Characteristics: 

1. It picks up sound from the front, back and sides. 

2. It is suitable for recording group discussions. 

3. It can capture natural environmental sound. 

4. It is useful when several speakers are positioned around one microphone. 

5. It may capture unwanted background noise. 

Examples of use: 

 Group discussions. 

 Environmental recordings. 

 Round-table interviews. 

 Recording natural sound in a classroom. 

 

B. Cardioid Pattern 

A cardioid microphone mainly captures sound from the front while reducing sound from the rear. 

Characteristics: 

1. It has a heart-shaped pickup pattern. 

2. It is sensitive to sound coming from the front. 

3. It reduces sound arriving from behind. 

4. It is useful for individual speakers. 

5. It helps reduce unwanted background sounds behind the microphone. 

Examples of use: 

 Radio presentation. 

 Podcast recording. 

 Public speaking. 

 Vocal recording. 
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C. Bidirectional Pattern 

A bidirectional microphone captures sound mainly from the front and back while reducing sound from 
the sides. 

Characteristics: 

1. It captures sound from two opposite directions. 

2. It is suitable for two people facing each other. 

3. It reduces sounds coming from the sides. 

4. It is useful for certain interview arrangements. 

Examples of use: 

 Face-to-face interviews. 

 Two-person podcast recording. 

 Radio discussions. 

 

D. Supercardioid Pattern 

A supercardioid microphone has a narrow forward pickup area and a smaller rear pickup area. 
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Characteristics: 

1. It focuses on sound from the front. 

2. It rejects much of the sound arriving from the sides. 

3. It has some sensitivity directly behind it. 

4. It is useful in environments where sound isolation is important. 

Examples of use: 

 Film dialogue recording. 

 Stage performances. 

 Video production. 

3.3 Factors to Consider When Choosing a Microphone 

1. Purpose of recording: A microphone for a podcast may differ from one used for outdoor film 

production. 

2. Recording environment: A quiet studio requires different equipment from a noisy outdoor 
environment. 

3. Number of speakers: Group discussions may require multiple microphones or an omnidirectional 
microphone. 

4. Mobility: Presenters who move around may require wireless lavalier microphones. 

5. Budget: Equipment should match the available financial resources. 

6. Compatibility: The microphone must connect properly to the available recording equipment. 

7. Sound quality: The microphone should capture clear and accurate sound. 

8. Durability: Equipment used outdoors should withstand handling and environmental conditions. 

4.0 MICROPHONE PLACEMENT AND SETUP 

4.1 Meaning of Microphone Placement 

Microphone placement refers to positioning a microphone at an appropriate location, distance and angle 
to capture sound clearly and accurately. 

Proper microphone placement is important because even a high-quality microphone may produce poor 
recordings when positioned incorrectly. 

4.2 Importance of Proper Microphone Placement 

1. Improves sound clarity: Correct placement enables the microphone to capture the speaker's 
voice clearly. 

2. Reduces background noise: Appropriate positioning reduces the pickup of unwanted sounds. 

3. Prevents distortion: Keeping the microphone at a suitable distance reduces excessively loud 

sound levels. 

4. Reduces unwanted breath sounds: Positioning the microphone slightly away from direct airflow 
helps reduce popping sounds. 

5. Improves recording consistency: Maintaining a suitable distance ensures consistent audio levels. 

6. Reduces echo: Appropriate positioning in a treated room helps minimise reflected sound. 
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7. Improves audience understanding: Clear speech makes recorded information easier to 
understand. 

8. Saves production time: Correct placement reduces the need for extensive editing. 

4.3 Factors to Consider When Positioning a Microphone 

A. Distance from the Sound Source 

 A microphone should be placed at an appropriate distance from the speaker or instrument. 

 Placing it too far away may result in weak sound and excessive background noise. 

 Placing it too close may produce excessive bass, breath noise or distortion. 

 For many close-miked speech recordings, a starting distance of approximately 10–20 cm may be 
appropriate, depending on the microphone. 

B. Microphone Angle 

 The microphone should be angled towards the intended sound source. 

 Speaking directly into certain microphones may produce unwanted popping sounds. 

 Slightly angling the microphone can reduce plosive sounds. 

 The correct angle depends on the microphone design and pickup pattern. 

C. Background Noise 

 Microphones should be positioned away from noisy equipment. 

 Avoid placing microphones close to fans, generators, traffic and loud machinery. 

 Select a quiet recording environment whenever possible. 

D. Room Acoustics 

Room acoustics refers to how sound behaves within an enclosed space. 

A room with hard walls, bare floors and large windows may produce unwanted echoes. 

To improve recording conditions: 

1. Use curtains to reduce sound reflections. 

2. Place carpets on hard floors where appropriate. 

3. Use acoustic foam or acoustic panels. 

4. Close doors and windows. 

5. Select a quiet room. 

6. Avoid recording near noisy corridors. 

E. Microphone Height 

 The microphone should be positioned near the level of the speaker's mouth when recording 
speech. 

 It should not obstruct the speaker's movement. 

 A suitable microphone stand helps maintain a stable position. 
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4.4 Common Microphone Accessories 

 

1. Pop filter 

 A mesh or fabric screen positioned between the speaker and microphone. 

 Reduces explosive breath sounds caused by letters such as P and B. 

 Helps improve voice recording quality. 

2. Shock mount 

 Holds a microphone using elastic or suspension supports. 

 Reduces vibrations transmitted through the microphone stand. 

 Helps prevent unwanted handling and mechanical noise. 

3. Microphone stand 

 Supports the microphone during recording. 

 Maintains a consistent microphone position. 

 Reduces the need for the user to hold the microphone. 

4. Windscreen 

 A foam or other protective covering placed over a microphone. 

 Reduces wind noise during outdoor recording. 

 Also helps reduce some breath noise. 

5. Boom pole 

 A long pole used to position a microphone above or near a sound source. 

 Commonly used in film and television production. 

6. Microphone cable 

 Carries audio signals from a microphone to a mixer, interface or recording device. 

 Should be in good condition and properly connected. 

7. Headphones 

 Allow the sound operator to listen to audio during recording. 

 Help identify background noise, distortion and connection problems. 
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4.5 Steps for Setting Up a Microphone 

The following procedure can be used when preparing a microphone for recording a school interview, 
podcast or educational programme. 

1. Identify the purpose of the recording. 

2. Select a suitable microphone. 

3. Inspect the microphone for physical damage. 

4. Identify the appropriate microphone connector. 

5. Select a suitable microphone stand. 

6. Place the stand on a stable surface. 

7. Attach the microphone securely. 

8. Connect the microphone to the mixer or audio interface using a suitable cable. 

9. Connect headphones to the monitoring output. 

10. Position the microphone at the correct distance and angle. 

11. Switch on the necessary equipment. 

12. Activate phantom power if required by the microphone. 

13. Adjust the input gain. 

14. Ask the speaker to conduct a sound test. 

15. Listen for unwanted noise, distortion and interference. 

16. Make the necessary adjustments. 

17. Begin recording after confirming that the microphone is functioning properly. 

Practical example: 

A Grade 11 learner preparing to record a two-minute podcast about environmental conservation should 

select a suitable microphone, position it near the mouth, connect it to a computer or audio interface 
and conduct a sound test before recording. 

5.0 MICROPHONE CONNECTORS AND CONVERTERS 

5.1 Meaning of a Microphone Connector 

A microphone connector is a physical interface used to connect a microphone to another audio device so 
that audio signals can be transmitted. 

Connectors allow microphones to communicate with mixers, audio interfaces, cameras, computers and 
other recording equipment. 

Different connectors have different physical designs, signal types and applications. 

5.2 Common Audio Connectors and Interfaces 

A. XLR Connector 

XLR is a professional audio connector commonly used for connecting microphones to mixers, audio 
interfaces and professional recording equipment. 

The standard balanced microphone XLR connection uses three pins. 
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Features of an XLR connector: 

1. It commonly has three pins or corresponding contact points. 

2. It provides a secure locking connection. 

3. It is commonly used for balanced audio signals. 

4. It helps reduce electromagnetic interference when used with balanced cables and compatible 
equipment. 

5. It is widely used in professional audio production. 

6. It can carry microphone signals over relatively long cable distances. 

7. It can carry phantom power to compatible condenser microphones. 

Common applications: 

 Recording studios. 

 Radio stations. 

 Live performances. 

 Public address systems. 

 Television production. 

 Professional interviews. 

Advantages: 

 Secure connection. 

 Suitable for professional applications. 

 Reduced interference through balanced connections. 

 Supports phantom power where the equipment is designed for it. 

Limitations: 

 Requires suitable cables and compatible equipment. 

 May require an audio interface or mixer when connecting to a computer. 

 Professional equipment may be more expensive than basic USB equipment. 

B. Coaxial Audio Connector 

A coaxial cable is a cable with a central conductor surrounded by insulation and a conductive shielding 
layer. 

In digital audio production, coaxial S/PDIF connections are commonly used to transfer digital audio 
between compatible devices. 
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Features: 

1. It contains a central conductor. 

2. It has an insulating layer. 

3. It has a shielding layer that helps reduce interference. 

4. It commonly uses an RCA-style connector for digital S/PDIF audio. 

5. It transfers digital audio between compatible equipment. 

6. It is different from a standard analogue XLR microphone connection. 

Applications: 

 Connecting digital audio equipment. 

 Transferring audio between compatible recorders. 

 Connecting some mixers to digital audio devices. 

 Home audio systems. 

Advantages: 

 Supports digital audio transmission. 

 Provides shielding against external interference. 

 Useful for compatible digital audio equipment. 

Limitations: 

 Requires compatible digital audio inputs and outputs. 

 Cannot normally connect a conventional microphone directly to a digital coaxial input. 

 The cable and connectors must support the required connection. 

C. USB Connector 

USB stands for Universal Serial Bus. 

It is a digital connection standard used to transfer data and provide power between electronic devices. 

USB microphones can connect directly to computers and compatible recording equipment. 
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Common USB connector types: 

1. USB-A. 

2. USB-B. 

3. Micro-USB. 

4. USB-C. 

Features of USB connections: 

 Transfer digital audio data. 

 Can supply electrical power to compatible microphones. 

 Connect microphones to computers. 

 Support digital recording. 

 Are widely used in podcasting and online communication. 

Applications: 

 Podcast recording. 

 Online lessons. 

 Digital interviews. 

 Voice-over production. 

 Computer-based audio editing. 

Advantages: 

1. Easy to connect. 

2. Convenient for beginners. 
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3. Often eliminates the need for a separate audio interface. 

4. Supports direct recording into compatible software. 

5. Some USB microphones are portable. 

Limitations: 

1. Compatibility depends on the computer and operating system. 

2. Cable length may limit placement. 

3. Some models offer fewer professional routing options than XLR-based systems. 

D. HDMI Connector 

HDMI stands for High-Definition Multimedia Interface. 

It is a digital interface designed to transmit digital video and audio between compatible electronic 
devices. 

 

Features of HDMI: 

1. Transfers digital video and audio. 

2. Uses a multi-pin connector. 

3. Is commonly used with televisions, cameras, computers and monitors. 

4. Supports high-quality digital multimedia transmission. 

5. Can carry audio from compatible cameras and computers to other devices. 

Applications in media production: 

 Connecting cameras to external monitors. 

 Connecting computers to projectors. 

 Sending audio and video to compatible recording equipment. 

 Connecting media players to displays. 

Important clarification: HDMI is not a standard direct microphone connector. A microphone normally 

connects through an appropriate audio input, mixer or audio interface. HDMI may then carry the 
resulting audio together with video from compatible equipment. 
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5.3 Comparison of Common Connectors 

Connector Main function Common application 

XLR Balanced analogue audio connection Professional microphones 

Coaxial Digital audio transmission in compatible systems Digital audio devices 

USB Digital data and power connection Computer microphones 

HDMI Digital audio and video transmission Cameras and displays 

5.4 Meaning of an Audio Converter 

An audio converter is a device or electronic component that changes an audio signal from one format or 
connection type into another compatible format. 

Converters allow different audio equipment to work together. 

For example, an audio interface converts analogue signals from a microphone into digital data that a 
computer can record. 

5.5 Types of Audio Conversion 

A. Analogue-to-Digital Converter (ADC) 

An ADC changes an analogue audio signal into digital data. 

How it works: 

1. A microphone captures sound. 

2. The microphone produces an analogue electrical signal. 

3. The signal enters an audio interface. 

4. The ADC samples and quantises the signal. 

5. The resulting digital audio is transferred to a computer. 

6. The audio can then be stored and edited. 

Application: Recording a teacher's voice into digital audio-editing software. 

B. Digital-to-Analogue Converter (DAC) 

A DAC changes digital audio data into an analogue electrical signal. 

How it works: 

1. Digital audio is received from a computer or playback device. 

2. The DAC processes the digital data. 

3. It converts the data into an analogue electrical signal. 

4. The signal is sent to compatible amplifiers or speakers. 

5. The speaker produces audible sound. 

Application: Playing a recorded podcast from a computer through studio speakers. 

C. Audio Interface 

An audio interface is an electronic device used to connect microphones and other audio equipment to a 
computer. 

It normally includes analogue-to-digital and digital-to-analogue conversion systems. 
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Functions of an audio interface: 

1. Connects professional microphones to a computer. 

2. Converts analogue audio signals into digital data. 

3. Converts digital audio into analogue signals for monitoring. 

4. Provides microphone preamplification. 

5. Allows headphones and studio monitors to be connected. 

6. Supports recording through compatible software. 

7. May supply phantom power to compatible condenser microphones. 
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D. DI Box (Direct Injection Box) 

A DI box is a device used to connect certain electronic musical instruments to balanced audio 
equipment. 

Functions: 

 Converts unbalanced instrument signals into balanced signals. 

 Helps reduce interference over long cable runs. 

 Matches signal levels and impedance where necessary. 

 Is commonly used with electric guitars, bass guitars and keyboards. 

5.6 Difference Between a Connector, Cable and Converter 

Item Meaning Example 

Connector Physical connection point XLR plug 

Cable Carries signals between devices XLR microphone cable 

Converter Changes signal format or type ADC in an audio interface 

6.0 BASIC AUDIO SIGNAL CHAIN 

6.1 Meaning of an Audio Signal Chain 

An audio signal chain refers to the sequence of equipment through which an audio signal passes from the 
original sound source to the final output. 

The equipment is connected in a particular order to capture, process, record, amplify and reproduce 
sound. 

A basic audio signal chain may consist of: 

1. Microphone. 

2. Audio cable. 

3. Mixer or audio interface. 

4. Amplifier, where required. 

5. Speaker or headphones. 

6.2 Basic Audio Signal Chain Components 

A. Microphone 

 Captures sound waves. 

 Converts sound into an electrical signal. 

 Provides the initial audio input. 

 May capture speech, music or environmental sounds. 

B. Audio Cable 

 Carries audio signals from one device to another. 

 Connects the microphone to the mixer or interface. 
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 Should be properly shielded and free from damage. 

C. Audio Mixer 

An audio mixer is an electronic device used to receive, combine, adjust and route different audio 
signals. 

 

Main functions of an audio mixer: 

1. Receives signals from microphones and other audio sources. 

2. Controls the volume of individual input channels. 

3. Adjusts audio frequency characteristics using equalisation. 

4. Combines multiple audio signals. 

5. Controls audio output levels. 

6. Routes sound to speakers, recorders or other devices. 

7. May provide phantom power for compatible condenser microphones. 

8. Helps control the quality and balance of sound. 

Important parts of an audio mixer: 

1. Input channels: Receive sound signals from connected devices. 

2. Gain controls: Adjust the input signal level. 

3. Channel faders: Control the level of individual channels. 

4. Equaliser (EQ): Adjusts low, middle and high audio frequencies. 

5. Pan control: Positions a sound between the left and right stereo channels. 

6. Mute button: Temporarily silences a selected channel. 

7. Solo button: Allows an operator to listen to a selected channel. 

8. Master fader: Controls the overall output level. 

9. Output sockets: Send audio to speakers, amplifiers or recording equipment. 
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10. Phantom power switch: Supplies power to compatible microphones, commonly through XLR 
connections. 

D. Amplifier 

An amplifier increases the power of an audio signal to a level suitable for driving a passive speaker. 

Functions: 

1. Increases audio signal power. 

2. Provides sufficient power to speakers. 

3. Helps produce sound at the required loudness. 

4. Supports public address systems and live events. 

Note: Some speakers have built-in amplifiers. These are called active or powered speakers and do not 
require a separate external power amplifier. 

E. Speaker 

A speaker is an output device that converts electrical audio signals into sound waves that can be heard. 

 

Functions: 

1. Produces audible sound. 

2. Allows audiences to hear recorded or live audio. 

3. Reproduces speech, music and other sounds. 

4. Supports monitoring and playback. 
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5. Helps media producers assess sound quality. 

F. Headphones 

Headphones are listening devices used to monitor audio privately. 

Functions: 

1. Allow sound operators to monitor recording. 

2. Help detect unwanted noise. 

3. Enable presenters to hear themselves. 

4. Support audio editing and mixing. 

5. Reduce sound leakage into microphones when closed-back headphones are used. 

6.3 Diagram of a Basic Audio Signal Chain 

 

The basic signal flow is: 

Sound source → Microphone → Audio cable → Mixer → Amplifier (if needed) → Speaker 

The signal chain may be modified depending on the equipment available and the purpose of the 
production. 

6.4 How a Basic Audio Signal Chain Works 

1. A person speaks into a microphone. 

2. The microphone captures the sound waves. 

3. The microphone converts sound waves into an electrical audio signal. 

4. The signal travels through the microphone cable. 

5. The mixer receives the signal. 

6. The mixer adjusts the gain, volume and other sound characteristics. 

7. The processed signal is sent to the appropriate output. 

8. An amplifier increases the signal power if a passive speaker is being used. 

9. The speaker converts the electrical signal into sound waves. 

10. The audience hears the amplified voice. 

6.5 Importance of a Basic Audio Signal Chain 

1. Ensures proper movement of audio signals between equipment. 

2. Improves sound clarity. 

3. Enables control of sound levels. 
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4. Supports recording and live broadcasting. 

5. Reduces technical errors. 

6. Allows several audio sources to be combined. 

7. Makes audio production more organised. 

8. Supports professional media production. 

7.0 TYPES OF AUDIO SIGNAL CHAINS 

The Grade 11 learner should understand three important audio signal chain arrangements: 

1. Simple synchronised recording chain. 

2. Live mixing recording chain. 

3. Studio recording chain. 

7.1 Simple Synchronised Recording Chain 

Meaning 

A simple synchronised recording chain is an arrangement of audio equipment used to capture sound 
while keeping it synchronised with another recording source, such as video. 

Synchronisation ensures that the sound corresponds correctly with the action or speech taking place in 
the video. 

For example, when a learner records an interview using a camera and an external microphone, the 
audio and video should match accurately during playback. 

 

Equipment Used 

1. Microphone. 

2. Audio cable or wireless transmitter. 

3. Audio recorder or audio interface. 

4. Camera or video recording device. 

5. Headphones. 

6. Synchronisation software or editing software. 
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Signal Flow 

Microphone → Audio recorder → Digital audio file 

At the same time: 

Camera → Video file 

The audio and video are then synchronised during editing, or recorded together by a compatible 
camera. 

Steps in Setting Up a Simple Synchronised Recording Chain 

1. Identify the recording task. 

2. Select an appropriate microphone. 

3. Connect the microphone to an audio recorder or compatible camera. 

4. Position the microphone near the sound source. 

5. Connect headphones for monitoring. 

6. Set the recording format and sample rate appropriately. 

7. Set the camera to the required video format. 

8. Start audio and video recording. 

9. Use a visible and audible synchronisation marker, such as a clapperboard, when recording 
separately. 

10. Monitor the audio during recording. 

11. Stop the recording after completing the task. 

12. Import the files into editing software. 

13. Align the audio and video using the synchronisation marker or recorded timecode. 

14. Review the final output to confirm that the sound matches the video. 

Importance of Synchronised Recording 

 Ensures that spoken words match the movement of the speaker's lips. 

 Improves film and documentary quality. 

 Supports television interviews. 

 Reduces confusion during editing. 

 Makes recorded media more professional. 

7.2 Live Mixing Recording Chain 

Meaning 

A live mixing recording chain is an arrangement of audio equipment used to receive, mix, amplify and 
sometimes record sound during a live event. 

It allows an audio operator to control different sound sources as the event takes place. 

Examples in Kenya: 

 School prize-giving ceremonies. 

 Church services. 
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 County government events. 

 Public meetings. 

 Music performances. 

 School debates. 

 Graduation ceremonies. 

 

Equipment Used 

1. Microphones. 

2. Microphone cables. 

3. Audio mixer. 

4. Amplifier, if using passive speakers. 

5. Powered or passive speakers. 

6. Headphones. 

7. Audio recorder, where recording is required. 

8. Power supply and extension cables. 

Signal Flow 

Microphones → Audio mixer → Amplifier (if needed) → Speakers 

For recording: 

Audio mixer → Audio recorder or computer 

Steps in Setting Up a Live Mixing Chain 

1. Identify the event venue. 

2. Determine the number of speakers and microphones required. 

3. Position the speakers appropriately. 
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4. Place microphones at suitable positions. 

5. Connect microphones to mixer input channels. 

6. Connect the mixer output to the amplifier or powered speakers. 

7. Connect the recording device if the event is to be recorded. 

8. Switch on equipment in the correct order, generally starting with source equipment and switching 
on powered speakers last. 

9. Set microphone gain levels. 

10. Adjust individual channel volumes. 

11. Test each microphone. 

12. Check for feedback and unwanted noise. 

13. Adjust the equaliser where necessary. 

14. Monitor the sound throughout the event. 

15. Record the event if required. 

16. Switch off equipment safely after the event. 

Advantages of Live Mixing 

1. Allows several microphones to be used simultaneously. 

2. Enables real-time sound control. 

3. Improves sound coverage in large venues. 

4. Supports live performances. 

5. Allows music and speech to be mixed. 

6. Can provide a recording of the event. 

Challenges of Live Mixing 

1. Feedback may occur. 

2. Power interruptions may disrupt production. 

3. Faulty cables may cause signal loss. 

4. Background noise may interfere with speech. 

5. Poor gain adjustment may cause distortion. 

6. Equipment failure may interrupt the event. 

7.3 Studio Recording Chain 

Meaning 

A studio recording chain is an arrangement of audio equipment used to capture and process sound in a 
controlled recording environment. 

It is commonly used to produce music, podcasts, radio programmes, voice-overs and other professional 
audio content. 
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Equipment Used 

1. Studio microphone. 

2. Microphone stand. 

3. Pop filter. 

4. Shock mount. 

5. XLR cable. 

6. Audio interface. 

7. Computer. 

8. Digital audio workstation (DAW). 

9. Headphones. 

10. Studio monitor speakers. 

Meaning of Digital Audio Workstation (DAW) 

A Digital Audio Workstation is a computer-based application used to record, edit, arrange, mix and 
produce digital audio. 

Examples include: 

 Audacity. 

 REAPER. 

 Adobe Audition. 

 Pro Tools. 

 GarageBand. 

 FL Studio. 
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Signal Flow 

Sound source → Microphone → XLR cable → Audio interface → Computer/DAW 

For monitoring: 

Computer/DAW → Audio interface → Headphones or studio monitors 

Steps in Setting Up a Studio Recording Chain 

1. Prepare a quiet recording room. 

2. Select a suitable microphone. 

3. Mount the microphone on a stand. 

4. Attach a pop filter where necessary. 

5. Connect the microphone to the audio interface using an XLR cable. 

6. Connect the audio interface to the computer. 

7. Install or open compatible audio recording software. 

8. Select the correct input and output devices. 

9. Activate phantom power if required by the microphone. 

10. Connect headphones to the audio interface. 

11. Adjust microphone gain. 

12. Test the sound level. 

13. Create an audio track in the recording software. 

14. Select the correct input channel. 

15. Record a short test. 

16. Listen to the recording. 

17. Adjust the microphone position and gain if necessary. 

18. Record the final audio. 

19. Save the project and export the finished audio file. 

Advantages of Studio Recording 

1. Provides a controlled recording environment. 

2. Reduces unwanted environmental noise. 

3. Allows accurate sound monitoring. 

4. Supports multitrack recording. 

5. Enables editing and mixing. 

6. Produces high-quality educational and entertainment content. 

 

 

 

7.4 Comparison of the Three Audio Signal Chains 
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Feature Synchronised recording Live mixing Studio recording 

Main purpose Matching sound with 
video 

Controlling live sound Producing recorded audio 

Main environment Film/video location Event venue Recording studio 

Main equipment Microphone, recorder, 
camera 

Microphones, mixer, 
speakers 

Microphone, interface, 
computer 

Sound processing During editing or 
recording 

Mainly in real time During and after recording 

Common 
application 

Documentary School ceremony Podcast 

8.0 SETTING UP AND CONNECTING AUDIO EQUIPMENT 

8.1 Meaning of Audio Equipment Setup 

Audio equipment setup refers to the process of selecting, positioning, connecting, testing and preparing 
audio devices for recording, mixing or sound reproduction. 

A correct setup ensures that the signal moves from the source to the output without unnecessary 
interruption. 

8.2 General Procedures for Connecting Audio Equipment 

Step 1: Identify the Production Requirements 

Determine: 

 The type of programme to be produced. 

 The number of speakers. 

 The recording environment. 

 The type of microphone needed. 

 The required output. 

 Whether the audio will be recorded, broadcast or amplified live. 

Step 2: Select the Required Equipment 

Choose equipment that is compatible with the production requirements. 

For a school podcast, the equipment may include: 

 USB microphone. 

 Computer. 

 Headphones. 

 Audio recording software. 

For a school event, the equipment may include: 

 Handheld microphones. 
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 Mixer. 

 Microphone cables. 

 Powered speakers. 

Step 3: Position the Equipment 

 Place the microphone near the intended sound source. 

 Place the mixer on a stable surface. 

 Position speakers facing the audience. 

 Keep cables away from walkways. 

 Position recording devices where they can be monitored easily. 

Step 4: Connect the Equipment 

 Connect the microphone to the mixer or audio interface. 

 Connect the mixer output to the recording device or speakers. 

 Connect headphones to the appropriate monitoring output. 

 Confirm that all connections are compatible. 

Step 5: Power the Equipment 

 Check the power supply. 

 Ensure cables are properly connected. 

 Switch on the source devices first. 

 Switch on amplifiers or powered speakers last. 

 Avoid connecting or disconnecting equipment at high volume. 

Step 6: Test the Audio Output 

 Speak into the microphone. 

 Observe the signal level indicators. 

 Listen through headphones or speakers. 

 Check for distortion, noise and feedback. 

 Adjust gain and volume appropriately. 

Step 7: Begin Recording or Broadcasting 

After confirming that the equipment is working correctly: 

 Start the recording. 

 Monitor the audio. 

 Check that the audio is being captured. 

 Save the recording after completion. 

8.3 Understanding Gain and Volume 

These two terms are related but have different functions. 

Gain controls the level of the incoming signal at the input stage. 
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Volume controls how loud the sound is at the output or during listening. 

For example, a presenter may speak quietly into a microphone. The sound operator increases the input 
gain to obtain a suitable recording level. The output volume can then be adjusted to suit the listeners. 

8.4 Understanding Audio Clipping 

Audio clipping occurs when an audio signal exceeds the maximum level that a recording or processing 
system can handle. 

It causes distortion and reduces sound quality. 

Causes of clipping: 

1. Excessive microphone gain. 

2. Very loud speech. 

3. Incorrect mixer settings. 

4. Overloading an audio interface. 

5. Excessive digital audio levels. 

Prevention: 

1. Adjust microphone gain correctly. 

2. Conduct sound checks. 

3. Monitor audio level meters. 

4. Maintain sufficient headroom. 

5. Ask speakers to maintain a consistent distance from the microphone. 

8.5 Understanding Audio Feedback 

Audio feedback occurs when sound from a loudspeaker is picked up by a microphone, amplified and sent 
back through the loudspeaker repeatedly. 

It often produces a loud squealing or howling sound. 

 

Causes of feedback: 

 Microphone placed too close to a speaker. 

 Excessive amplifier volume. 

 Poor microphone placement. 

 Incorrect sound system arrangement. 
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 Excessive amplification of certain frequencies. 

Ways of preventing feedback: 

1. Place microphones behind the main speakers where appropriate. 

2. Avoid pointing microphones directly towards loudspeakers. 

3. Reduce unnecessary volume. 

4. Use directional microphones. 

5. Adjust equalisation carefully. 

6. Mute unused microphone channels. 

7. Monitor the sound system continuously. 

9.0 AUDIO OUTPUT AND MONITORING 

9.1 Meaning of Audio Output 

Audio output refers to the final sound signal produced by an audio system and delivered to a listening 
device, recording device or broadcasting system. 

Examples include: 

 Sound from loudspeakers. 

 Audio from headphones. 

 Audio sent to a video camera. 

 Audio transmitted to a broadcasting system. 

9.2 Types of Audio Outputs 

A. Speaker Output 

 Sends audio signals to speakers. 

 Allows a group of people to listen. 

 Used in public address systems and studios. 

B. Headphone Output 

 Sends audio signals to headphones. 

 Enables private listening. 

 Helps the sound operator monitor recordings. 

C. Line Output 

 Sends an audio signal from one device to another. 

 Commonly used to connect mixers to recorders and other audio equipment. 

 Is generally designed for line-level inputs rather than direct microphone-level inputs. 

D. Digital Audio Output 

 Sends audio in digital form. 

 May use USB, coaxial S/PDIF or optical digital connections. 

 Requires compatible receiving equipment. 
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9.3 Meaning of Audio Monitoring 

Audio monitoring is the process of listening to sound during recording, mixing or playback to assess its 
quality. 

Importance of monitoring: 

1. Detects unwanted background noise. 

2. Identifies microphone problems. 

3. Helps maintain suitable sound levels. 

4. Detects distortion and clipping. 

5. Helps maintain consistent sound quality. 

6. Ensures that the recording captures the intended content. 

7. Makes it possible to correct technical problems immediately. 

9.4 Common Audio Problems and Their Solutions 

Audio problem Possible cause Solution 

No sound Loose cable or incorrect input 
selection 

Check connections and input settings 

Distorted sound Excessive gain Reduce input gain 

Background noise Noisy recording environment Move to a quieter room 

Echo Sound reflections Improve room acoustics 

Feedback Speaker sound entering microphone Adjust speaker and microphone positions 

Weak sound Low gain or incorrect connection Check input gain and connections 

Intermittent 
sound 

Damaged cable Replace faulty cable 

Popping sounds Breath hitting microphone Use pop filter and adjust microphone 
angle 

10.0 DIGITAL AUDIO RECORDING 

10.1 Meaning of Digital Audio Recording 

Digital audio recording is the process of capturing sound and storing it in a digital format that can be 
processed by electronic devices. 

Digital audio is commonly stored on computers, memory cards, hard drives and cloud storage platforms. 

10.2 Important Digital Audio Concepts 

A. Sample Rate 
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Sample rate refers to the number of times an analogue audio signal is measured per second during 
digital conversion. 

It is measured in hertz (Hz) or kilohertz (kHz). 

Examples: 

 44.1 kHz. 

 48 kHz. 

 96 kHz. 

A sample rate of 48 kHz means that the audio is sampled 48,000 times per second. 

B. Bit Depth 

Bit depth refers to the number of bits used to represent each audio sample. 

Common examples include: 

 16-bit audio. 

 24-bit audio. 

 32-bit floating-point audio in supported recording and processing systems. 

Higher bit depth can provide greater dynamic range and more flexibility during processing. 

C. Audio File Formats 

An audio file format determines how recorded sound is stored. 

Format Description Common application 

WAV Usually uncompressed audio Professional recording 

MP3 Compressed audio format Podcasts and sharing 

AAC Compressed digital audio Online media 

FLAC Lossless compressed audio High-quality audio storage 

OGG Open multimedia audio format Digital media applications 

D. Mono Audio 

Mono audio uses a single audio channel. 

It is suitable for: 

 Voice recordings. 

 Announcements. 

 Interviews. 

 Educational narration. 

E. Stereo Audio 

Stereo audio uses two audio channels, commonly left and right. 
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It helps create a sense of space and direction in sound. 

It is suitable for: 

 Music production. 

 Films. 

 Radio programmes. 

 Multimedia content. 

11.0 RECORDING A 2–3 MINUTE AUDIO CLIP 

11.1 Meaning of an Audio Clip 

An audio clip is a short recording of sound stored as an audio file. 

It may contain speech, music, interviews, narration, announcements or environmental sounds. 

In this sub-strand, learners are expected to record a 2–3-minute audio clip using a basic audio signal 

chain. 

11.2 Examples of Audio Clips Learners Can Produce 

1. A school announcement. 

2. An interview with a teacher. 

3. A podcast about environmental conservation. 

4. A narration about the history of the local community. 

5. An advertisement for a school event. 

6. A short educational programme about agriculture. 

7. A discussion on responsible use of digital media. 

8. A public awareness message about road safety. 

11.3 Stages of Audio Production 

Stage 1: Pre-production 

Pre-production refers to the preparation carried out before actual recording begins. 

Activities include: 

1. Selecting the topic. 

2. Identifying the target audience. 

3. Developing the message. 

4. Preparing a script. 

5. Selecting the recording location. 

6. Choosing suitable microphones. 

7. Preparing the equipment. 

8. Allocating production roles. 

Stage 2: Production 

Production is the actual process of recording sound. 
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Activities include: 

1. Setting up the microphone. 

2. Connecting the audio equipment. 

3. Adjusting gain. 

4. Conducting a sound check. 

5. Recording the audio. 

6. Monitoring sound quality. 

7. Re-recording sections where necessary. 

Stage 3: Post-production 

Post-production involves improving and preparing recorded audio for distribution. 

Activities include: 

1. Listening to the recorded audio. 

2. Removing unnecessary sections. 

3. Reducing unwanted background noise where possible. 

4. Adjusting volume levels. 

5. Editing pauses. 

6. Adding suitable background music where appropriate and legally permitted. 

7. Mixing different audio tracks. 

8. Exporting the final audio file. 

9. Naming and saving the file. 

10. Reviewing the finished recording. 

11.4 Practical Activity: Recording a Two-Minute Educational Podcast 

Learner practical activity 

Task: Produce a two-minute audio podcast entitled The Importance of Environmental Conservation in 
Our Community. 

Requirements: 

 One microphone. 

 A computer or audio recorder. 

 Headphones. 

 Audio recording software. 

 Appropriate microphone cable or USB connection. 

 A prepared script. 

 

Procedure: 

1. Form groups of three or four learners. 
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2. Select a presenter and other production roles. 

3. Prepare a short script. 

4. Identify a quiet recording location. 

5. Set up the microphone. 

6. Connect the microphone to the recording device. 

7. Connect headphones. 

8. Conduct a sound test. 

9. Adjust the input gain. 

10. Record the introduction. 

11. Record the main discussion. 

12. Record the conclusion. 

13. Listen to the entire recording. 

14. Edit unnecessary pauses and mistakes. 

15. Export the recording as an MP3 or WAV file. 

16. Play the final recording to classmates. 

17. Receive feedback and identify areas for improvement. 

11.5 Sample Script for a Two-Minute Audio Clip 

Title: The Importance of Environmental Conservation 

Introduction 

Good morning, listeners. Welcome to our educational podcast. Today, we are discussing the importance 
of environmental conservation in our community. 

Main message 

The environment provides us with essential resources such as water, air, food and land. However, human 
activities such as careless waste disposal, deforestation and pollution threaten our environment. 

In our communities, we can protect the environment by planting trees, conserving water, disposing of 
waste responsibly and avoiding unnecessary destruction of vegetation. 

Schools also have an important role in environmental conservation. Learners can organise tree-planting 

activities, clean their school surroundings and educate community members about environmental 
protection. 

Every person has a responsibility to protect the environment for present and future generations. 

Conclusion 

Let us remember that a clean and healthy environment begins with individual responsibility. Together, 
we can make our schools and communities cleaner, safer and healthier. 

Thank you for listening to our podcast. Until next time, let us continue protecting our environment. 

 

11.6 Quality Requirements for a Good Audio Clip 

A good audio clip should have the following characteristics: 
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1. Clear and understandable speech. 

2. Appropriate recording volume. 

3. Minimal background noise. 

4. Correct pronunciation. 

5. Suitable microphone placement. 

6. No unnecessary distortion. 

7. Proper synchronisation where video is involved. 

8. Appropriate duration. 

9. Logical organisation of information. 

10. Proper file naming and storage. 

12.0 SAFETY AND CARE OF AUDIO EQUIPMENT 

12.1 Safety Precautions During Audio Production 

1. Keep electrical equipment away from water. 

2. Avoid handling electrical plugs with wet hands. 

3. Do not overload extension sockets. 

4. Arrange cables to prevent tripping. 

5. Switch off equipment before changing certain connections. 

6. Avoid excessively loud headphone volumes. 

7. Do not place heavy objects on microphone cables. 

8. Keep equipment away from excessive heat. 

9. Use stable microphone and speaker stands. 

10. Avoid placing speakers on unstable surfaces. 

11. Do not connect incompatible power supplies. 

12. Follow the manufacturer's operating instructions. 

12.2 Proper Care and Maintenance of Audio Equipment 

1. Store microphones in protective cases. 

2. Clean microphone grilles carefully. 

3. Wind cables properly after use. 

4. Avoid pulling cables by their wires. 

5. Keep connectors clean and dry. 

6. Store equipment in a cool, dry location. 

7. Inspect cables regularly. 

8. Replace damaged cables. 

9. Avoid dropping microphones. 

10. Disconnect equipment safely after use. 
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11. Label equipment for easy identification. 

12. Keep an inventory of school audio equipment. 

13.0 EMERGING TECHNOLOGIES IN AUDIO PRODUCTION 

13.1 Meaning of Emerging Audio Technologies 

Emerging audio technologies are new or developing tools, devices and methods that improve the way 
sound is captured, processed, transmitted and reproduced. 

These technologies are changing how media content is created, distributed and consumed. 

13.2 Examples of Emerging Technologies 

A. Artificial Intelligence (AI) in Audio Production 

Artificial intelligence refers to computer systems designed to perform tasks that normally require human 
intelligence. 

In audio production, AI can assist with: 

1. Automatic noise reduction. 

2. Speech recognition. 

3. Automatic transcription. 

4. Voice enhancement. 

5. Audio editing. 

6. Speech translation. 

7. Audio classification. 

8. Music production assistance. 

Example: A Kenyan educational content creator can use AI-assisted transcription to convert an interview 
into written notes. 

B. Wireless Microphone Technology 

Wireless microphones transmit audio signals without requiring a physical cable between the microphone 
and receiver. 

Advantages: 

 Allows speakers to move freely. 

 Reduces cable congestion. 

 Supports outdoor interviews. 

 Improves mobility during presentations. 

 Is useful in television production. 

C. Digital Audio Workstations 

Modern DAWs provide advanced digital tools for recording, editing and mixing. 

They enable creators to: 

 Record several audio tracks. 

 Remove unwanted sections. 
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 Add sound effects. 

 Adjust volume. 

 Apply audio effects. 

 Export different audio formats. 

D. Cloud-Based Audio Production 

Cloud-based production allows users to store, access and sometimes edit audio projects through 
internet-connected platforms. 

Benefits: 

1. Supports collaboration. 

2. Allows remote access to projects. 

3. Makes file sharing easier. 

4. Supports online production teams. 

5. Can provide backup and storage facilities. 

E. Noise Cancellation and Noise Reduction 

Modern audio devices and software can reduce unwanted background noise. 

Examples include: 

 Digital noise reduction. 

 Adaptive noise cancellation. 

 Voice isolation. 

 Wind noise reduction. 

These technologies are useful when recording interviews and educational programmes in challenging 
environments. 

F. Spatial Audio 

Spatial audio refers to audio technology that creates a sense of sound coming from different directions 
or positions around a listener. 

It is used in: 

 Virtual reality. 

 Gaming. 

 Film production. 

 Immersive multimedia experiences. 

13.3 How Emerging Audio Technologies Shape Media Content Creation 

1. Improved sound quality: Modern recording equipment captures clearer sound. 

2. Faster production: Automated editing tools reduce production time. 

3. Greater accessibility: Transcription and voice technologies make content more accessible. 

4. Remote collaboration: Cloud systems enable media teams to work from different locations. 

5. Increased creativity: Digital effects and spatial audio provide new ways of presenting sound. 
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6. Reduced production costs: Some digital tools reduce the need for expensive physical equipment. 

7. Improved mobility: Wireless microphones allow recording in different environments. 

8. Wider distribution: Digital audio files can be shared through websites, podcasts and social 
media. 

13.4 Challenges Associated with Emerging Audio Technologies 

1. High initial cost of some equipment. 

2. Dependence on electricity and internet connectivity. 

3. Cybersecurity and privacy risks. 

4. Copyright and ownership concerns. 

5. Need for technical skills. 

6. Possible inaccuracies in AI-generated transcripts. 

7. Compatibility problems between devices. 

8. Risk of manipulated or misleading audio content. 

13.5 Responsible Use of Audio Technologies 

Learners should: 

1. Obtain permission before recording people. 

2. Respect privacy and confidentiality. 

3. Avoid manipulating recordings to mislead audiences. 

4. Observe copyright requirements. 

5. Verify AI-generated transcripts. 

6. Use authentic sound recordings. 

7. Credit other people's work where required. 

8. Use equipment safely and responsibly. 

14.0 SUMMARY OF KEY CONCEPTS 

Concept Main point 

Audio production Creating and preparing sound for media 

Microphone Converts sound waves into electrical signals 

Dynamic microphone Durable microphone suitable for live use 

Condenser microphone Sensitive microphone commonly used in studios 

Lavalier microphone Small microphone attached to clothing 

Shotgun microphone Directional microphone 

Polar pattern Direction of microphone sensitivity 

XLR Professional balanced audio connector 

Coaxial Cable connection used in compatible digital audio systems 

USB Digital connection used by computer microphones 

HDMI Digital audio and video interface 

Audio converter Changes audio signals between formats 

ADC Converts analogue signals into digital data 

DAC Converts digital audio into analogue signals 

Mixer Combines and controls audio signals 

Audio signal chain Sequence of connected audio equipment 
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Synchronised recording Recording audio in coordination with video 

Live mixing Controlling sound during a live event 

Studio recording Recording in a controlled environment 

Audio monitoring Listening to assess recording quality 

Gain Controls incoming audio signal level 

Audio clipping Distortion caused by an overloaded signal 

Feedback Repeated amplification of sound picked up by a microphone 

DAW Software used to record and edit digital audio 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

GRADE 11 MEDIA TECHNOLOGY 

REVISION QUESTIONS 

STRAND: MEDIA PRODUCTION 
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TOPIC: AUDIO PRODUCTION 

TOTAL MARKS: 80 

 Section A: Multiple-Choice Questions – 30 Marks 

 Section B: Structured Questions – 50 Marks 

SECTION A: MULTIPLE-CHOICE QUESTIONS (30 MARKS) 

Instructions: Answer all questions. Each question carries one mark. Choose the correct answer from the 
alternatives A, B, C and D. 

1. What is audio production? 

A. The process of designing printed materials 

B. The process of creating, recording and processing sound 

C. The process of editing photographs 

D. The process of designing websites 

2. Which device converts sound waves into electrical signals? 

A. Speaker 

B. Amplifier 

C. Microphone 
D. Monitor 

3. Which microphone is commonly used for professional studio voice recording because of its sensitivity? 

A. Condenser microphone 

B. Dynamic microphone 

C. Handheld microphone 
D. Telephone microphone 

4. A microphone attached to a presenter's clothing is known as a: 

A. Shotgun microphone 

B. Dynamic microphone 

C. Condenser microphone 
D. Lavalier microphone 

5. Which microphone is commonly used in film production to capture sound from a particular direction? 

A. Omnidirectional microphone 

B. Shotgun microphone 

C. Lavalier microphone 
D. USB microphone 

6. What is the main function of a microphone diaphragm? 

A. To amplify sound 

B. To store audio files 

C. To vibrate in response to sound waves 
D. To produce electrical power 

 

7. Which microphone polar pattern captures sound from all directions? 

A. Omnidirectional 

B. Cardioid 

C. Bidirectional 
D. Supercardioid 
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8. Which microphone polar pattern mainly captures sound from the front? 

A. Omnidirectional 

B. Bidirectional 

C. Figure-eight 
D. Cardioid 

9. What is the main purpose of a pop filter? 

A. To increase microphone power 

B. To reduce explosive breath sounds 

C. To convert analogue audio into digital audio 
D. To increase speaker volume 

10. Which accessory reduces mechanical vibrations transmitted through a microphone stand? 

A. Headphone 

B. Audio mixer 

C. Shock mount 
D. Amplifier 

11. What is the main function of an XLR connector in professional audio production? 

A. Connecting microphones to audio equipment 

B. Connecting computers to projectors 

C. Displaying video images 
D. Storing digital recordings 

12. What does USB stand for? 

A. Universal Sound Board 

B. United Signal Base 

C. Universal Studio Broadcast 
D. Universal Serial Bus 

13. Which interface is designed to transmit digital audio and video? 

A. XLR 

B. HDMI 

C. RCA analogue microphone input 
D. Microphone grille 

14. A coaxial S/PDIF connection is commonly used for: 

A. Capturing sound directly through a microphone capsule 

B. Displaying images on a computer 

C. Transmitting digital audio between compatible devices 
D. Supporting microphone stands 

 

 

 

15. What is the function of an analogue-to-digital converter? 

A. Converting analogue audio signals into digital data 

B. Converting digital audio into sound waves directly 

C. Increasing microphone distance 
D. Reducing the size of speakers 
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16. Which device combines and controls different audio signals? 

A. Microphone 

B. Headphone 

C. Speaker 
D. Audio mixer 

17. What is the main function of an amplifier? 

A. To record audio files 

B. To increase the power of an audio signal 

C. To remove all background noise 
D. To convert sound waves into electrical signals 

18. Which of the following is an output device in an audio signal chain? 

A. Microphone 

B. Audio cable 

C. Speaker 
D. Microphone stand 

19. What is an audio signal chain? 

A. A sequence of connected equipment through which audio signals pass 

B. A list of music files stored on a computer 

C. A collection of printed media materials 
D. A method of designing photographs 

20. Which audio arrangement is most appropriate for controlling sound during a school prize-giving 
ceremony? 

A. Simple synchronised recording chain 

B. Live mixing recording chain 

C. Photography chain 

D. Printing chain 

21. What is the main purpose of a synchronised recording chain? 

A. To increase the number of microphones 

B. To amplify sound without recording 

C. To reduce the cost of microphones 
D. To ensure audio matches the corresponding video 

22. Which equipment is particularly important in a studio recording chain? 

A. Printing machine 

B. Projector 

C. Audio interface 
D. Photocopier 

 

 

 

23. What does DAW stand for? 

A. Digital Audio Workstation 

B. Digital Automatic Wireless 

C. Direct Audio Wiring 
D. Digital Amplifier Wave 
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24. Which of the following is an example of a digital audio workstation? 

A. Microsoft Paint 

B. Audacity 

C. Calculator 
D. Microsoft Excel 

25. What is microphone gain? 

A. The physical size of a microphone 

B. The distance between speakers 

C. The weight of a microphone 
D. The amount of amplification applied to an incoming signal 

26. Audio clipping occurs when: 

A. A microphone is switched off 

B. A speaker is placed on the floor 

C. An audio signal exceeds the maximum level the system can handle 
D. A recording is saved in MP3 format 

27. What causes audio feedback? 

A. Sound from a loudspeaker re-entering a microphone and being amplified repeatedly 

B. Recording audio in a quiet room 

C. Using headphones during recording 
D. Saving audio in WAV format 

28. Which audio format is commonly used for uncompressed digital audio recording? 

A. MP3 

B. WAV 

C. JPEG 
D. PNG 

29. Which emerging technology can assist in automatically converting spoken words into written text? 

A. HDMI 

B. XLR 

C. Artificial intelligence 
D. Microphone stand 

30. Why is it important to obtain permission before recording an interview? 

A. To increase the recording volume 

B. To improve the microphone's sensitivity 

C. To reduce the length of the recording 
D. To respect privacy and obtain consent 

 

 

SECTION B: STRUCTURED QUESTIONS (50 MARKS) 

Instructions: Answer all questions. Write your answers clearly and provide examples where necessary. 

QUESTION 1: INTRODUCTION TO MICROPHONES (10 MARKS) 

a) Define the term microphone. (2 marks) 

b) State four types of microphones used in audio production. (4 marks) 
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c) Explain four factors to consider when positioning a microphone during recording. (4 marks) 

QUESTION 2: MICROPHONE CONNECTORS AND CONVERTERS (8 MARKS) 

a) What is a microphone connector? (2 marks) 

b) State three differences between XLR and USB microphone connections. (3 marks) 

c) Explain the functions of the following audio converters: 

i. Analogue-to-digital converter (ADC). (1½ marks) 

ii. Digital-to-analogue converter (DAC). (1½ marks) 

QUESTION 3: BASIC AUDIO SIGNAL CHAIN (8 MARKS) 

a) Define an audio signal chain. (2 marks) 

b) Name four components found in a basic audio signal chain. (4 marks) 

c) State two functions of an audio mixer. (2 marks) 

QUESTION 4: TYPES OF AUDIO SIGNAL CHAINS (8 MARKS) 

a) Explain the meaning of a simple synchronised recording chain. (2 marks) 

b) Differentiate between a live mixing recording chain and a studio recording chain. (4 marks) 

c) State two applications of a live mixing recording chain in a Kenyan community. (2 marks) 

QUESTION 5: PRACTICAL AUDIO RECORDING (8 MARKS) 

A group of Grade 11 learners has been assigned to produce a two-minute educational podcast about 
environmental conservation. 

a) Identify four pieces of equipment the learners require for the recording. (4 marks) 

b) Outline four steps the learners should follow when setting up the audio equipment before recording. 
(4 marks) 

QUESTION 6: AUDIO QUALITY AND EMERGING TECHNOLOGIES (8 MARKS) 

a) Explain two causes of poor audio quality during recording. (2 marks) 

b) State three ways of preventing audio feedback during live sound production. (3 marks) 

c) Explain three ways emerging technologies have improved audio production. (3 marks) 

 

 

 

 

 

ANSWERS AND SUGGESTED MARKING GUIDE 

Section A: Multiple-Choice Answer Key 

Question Answer Question Answer 

1 B 16 D 
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2 C 17 B 

3 A 18 C 

4 D 19 A 

5 B 20 B 

6 C 21 D 

7 A 22 C 

8 D 23 A 

9 B 24 B 

10 C 25 D 

11 A 26 C 

12 D 27 A 

13 B 28 B 

14 C 29 C 

15 A 30 D 

Section B: Suggested Answers and Marking Guide 

QUESTION 1: INTRODUCTION TO MICROPHONES (10 MARKS) 

a) A microphone is an electronic transducer that converts sound waves into electrical signals for 
recording, processing, amplification or transmission. (2 marks) 

b) Types of microphones: 

1. Dynamic microphone. 

2. Condenser microphone. 

3. Lavalier microphone. 

4. Shotgun microphone. 

5. USB microphone. 

Award 1 mark for each correct response, maximum 4 marks. 

c) Factors to consider: 

1. Distance: The microphone should be placed at a suitable distance to capture clear sound without 
distortion. 
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2. Angle: It should face the intended sound source appropriately. 

3. Background noise: It should be positioned away from noisy equipment and unwanted sounds. 

4. Room acoustics: Recording should take place in an environment with minimal echo and sound 
reflections. 

5. Height: The microphone should be positioned at an appropriate height relative to the speaker. 

Award 1 mark for each well-explained point, maximum 4 marks. 

QUESTION 2: MICROPHONE CONNECTORS AND CONVERTERS (8 MARKS) 

a) A microphone connector is a physical interface used to connect a microphone to other audio 
equipment for signal transmission. (2 marks) 

b) Differences between XLR and USB: 

1. XLR is commonly used for professional balanced analogue microphone connections, while USB 
provides a digital connection. 

2. XLR microphones commonly require an audio interface or mixer when connecting to a computer, 
while USB microphones can connect directly to compatible computers. 

3. XLR connections commonly use three-pin connectors, while USB connections use connectors such 
as USB-A and USB-C. 

Award 1 mark for each correct difference, maximum 3 marks. 

c) 

i. ADC: Converts analogue audio signals into digital data for storage and processing by computers. (1½ 
marks) 

ii. DAC: Converts digital audio data into analogue signals for playback through compatible audio 
equipment. (1½ marks) 

QUESTION 3: BASIC AUDIO SIGNAL CHAIN (8 MARKS) 

a) An audio signal chain is a sequence of connected audio devices through which an audio signal passes 
from the sound source to the final output. (2 marks) 

b) Components: 

1. Microphone. 

2. Audio cable. 

3. Audio mixer. 

4. Amplifier. 

5. Speaker. 

6. Headphones. 

7. Audio interface. 

Award 1 mark for each correct response, maximum 4 marks. 

c) Functions of an audio mixer: 

1. Combines audio signals from different sources. 

2. Controls individual input levels. 

3. Adjusts sound frequencies using equalisation. 
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4. Routes sound to different output devices. 

Award 1 mark for each correct function, maximum 2 marks. 

QUESTION 4: TYPES OF AUDIO SIGNAL CHAINS (8 MARKS) 

a) A simple synchronised recording chain is an arrangement of recording equipment used to capture 

audio in coordination with video to ensure that sound matches the corresponding visual action. (2 
marks) 

b) Differences: 

Live mixing recording chain: 

 Used during live events. 

 Allows sound to be controlled in real time. 

 Uses microphones, mixers and speakers. 

 Supports public address and live recording. 

Studio recording chain: 

 Used in controlled recording environments. 

 Focuses on capturing high-quality audio. 

 Uses microphones, audio interfaces and computers. 

 Supports editing and mixing after recording. 

Award up to 4 marks for relevant differences. 

c) Applications: 

1. School prize-giving ceremonies. 

2. Church services. 

3. Public meetings. 

4. Graduation ceremonies. 

5. Music performances. 

Award 1 mark each, maximum 2 marks. 

QUESTION 5: PRACTICAL AUDIO RECORDING (8 MARKS) 

a) Required equipment: 

1. Microphone. 

2. Computer or digital audio recorder. 

3. Headphones. 

4. Audio interface, where required. 

5. Microphone cable. 

6. Audio recording software. 

Award 1 mark for each correct response, maximum 4 marks. 

b) Steps: 

1. Select a quiet recording environment. 
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2. Position the microphone appropriately. 

3. Connect the microphone to the audio interface or recording device. 

4. Connect headphones for monitoring. 

5. Open the recording software. 

6. Adjust the input gain. 

7. Conduct a sound test. 

8. Confirm sound quality before recording. 

Award 1 mark for each correct step, maximum 4 marks. 

QUESTION 6: AUDIO QUALITY AND EMERGING TECHNOLOGIES (8 MARKS) 

a) Causes of poor audio quality: 

1. Background noise from traffic, machinery or people. 

2. Excessive microphone gain causing distortion. 

3. Poor microphone placement. 

4. Faulty audio cables. 

5. Echoes caused by poor room acoustics. 

Award 1 mark for each well-explained cause, maximum 2 marks. 

b) Prevention of feedback: 

1. Position microphones away from loudspeakers. 

2. Reduce excessive sound system volume. 

3. Use directional microphones. 

4. Mute unused microphone channels. 

5. Adjust equalisation appropriately. 

Award 1 mark each, maximum 3 marks. 

c) Improvements through emerging technologies: 

1. Artificial intelligence: Helps with noise reduction, automatic transcription and voice 

enhancement. 

2. Wireless microphones: Allow speakers to move freely without being restricted by cables. 

3. Digital audio workstations: Make recording, editing, mixing and processing easier. 

4. Cloud-based production: Allows remote collaboration and sharing of audio projects. 

5. Spatial audio: Creates immersive listening experiences. 

Award 1 mark for each explained point, maximum 3 marks. 
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COMPETENCY-BASED PRACTICAL ASSESSMENT 

PROJECT-BASED LEARNING 

Project: Production of a Two-to-Three-Minute Audio Programme 

Project title: Producing an Educational Audio Programme Using a Basic Audio Signal Chain. 

Scenario: 

Your school intends to introduce an educational podcast to communicate important information to 

learners and the surrounding community. You have been selected as part of the school's Media 
Technology production team. 
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Your responsibility is to set up the audio equipment and produce a two-to-three-minute recording. 

Project requirements 

1. Select an appropriate topic. 

2. Prepare a recording script. 

3. Select suitable microphones. 

4. Identify the required connectors and cables. 

5. Set up a basic audio signal chain. 

6. Position the microphone correctly. 

7. Conduct an audio test. 

8. Record a two-to-three-minute audio clip. 

9. Edit the recording. 

10. Export and present the final audio. 

11. Participate in peer assessment. 

Suggested assessment rubric 

Assessment area Marks 

Selection of appropriate equipment 5 

Correct microphone placement 5 

Proper connection of audio equipment 10 

Successful testing of audio signal chain 5 

Quality of recorded audio 10 

Editing and presentation 5 

Teamwork and responsible equipment handling 5 

Total 45 

 

 

 

 

 

 

 

STRAND 3.0: MEDIA ENTREPRENEURSHIP 

SUB-STRAND 3.1: MEDIA OWNERSHIP AND MANAGEMENT 

Main topic: Developing a Business Plan for a Media Enterprise (Financing, Marketing and Packaging) 

1.0 Curriculum Orientation 

1.1 Strand and Sub-strand 

Component Description 

Strand 3.0 Media Entrepreneurship 

Sub-strand 3.1 Media Ownership and Management 

Grade 11 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

Learning area Media Technology 

Main focus Media business planning and enterprise set-up 

2.0 INTRODUCTION TO MEDIA ENTREPRENEURSHIP 

2.1 Meaning of Entrepreneurship 

Entrepreneurship is the process of identifying business opportunities, developing innovative ideas, 

organising resources, taking calculated risks and establishing an enterprise to provide goods or services. 

An entrepreneur is a person who identifies an opportunity and establishes a business to satisfy people's 
needs while generating income. 

Characteristics of an entrepreneur 

An effective entrepreneur demonstrates the following characteristics: 

1. Creativity: Ability to develop original ideas and solutions to problems. 

2. Innovation: Ability to introduce new products, services or methods of working. 

3. Risk-taking: Willingness to take calculated risks when establishing and operating a business. 

4. Confidence: Belief in one's ability to achieve business objectives. 

5. Leadership: Ability to guide employees and coordinate business activities. 

6. Persistence: Ability to continue working towards business goals despite challenges. 

7. Decision-making: Ability to make appropriate choices after considering available information. 

8. Financial discipline: Ability to manage money responsibly. 

9. Communication: Ability to interact effectively with customers, suppliers, employees and 
investors. 

10. Adaptability: Ability to respond to changes in technology, customer preferences and market 
conditions. 

2.2 Meaning of Media Entrepreneurship 

Media entrepreneurship is the process of identifying opportunities in the media industry and 

establishing, financing, organising and managing businesses that create, produce, distribute or sell 
media content and services. 

Media entrepreneurs use creativity, communication skills and technology to develop products and 
services that inform, educate, entertain and communicate with audiences. 

Examples of media enterprises in Kenya 

 Radio broadcasting stations. 

 Television production companies. 

 Newspaper and magazine publishing businesses. 

 Photography studios. 

 Video production companies. 

 Digital marketing agencies. 

 Animation studios. 

 Podcast production businesses. 

 Social media content creation agencies. 
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 Online news and information platforms. 

 Graphic design and printing enterprises. 

 Film production companies. 

 Audio recording studios. 

 Advertising agencies. 

 Digital educational content production businesses. 

Kenyan context: A young entrepreneur in Kilgoris may establish a photography and video production 

studio to provide graduation photography, wedding coverage, school event recording, documentary 
production and social media advertising services. 

2.3 Meaning of a Media Enterprise 

A media enterprise is a business organisation that engages in the creation, production, processing, 
distribution, marketing or sale of media-related products and services. 

Examples 

Media enterprise Main business activity 

Radio station Broadcasting programmes and advertisements 

Photography studio Taking and processing photographs 

Film production company Producing films and documentaries 

Printing business Printing newspapers, posters and books 

Digital media agency Creating digital content and advertisements 

Podcast studio Recording and distributing audio programmes 

Television station Producing and broadcasting television programmes 

Animation studio Producing animated content 

 

2.4 Opportunities in Media Entrepreneurship 

The media industry provides several opportunities for young entrepreneurs. 

1. Photography: Taking photographs for individuals, organisations and events. 

2. Videography: Recording weddings, graduations, conferences and other events. 

3. Graphic design: Creating posters, logos, brochures, banners and business cards. 

4. Digital publishing: Producing electronic books, magazines and newsletters. 

5. Content creation: Developing educational, informative and entertaining content. 

6. Advertising: Designing and distributing promotional messages for businesses. 
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7. Podcasting: Producing audio discussions, interviews and educational programmes. 

8. Printing: Producing books, newspapers, posters and other printed materials. 

9. Film production: Developing short films, documentaries and other video productions. 

10. Media consultancy: Providing professional advice on communication and media strategies. 

Importance of media entrepreneurship 

 Creates employment opportunities for young people. 

 Encourages creativity and innovation. 

 Generates income for individuals and organisations. 

 Promotes local culture and heritage. 

 Supports communication and information sharing. 

 Provides opportunities for self-employment. 

 Supports education through the production of learning materials. 

 Contributes to national economic development. 

 Provides marketing opportunities for small and medium-sized enterprises. 

3.0 MEDIA OWNERSHIP AND MANAGEMENT 

3.1 Meaning of Media Ownership 

Media ownership refers to the legal possession and control of a media enterprise by an individual, group 
of individuals, organisation or government. 

The owner provides or mobilises resources, makes important decisions and determines the general 
direction of the enterprise. 

Forms of media ownership 

1. Sole proprietorship 

This is a business owned and controlled by one individual. 

Examples: 

 A person operating a photography studio. 

 An individual running a graphic design business. 

 A freelance videographer operating independently. 

Advantages: 

 Easy to establish compared to more complex business structures. 

 The owner makes decisions independently. 

 Profits belong to the owner after meeting business obligations. 

 Business operations can be adjusted quickly. 

 The owner has direct control over daily activities. 

Disadvantages: 

 The owner may have limited financial resources. 

 The owner carries significant business risks. 
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 The enterprise may depend heavily on one person's skills. 

 Workload may become difficult to manage. 

 Expansion may be limited by available capital. 

2. Partnership 

A partnership is a business owned by two or more people who agree to contribute resources, skills and 
knowledge towards achieving common business objectives. 

Example: Two media technology graduates establish a video production company. One specialises in 
filming while the other specialises in editing and marketing. 

Advantages: 

 Partners contribute different skills and experiences. 

 More capital may be available. 

 Responsibilities can be shared. 

 Partners can support one another in decision-making. 

 Business activities can be expanded using combined resources. 

Disadvantages: 

 Profits must be shared according to the agreement. 

 Disagreements may arise among partners. 

 Some partners may contribute less than others. 

 Decision-making may take longer. 

 Depending on the partnership structure, partners may have personal liability for business debts. 

3. Private limited company 

A private limited company is a business registered as a separate legal entity from its owners, with 
ownership represented through shares. 

Examples: 

 A privately owned television production company. 

 A registered digital marketing company. 

 A media publishing company. 

Advantages: 

 The company has a separate legal identity. 

 Shareholders generally enjoy limited liability. 

 It can attract investment through share ownership. 

 It may have better opportunities for expansion. 

 Ownership can continue despite changes in shareholders. 

Disadvantages: 

 Registration and compliance requirements may be more demanding. 

 Management and reporting procedures may be more complex. 
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 Operating costs may be higher. 

 Important decisions may require formal approval. 

4. Public limited company 

A public limited company is a company that can offer shares to the public in accordance with applicable 

laws and regulations. 

Example: A large media organisation with publicly traded shares. 

Advantages: 

 Can raise substantial capital. 

 Can support large-scale media operations. 

 May attract a wide range of investors. 

 Ownership is distributed among shareholders. 

Disadvantages: 

 Requires extensive regulatory compliance. 

 Establishment and management can be expensive. 

 Shareholder interests may sometimes conflict. 

 Public reporting requirements may be extensive. 

5. Cooperative ownership 

A cooperative is an enterprise owned and democratically controlled by members who come together to 
meet common economic or professional needs. 

Example: A group of photographers and videographers establish a cooperative studio to share 
equipment, marketing costs and business opportunities. 

Advantages: 

 Members share resources. 

 Members participate in decision-making. 

 Costs can be reduced through joint purchasing. 

 Members support one another. 

 Benefits are shared according to cooperative rules. 

6. Government ownership 

This occurs when a media enterprise is owned or controlled by the government. 

Examples include public broadcasting institutions established under the relevant laws. 

Advantages: 

 Can support public information services. 

 May provide educational and public-interest programming. 

 Can serve audiences that are less commercially attractive. 

Challenges: 

 Funding may depend on government allocations and other approved sources. 
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 Management decisions may be affected by public-sector procedures. 

 Maintaining editorial independence is important. 

3.2 Meaning of Media Management 

Media management refers to the process of planning, organising, directing, coordinating and controlling 

resources and activities in a media enterprise to achieve its objectives. 

Resources include: 

 Human resources. 

 Financial resources. 

 Equipment and machinery. 

 Buildings and working spaces. 

 Technology and software. 

 Raw materials. 

 Information and intellectual property. 

Main functions of media management 

1. Planning 

Planning involves deciding what the enterprise wants to achieve and determining how to achieve it. 

Examples: 

 Preparing a monthly production schedule. 

 Planning a radio programme. 

 Setting annual sales targets. 

 Planning the purchase of cameras and editing computers. 

2. Organising 

Organising involves arranging resources, tasks and responsibilities to ensure that business activities are 
performed effectively. 

For example, a video production company may organise its employees into: 

 Production department. 

 Camera and photography department. 

 Editing department. 

 Marketing department. 

 Finance and administration department. 

3. Staffing 

Staffing involves recruiting, selecting, training and retaining employees with the required skills. 

A media business may require: 

 Camera operators. 

 Photographers. 

 Graphic designers. 
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 Journalists. 

 Editors. 

 Marketing officers. 

 Accountants. 

 Technical assistants. 

4. Directing 

Directing involves guiding, instructing and motivating employees to perform their duties. 

5. Coordinating 

Coordination involves ensuring that different departments work together towards common business 
objectives. 

For example, the camera operator, scriptwriter and editor must cooperate when producing a 
documentary. 

6. Controlling 

Controlling involves monitoring business activities, comparing actual performance with planned targets 
and correcting deviations. 

Examples: 

 Checking production costs. 

 Monitoring customer satisfaction. 

 Reviewing monthly sales. 

 Assessing the quality of published content. 

7. Evaluating 

Evaluation involves examining the success of business activities and identifying areas that require 
improvement. 

 

 

 

3.3 Difference Between Media Ownership and Media Management 

Media ownership Media management 

Refers to legal possession of a media 
enterprise. 

Refers to running and controlling business 
operations. 

Determines who owns the enterprise. Determines how the enterprise operates. 

Involves ownership rights. Involves managerial responsibilities. 

Owners may provide capital. Managers organise and use resources. 
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Owners may appoint managers. Managers implement business plans and policies. 

Important: A media enterprise owner and its manager may be the same person, especially in a small 
business. In a large enterprise, the owner and professional manager may be different people. 

4.0 FUNDAMENTALS OF A MEDIA BUSINESS PLAN 

4.1 Meaning of a Business Plan 

A business plan is a written document that describes a business idea, its objectives, products or 

services, target customers, marketing strategies, management structure, financial requirements and 

methods of operation. 

It acts as a guide for establishing, operating, monitoring and expanding a business. 

A media business plan specifically explains how a media enterprise will create, package, market and 
distribute media products or services while generating income. 

Examples of media business plans 

 A plan for establishing a photography studio. 

 A business plan for a community radio station. 

 A plan for starting a digital marketing agency. 

 A business plan for a video production company. 

 A plan for establishing a printing and publishing enterprise. 

 A plan for operating an online educational content platform. 

4.2 Characteristics of a Good Media Business Plan 

A good business plan should have the following characteristics: 

1. Clear: The information should be easy to understand. 

2. Realistic: The objectives should be achievable using available resources. 

3. Specific: It should clearly identify the products, customers and activities of the business. 

4. Comprehensive: It should cover all major areas of business operations. 

5. Flexible: It should allow adjustments when circumstances change. 

6. Financially sound: Financial estimates should be based on reasonable assumptions. 

7. Market-oriented: It should demonstrate an understanding of customers and competitors. 

8. Well organised: Information should be presented in a logical order. 

9. Measurable: It should contain targets that can be monitored. 

10. Time-bound: It should indicate when activities and targets are expected to be achieved. 

4.3 Main Components of a Media Business Plan 

A comprehensive media business plan contains several important sections. 

4.3.1 Cover Page 

The cover page is the first page of the business plan. It identifies the enterprise and the document. 

It should contain: 

 Name of the media enterprise. 
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 Business logo. 

 Business slogan or tagline. 

 Type of media business. 

 Business location. 

 Name of the proprietor or founders. 

 Contact information. 

 Date of preparation. 

Example: 

VISION MEDIA PRODUCTIONS 

Capturing Moments. Telling Stories. 

BUSINESS PLAN 2027 

Photography • Videography • Digital Content 

Business location: Kilgoris, Narok County, Kenya 

Illustrative business-plan cover page 

4.3.2 Executive Summary 

An executive summary is a brief overview of the entire business plan. 

It introduces the business idea and highlights the most important aspects of the enterprise. 

It normally contains: 

 Business name. 

 Nature of the business. 

 Main products and services. 

 Target market. 

 Business location. 

 Competitive advantage. 

 Financial requirements. 

 Expected business performance. 

Example: 

Vision Media Productions is a proposed media enterprise based in Kilgoris, Narok County. The enterprise 

will offer photography, videography, event coverage, graphic design and digital content production 

services. Its target customers will include schools, churches, businesses, families and community 

organisations. The business will use modern digital equipment and online marketing platforms to reach 
customers and generate sustainable income. 

4.3.3 Business Description 

This section provides detailed information about the proposed media enterprise. 

It should explain: 

1. Business name. 
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2. Type of ownership. 

3. Location. 

4. Nature of business activities. 

5. History or background of the business idea. 

6. Business vision. 

7. Business mission. 

8. Business values. 

9. Legal status. 

10. Long-term development plans. 

Vision: A statement describing what the business wants to become in the future. 

Example: To become a leading provider of creative and reliable media production services in Kenya. 

Mission: A statement explaining the purpose of the business and how it intends to achieve its vision. 

Example: To provide affordable, innovative and high-quality photography, video production and digital 
communication services. 

Business objectives: Specific results that the business intends to achieve. 

Examples: 

 To establish a fully equipped photography studio within six months. 

 To acquire at least 30 regular customers during the first year. 

 To generate sufficient income to meet operating expenses. 

 To expand services to neighbouring towns within three years. 

 

 

 

 

 

4.3.4 Products and Services 

This section explains what the media enterprise intends to offer to customers. 

Examples include: 

Product or service Description 

Photography Taking and processing digital photographs 

Videography Recording events and activities 

Graphic design Designing posters, logos and banners 
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Video editing Editing raw footage into finished productions 

Printing Producing posters, brochures and photographs 

Digital marketing Promoting businesses using online platforms 

Documentary production Recording and presenting factual stories 

Audio production Recording advertisements, interviews and programmes 

Publishing Producing printed and electronic publications 

The business plan should explain the quality, features, prices and benefits of each product or service. 

4.3.5 Market Analysis 

Market analysis is the process of collecting and studying information about potential customers, 
competitors and business opportunities. 

It helps the entrepreneur determine whether there is sufficient demand for the proposed media 
products or services. 

Market analysis should examine: 

a) Target market 

The target market refers to the specific group of people or organisations that a business intends to 
serve. 

Examples: 

 Schools requiring graduation photography. 

 Churches requiring event recordings. 

 Businesses requiring advertisements. 

 Families requiring wedding photography. 

 Organisations requiring documentaries. 

 Content creators requiring editing services. 

b) Customer needs 

These are the problems, preferences or requirements that customers want the business to satisfy. 

For example: 

 Affordable photography. 

 High-quality video recording. 

 Fast delivery of edited content. 

 Professional graphic design. 

 Reliable event coverage. 

c) Competitor analysis 

Competitor analysis involves studying other businesses that offer similar products or services. 
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An entrepreneur should examine: 

 Competitors' prices. 

 Quality of services. 

 Customer care. 

 Marketing methods. 

 Strengths. 

 Weaknesses. 

 Business locations. 

d) Market demand 

Market demand refers to the quantity of products or services that customers are willing and able to 
purchase at a particular time and price. 

e) Market opportunities 

These are favourable conditions that a business can use to attract customers and grow. 

Example: Increased use of social media by schools and small businesses creates opportunities for digital 
content creators. 

4.3.6 Marketing Plan 

A marketing plan explains how the business will inform customers about its products, attract them, 
persuade them to purchase and retain their loyalty. 

It identifies the marketing objectives, target market, promotional methods, pricing and distribution 
channels. 

The marketing plan is discussed in detail in Section 6. 

4.3.7 Operational Plan 

An operational plan explains how the business will carry out its daily activities. 

It includes: 

 Business location. 

 Working hours. 

 Equipment and tools. 

 Production processes. 

 Staff responsibilities. 

 Suppliers. 

 Customer service procedures. 

 Quality control. 

 Storage and maintenance of equipment. 

Example: A photography business may receive bookings, confirm customer requirements, prepare 

equipment, photograph the event, edit the images, obtain customer approval and deliver the final 
photographs. 

4.3.8 Management and Organisation Plan 
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This section explains who will manage the business and how responsibilities will be distributed. 

It should identify: 

 Business owner. 

 Manager. 

 Production staff. 

 Marketing staff. 

 Finance personnel. 

 Technical staff. 

 Duties and responsibilities. 

 Reporting relationships. 

4.3.9 Financial Plan 

The financial plan explains the money required to establish and operate the business, expected income, 
expenses, profits and financial sustainability. 

It includes: 

 Start-up capital. 

 Sources of finance. 

 Equipment costs. 

 Operating expenses. 

 Sales forecasts. 

 Cash-flow projections. 

 Profit and loss estimates. 

 Break-even analysis. 

Financial planning is discussed in Section 5. 

 

 

4.3.10 Risk Management Plan 

A risk management plan identifies possible threats to the business and explains how they will be 
controlled. 

Examples: 

Possible risk Possible control measure 

Camera theft Secure storage and insurance 

Equipment failure Regular maintenance and backup equipment 

Loss of digital files Cloud storage and external backups 
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Low customer demand Market research and promotional campaigns 

Internet interruptions Alternative connectivity arrangements 

Cyberattacks Strong passwords and security software 

Copyright disputes Obtain appropriate permissions and licences 

High operating costs Budgeting and cost control 

4.3.11 Implementation Schedule 

An implementation schedule shows when the different business activities will be carried out. 

Example: 

Activity Time frame 

Conduct market research Week 1 

Register the business Week 2 

Secure business premises Week 3 

Purchase equipment Week 4 

Recruit and train staff Week 5 

Launch marketing campaign Week 6 

Official business launch Week 7 

 

 

4.3.12 Appendices 

Appendices contain supporting documents that provide additional evidence or information. 

Examples include: 

 Market research questionnaires. 

 Equipment quotations. 

 Business registration documents. 

 Relevant permits and licences. 

 Staff qualifications. 

 Sample advertisements. 

 Product photographs. 
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 Financial tables. 

 Partnership agreements. 

 Sample customer contracts. 

5.0 FINANCING A MEDIA ENTERPRISE 

5.1 Meaning of Business Financing 

Business financing refers to the process of obtaining and using money to establish, operate, maintain 
and expand a business. 

A media enterprise requires money to purchase equipment, rent premises, pay employees, produce 
media content, advertise its services and meet other operating expenses. 

Financing is therefore an important component of a media business plan because it determines whether 
the proposed business can be established and sustained. 

5.2 Importance of Financing in Media Entrepreneurship 

Financing enables a media enterprise to: 

1. Purchase media equipment such as cameras, microphones and computers. 

2. Acquire suitable business premises. 

3. Pay salaries and wages to employees. 

4. Purchase production materials. 

5. Pay for internet and communication services. 

6. Advertise and promote products. 

7. Maintain and repair equipment. 

8. Obtain relevant business licences and permits. 

9. Expand production capacity. 

10. Introduce new technologies and services. 

11. Meet transportation and delivery expenses. 

12. Maintain sufficient cash to meet daily obligations. 

 

5.3 Types of Capital Required by a Media Enterprise 

Capital refers to money or other resources invested in a business to facilitate its operations. 

A. Start-up capital 

Start-up capital is the money required to establish a new business before it begins normal operations. 

Examples: 

 Purchasing cameras. 

 Buying computers. 

 Renting a studio. 

 Acquiring furniture. 

 Registering the business. 



          
GRADE 11                                        MEDIA TECHNOLOGY                                                                               LEARNING SUPPORT NOTES 
  
 

 Installing internet services. 

B. Working capital 

Working capital is the money used to meet the day-to-day operating expenses of a business. 

Examples: 

 Paying electricity bills. 

 Purchasing printing materials. 

 Paying employees. 

 Buying internet bundles. 

 Paying transport costs. 

 Purchasing stationery. 

C. Expansion capital 

Expansion capital is money required to increase the size, capacity or range of services offered by an 
existing business. 

Examples: 

 Purchasing additional cameras. 

 Opening another studio. 

 Acquiring a larger printing machine. 

 Employing additional editors. 

 Developing a new digital platform. 

D. Fixed capital 

Fixed capital refers to long-term assets used in the production of goods and services. 

Examples: 

 Buildings. 

 Computers. 

 Cameras. 

 Studio equipment. 

 Printing machines. 

 Furniture. 

 Lighting systems. 

5.4 Sources of Finance for a Media Enterprise 

Sources of finance refer to the different ways through which an entrepreneur obtains money to establish 
or operate a business. 

1. Personal savings 

This is money accumulated by an individual and invested in a business. 

Advantages: 

 Does not normally involve interest payments. 
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 The entrepreneur retains control of the business. 

 It can be obtained without lengthy loan applications. 

 It demonstrates personal commitment. 

Disadvantages: 

 Savings may be insufficient. 

 Personal financial security may be affected. 

 The entrepreneur bears the investment risk. 

2. Bank loans 

A bank loan is money borrowed from a financial institution and repaid according to agreed terms, 
usually with interest. 

Example: A media entrepreneur borrows money from a commercial bank to purchase professional video 
cameras and editing computers. 

Advantages: 

 Can provide substantial capital. 

 Enables the entrepreneur to purchase equipment immediately. 

 Repayment can be arranged over an agreed period. 

Disadvantages: 

 Interest increases the cost of borrowing. 

 Collateral or security may be required. 

 Failure to repay may lead to financial and legal consequences. 

3. Microfinance institutions 

Microfinance institutions provide financial services, including loans and savings facilities, to individuals 
and small businesses. 

They may support small media enterprises that require relatively modest amounts of capital. 

Advantages: 

 May serve small businesses. 

 Can provide financial training. 

 Some products are designed for entrepreneurs who have limited access to traditional banking. 

Disadvantages: 

 Interest and other charges may apply. 

 Loan limits may be relatively low. 

 Repayment requirements can place pressure on the business. 

4. Contributions from partners 

Business partners may contribute money, equipment or other resources towards establishing a media 
enterprise. 

Example: Three young entrepreneurs contribute money to establish a digital content production studio. 
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Advantages: 

 Combines financial resources. 

 Shares the financial burden. 

 Partners may contribute different skills. 

Disadvantages: 

 Profits must be shared. 

 Disagreements may arise. 

 Partners must agree on financial decisions. 

5. Investors 

Investors provide money to a business in expectation of financial returns or ownership benefits. 

An investor may contribute capital in exchange for an agreed share of the business. 

Advantages: 

 May provide substantial financial resources. 

 Can support business expansion. 

 Investors may offer technical advice and business connections. 

Disadvantages: 

 The entrepreneur may surrender part of the ownership. 

 Investors may influence important decisions. 

 Profits may need to be shared. 

6. Government funding programmes 

Government initiatives may provide loans, grants, training or other forms of support to eligible 
entrepreneurs. 

In Kenya, entrepreneurs can investigate relevant programmes such as: 

 Youth Enterprise Development Fund. 

 Uwezo Fund. 

 Women Enterprise Fund. 

 Other eligible national and county enterprise-development initiatives. 

Important: Availability, eligibility, application requirements and funding terms should be confirmed 
through the relevant official government offices or programme websites. 

7. Grants 

A grant is financial support provided to an individual or organisation for a specified purpose, subject to 
the grant conditions. 

Grants may be available for: 

 Community media projects. 

 Educational content production. 

 Cultural preservation. 
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 Youth innovation. 

 Documentary production. 

 Digital inclusion projects. 

Advantages: 

 Grants may not require repayment. 

 They can support innovative projects. 

 They may enable businesses to serve underserved communities. 

Disadvantages: 

 Applications can be competitive. 

 Funds may only be used for approved activities. 

 Reporting and accountability requirements may be demanding. 

8. Retained earnings 

Retained earnings refer to profits kept within an existing business instead of being distributed to 
owners. 

Example: A photography studio uses part of its annual profits to purchase an additional camera. 

9. Crowdfunding 

Crowdfunding involves collecting small financial contributions from many people, usually through an 
online platform. 

Example: A group of Kenyan filmmakers may raise funds from supporters to produce a documentary 
about local cultural heritage. 

10. Leasing and hire purchase 

Leasing allows a business to use equipment owned by another party in exchange for agreed payments. 

Hire purchase allows a business to obtain an asset and pay for it in instalments, subject to the 
agreement. 

Examples: 

 Leasing a printing machine. 

 Hiring professional cameras for a production. 

 Acquiring computers through a hire-purchase arrangement. 

5.5 Factors to Consider When Choosing a Source of Finance 

A media entrepreneur should consider: 

1. Cost of finance: Interest, fees and other charges associated with obtaining money. 

2. Availability: Whether the source can provide the required amount. 

3. Repayment period: The duration allowed for repaying borrowed money. 

4. Ownership implications: Whether the source requires sharing business ownership. 

5. Security requirements: Whether collateral or guarantees are required. 

6. Business risk: The possibility of financial difficulties resulting from borrowing. 
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7. Flexibility: Whether repayment and other conditions suit the business. 

8. Purpose of funding: Whether the funds can be used for the intended business activity. 

9. Eligibility: Whether the entrepreneur meets the provider's requirements. 

10. Financial sustainability: Whether the business can meet the financing obligations. 

5.6 Estimating Start-up Costs 

A start-up budget estimates the money needed to establish a media enterprise. 

Example: Start-up budget for a small photography and videography enterprise in Kilgoris 

The following figures are illustrative planning estimates, not supplier quotations. 

Item Estimated cost (KSh) 

Digital camera 85,000 

Additional lens 35,000 

Video tripod 12,000 

Lighting equipment 25,000 

Microphones 15,000 

Editing computer 75,000 

Editing software and digital tools 12,000 

Furniture 20,000 

Studio preparation 35,000 

Business registration and initial compliance allowance 10,000 

Internet and installation 8,000 

Initial marketing 15,000 

Working capital reserve 48,000 

Total estimated capital 395,000 

The entrepreneur should obtain actual quotations and verify current registration, licensing and tax 
requirements before implementing the budget. 

5.7 Understanding Revenue, Expenses and Profit 

Revenue: The total income earned from selling goods or providing services before deducting expenses. 

Expenses: The costs incurred when operating a business. 

Profit: The amount remaining after total expenses have been deducted from total revenue. 

Profit=Total Revenue−Total Expenses 

Example 

A photography enterprise earns the following income in one month: 

Source Income (KSh) 

Wedding photography 40,000 

School photography 25,000 

Graphic design 15,000 

Video editing 20,000 

Total revenue 100,000 

Monthly expenses: 

Expense Cost (KSh) 

Rent 12,000 

Salaries 25,000 

Internet and electricity 6,000 

Transport 8,000 
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Marketing 4,000 

Equipment maintenance 5,000 

Other expenses 5,000 

Total expenses 65,000 

Therefore: 

Profit=100,000−65,000 

Profit=KSh 35,000 

The business has made a monthly operating profit of KSh 35,000 before any additional applicable taxes, 
financing costs or other unlisted expenses. 

5.8 Break-even Analysis 

Break-even analysis determines the level of sales at which total revenue equals total costs. 

At the break-even point: 

 The business makes neither a profit nor a loss. 

 All costs are covered by revenue. 

 The entrepreneur can determine the minimum sales required to avoid an operating loss. 

Formula 
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The business must sell 20 photography packages per month to break even. 

5.9 Cash Flow Management 

Cash flow refers to the movement of money into and out of a business over a given period. 

Cash inflows 

 Payments from customers. 

 Business loans received. 

 Capital contributions. 

 Grants. 

 Other business income. 

Cash outflows 

 Rent. 

 Salaries. 

 Electricity. 

 Internet subscriptions. 

 Equipment purchases. 

 Transport. 

 Loan repayments. 

 Production costs. 

Importance of cash flow management 

 Ensures the business can pay its bills. 

 Prevents unnecessary borrowing. 

 Helps the entrepreneur plan purchases. 

 Supports timely payment of employees. 

 Identifies possible cash shortages. 

 Improves financial decision-making. 

6.0 MARKETING A MEDIA ENTERPRISE 

6.1 Meaning of Marketing 

Marketing is the process of identifying customer needs and developing, pricing, promoting and 
distributing products or services to satisfy those needs profitably. 

In a media enterprise, marketing involves informing potential customers about available media products 
and services and persuading them to purchase. 

Examples: 

 Advertising photography services on social media. 

 Distributing brochures for a video production company. 

 Promoting a printing business through school visits. 

 Sharing sample graphic designs online. 
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6.2 Importance of Marketing in a Media Enterprise 

Marketing helps a media enterprise to: 

1. Create awareness of its products and services. 

2. Attract new customers. 

3. Increase sales and revenue. 

4. Build brand recognition. 

5. Communicate product benefits. 

6. Understand customer needs. 

7. Compete effectively with other businesses. 

8. Introduce new products. 

9. Retain existing customers. 

10. Expand into new markets. 

11. Obtain feedback from customers. 

12. Build a positive business reputation. 

6.3 The Marketing Mix: The 4Ps 

The marketing mix refers to the combination of marketing elements used by a business to attract 
customers and achieve its objectives. 

The traditional marketing mix consists of Product, Price, Place and Promotion. 

 

 

1. Product 
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A product is a good or service offered by a business to satisfy customer needs. 

In media entrepreneurship, products may include: 

 Printed magazines. 

 Photographs. 

 Documentaries. 

 Advertisements. 

 Graphic designs. 

 Digital publications. 

 Edited videos. 

 Recorded podcasts. 

Factors to consider when developing media products: 

 Quality. 

 Design. 

 Features. 

 Reliability. 

 Packaging. 

 Customer requirements. 

 Uniqueness. 

 Copyright protection. 

2. Price 

Price is the amount of money charged for a product or service. 

Pricing should consider: 

 Cost of production. 

 Competitors' prices. 

 Customer purchasing power. 

 Quality of the product. 

 Demand. 

 Business profit objectives. 

 Discounts and promotional offers. 

Common pricing methods 

a) Cost-plus pricing: Adding a profit margin to the total cost of producing a product. 

Example: If printing a poster costs KSh 100 and the entrepreneur adds KSh 50 profit, the selling price is 

KSh 150. 

b) Competitive pricing: Setting prices by considering what competitors charge for similar services. 

c) Penetration pricing: Introducing a product at a relatively low price to attract customers and 
establish a market. 
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d) Premium pricing: Charging a relatively high price to reflect specialised quality, uniqueness or 
prestige. 

e) Promotional pricing: Temporarily reducing prices to encourage purchases. 

3. Place 

Place refers to the channels and locations through which products or services are made available to 
customers. 

Examples of distribution channels in media enterprises: 

 Physical business premises. 

 Online websites. 

 Social media platforms. 

 Email distribution. 

 Bookshops. 

 Schools. 

 Retail outlets. 

 Digital publishing platforms. 

 Direct delivery to customers. 

Example: A media company in Kilgoris may sell printed magazines directly to schools and distribute 
electronic editions through its website. 

4. Promotion 

Promotion refers to activities used to communicate the benefits of products and persuade customers to 
purchase them. 

Methods include: 

 Advertising. 

 Personal selling. 

 Public relations. 

 Sales promotion. 

 Direct marketing. 

 Social media marketing. 

 Content marketing. 

 Sponsorship. 

 Exhibitions and demonstrations. 

6.4 Additional Elements of the Marketing Mix: The 7Ps 

For service-based businesses, the marketing mix may be expanded to include People, Process and 
Physical Evidence. 

 

5. People 

People are the individuals involved in providing services and interacting with customers. 
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Examples: 

 Photographers. 

 Editors. 

 Journalists. 

 Designers. 

 Customer-care personnel. 

Their professionalism, skills and communication affect customer satisfaction. 

6. Process 

Process refers to the procedures followed when delivering a service. 

Example of a photography service process: 

1. Customer makes an enquiry. 

2. Business provides a quotation. 

3. Customer confirms the booking. 

4. Photographer prepares equipment. 

5. Photography takes place. 

6. Images are edited. 

7. Customer reviews the work. 

8. Final photographs are delivered. 

7. Physical Evidence 

Physical evidence refers to the visible or tangible features that help customers assess the quality and 
credibility of a service. 

Examples: 

 Professional studio. 

 Branded uniforms. 

 Business cards. 

 Website. 

 Sample photographs. 

 Customer testimonials. 

 Printed portfolios. 

 Receipts and invoices. 

6.5 Traditional Marketing Methods 

These are marketing methods that use conventional communication and advertising channels. 

 

Examples: 

1. Posters: Printed promotional materials displayed in permitted public places. 
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2. Flyers: Small printed materials distributed to potential customers. 

3. Brochures: Documents containing detailed information about business products and services. 

4. Newspapers: Advertising through printed publications. 

5. Radio advertisements: Promotional messages broadcast through radio stations. 

6. Television advertisements: Commercial messages presented through television. 

7. Business cards: Small printed cards containing business contact information. 

8. Personal selling: Direct communication between the entrepreneur and potential customers. 

9. Exhibitions: Displaying products and services at trade fairs, school events and business exhibitions. 

6.6 Digital Marketing Methods 

Digital marketing involves using internet-based platforms and electronic technologies to promote 
products and services. 
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Examples of digital marketing 

1. Social media marketing 

Using social media platforms to advertise products, communicate with customers and build 
relationships. 

Examples include: 

 Facebook. 

 Instagram. 

 TikTok. 

 LinkedIn. 

 YouTube. 

2. Website marketing 

Using a business website to display products, publish information, receive enquiries and process orders. 

3. Email marketing 

Sending promotional messages, newsletters and product information to customers who have agreed to 
receive them. 

4. Search engine optimisation (SEO) 

Improving website content and structure to increase its visibility in search engine results. 
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5. Content marketing 

Creating useful content such as articles, videos, tutorials and demonstrations to attract and retain 
customers. 

6. Online advertising 

Paying digital platforms or publishers to display promotional messages to selected audiences. 

7. Influencer marketing 

Collaborating with individuals who have an established audience to promote products or services. 

Advantages of digital marketing 

 Reaches customers in different geographical locations. 

 Can be relatively affordable. 

 Allows businesses to interact with customers. 

 Supports targeted advertising. 

 Makes it easier to measure marketing performance. 

 Enables quick sharing of promotional materials. 

 Can operate beyond normal business hours. 

Challenges of digital marketing 

 Requires reliable internet access. 

 Faces online security threats. 

 May expose businesses to negative online comments. 

 Requires digital skills. 

 Competition for online attention can be high. 

 Some forms of advertising require substantial expenditure. 

 False information can damage business reputation. 

6.7 Developing a Marketing Strategy 

A marketing strategy is a planned approach used by a business to attract, serve and retain customers. 

A media entrepreneur should follow these steps: 

1. Identify the products and services to be marketed. 

2. Conduct market research. 

3. Identify the target customers. 

4. Analyse competitors. 

5. Establish marketing objectives. 

6. Determine appropriate prices. 

7. Select suitable promotional methods. 

8. Choose distribution channels. 

9. Prepare a marketing budget. 
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10. Implement the marketing activities. 

11. Monitor customer response. 

12. Evaluate marketing performance. 

Example: Marketing strategy for a media enterprise in Kilgoris 

Marketing activity Target customers Method 

School event photography Schools Direct visits and brochures 

Wedding videography Families and couples Social media advertisements 

Business logo design Small businesses Online portfolio 

Documentary production NGOs and organisations Direct presentations 

Poster printing Shops and schools Flyers and referrals 

6.8 Customer Relationship Management 

Customer relationship management (CRM) refers to the methods and systems used by a business to 
develop, maintain and improve relationships with its customers. 

Importance of customer relationship management 

 Promotes customer loyalty. 

 Encourages repeat purchases. 

 Helps the business understand customer preferences. 

 Improves communication. 

 Supports customer feedback. 

 Reduces customer complaints. 

 Encourages recommendations to other customers. 

Good customer-care practices 

1. Respond to customer enquiries promptly. 

2. Communicate clearly and respectfully. 

3. Deliver products on time. 

4. Maintain agreed quality standards. 

5. Respect customer privacy. 

6. Handle complaints professionally. 

7. Keep accurate customer records. 

8. Seek feedback after service delivery. 

7.0 PACKAGING OF MEDIA PRODUCTS AND SERVICES 

7.1 Meaning of Packaging 

Packaging is the process of designing, preparing and presenting a product or service in a manner that 
protects it, identifies it, communicates its value and makes it attractive to customers. 

In media entrepreneurship, packaging includes both the physical presentation of media products and the 
presentation of digital media content. 

It also involves organising media services into clearly defined and attractive offerings that customers 
can understand and purchase. 
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Examples of media packaging 

 Designing attractive book covers. 

 Packaging printed photographs in protective envelopes. 

 Creating branded USB drives containing edited videos. 

 Designing magazine covers. 

 Creating professional video title screens. 

 Packaging digital learning materials into organised downloadable products. 

 Preparing social media content in branded formats. 

7.2 Importance of Packaging in a Media Enterprise 

Packaging helps a media enterprise to: 

1. Protect media products against physical damage. 

2. Make products attractive to customers. 

3. Identify the producer or business. 

4. Communicate product information. 

5. Differentiate products from competitors. 

6. Improve customer confidence. 

7. Support product marketing. 

8. Create a professional business image. 

9. Make handling and transportation easier. 

10. Improve customer experience. 

11. Support brand recognition. 

12. Add perceived value to products. 

7.3 Types of Media Product Packaging 

A. Physical packaging 

Physical packaging involves the materials used to protect and present tangible media products. 

Examples: 

 Cardboard boxes. 

 Plastic protective cases. 

 Paper envelopes. 

 Printed folders. 

 Book covers. 

 Protective sleeves. 

 Branded bags. 

 Storage cases. 
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Example: A photography business packages printed graduation photographs in branded envelopes to 
protect them from dust, moisture and physical damage. 

B. Digital packaging 

Digital packaging involves organising and presenting electronic media products in a professional and 
accessible format. 

Examples: 

 PDF documents. 

 Digital magazines. 

 E-books. 

 Video files. 

 Audio files. 

 Online courses. 

 Digital portfolios. 

 Downloadable learning resources. 

A digital media product should have a clear file name, suitable format, organised content and 
appropriate access arrangements. 

C. Service packaging 

Service packaging involves organising related services into clearly defined packages with agreed features 

and prices. 

Example: A video production enterprise may offer: 

Package Services included 

Basic Event recording and edited video 

Standard Recording, editing and digital delivery 

Premium Multi-camera recording, editing, highlights and branded presentation 

Service packages should clearly state what is included, delivery timelines, prices and any additional 
charges. 

7.4 Elements of Effective Media Packaging 

1. Product name 

A product name helps customers identify the product. 

2. Brand identity 

Brand identity includes the business name, logo, colours, typography and other visual features. 

3. Product description 

A product description explains the content, purpose and features of the product. 

4. Visual appeal 

The package should have an attractive appearance that reflects the nature and quality of the product. 

5. Product information 

Relevant information should be provided, such as: 

 Title. 
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 Producer. 

 Edition or version. 

 Publication date. 

 Contact information. 

 Usage instructions. 

 Copyright information where appropriate. 

6. Protection 

Packaging should protect the product from damage, loss or unauthorised alteration. 

7. Accessibility 

Digital products should be easy to locate, open and use. 

8. Consistency 

All products should maintain a recognisable business identity. 

9. Quality 

The packaging should reflect the quality of the product or service. 

10. Sustainability 

Packaging should minimise unnecessary waste and use environmentally responsible materials where 
practical. 

7.5 Packaging and Branding 

Branding is the process of creating a distinctive identity for a business and its products or services. 

Branding helps customers recognise and distinguish one enterprise from another. 

Elements of branding 

 Business name. 

 Logo. 

 Slogan. 

 Brand colours. 

 Typography. 

 Packaging design. 

 Website appearance. 

 Staff uniforms. 

 Business stationery. 

 Communication style. 

Difference between branding and packaging 

Branding Packaging 

Creates a recognisable business identity. Presents and protects a particular product. 

Applies across the business and its offerings. Focuses on the presentation of a product or service. 

Includes logo, name, colours and slogan. Includes covers, containers, folders and digital layouts. 

Builds long-term recognition. Improves product presentation and usability. 
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7.6 Packaging Digital Media Content 

Digital media enterprises should organise their electronic products professionally. 

Good practices include: 

1. Use descriptive file names. 

2. Organise files into suitable folders. 

3. Use appropriate file formats. 

4. Include title pages and branding. 

5. Check spelling and presentation. 

6. Compress large files where necessary without significantly reducing quality. 

7. Use secure storage systems. 

8. Maintain backup copies. 

9. Protect copyrighted content. 

10. Test files on different devices. 

11. Provide clear instructions for accessing digital products. 

12. Use appropriate accessibility features. 

Common digital media file formats 

File format Main use 

PDF E-books, reports and electronic publications 

JPEG/JPG Photographs and digital images 

PNG Graphics and images requiring transparency 

MP4 Digital video 

MP3 Compressed audio 

WAV High-quality uncompressed audio 

DOCX Editable text documents 

PPTX Digital presentations 

SVG Scalable vector graphics 

Practical example 

A Kenyan media enterprise produces an electronic magazine about tourism in Narok County. 

Its digital packaging may include: 

 An attractive cover. 

 A clear title. 

 A table of contents. 

 Well-organised articles. 

 Photographs with captions. 

 Page numbers. 

 Publisher details. 

 Copyright notice. 

 A PDF version suitable for digital distribution. 
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8.0 DEVELOPING A BUSINESS PLAN FOR A MEDIA ENTERPRISE 

8.1 Steps in Developing a Media Business Plan 

Developing a business plan requires systematic research, analysis, organisation and decision-making. 

Step 1: Identify a business opportunity 

The entrepreneur identifies a need or problem that can be addressed through a media product or 
service. 

Example: Schools in a particular area may require affordable photography and video coverage for their 
events. 

Step 2: Generate a business idea 

The entrepreneur develops an idea that can address the identified opportunity. 

Example: Establishing a photography and videography studio that serves schools and local organisations. 

Step 3: Conduct market research 

The entrepreneur collects information about: 

 Potential customers. 

 Competitors. 

 Customer preferences. 

 Market demand. 

 Prices. 

 Available business opportunities. 

Step 4: Define the business objectives 

The entrepreneur sets clear objectives that guide business operations. 

Step 5: Select the ownership structure 

The entrepreneur decides whether to operate as a sole proprietor, partnership, company or another 
suitable legal structure. 

Step 6: Identify products and services 

The entrepreneur determines what the business will produce or offer. 

Step 7: Develop a marketing strategy 

The entrepreneur identifies how customers will be reached, attracted and retained. 

Step 8: Prepare the financial plan 

The entrepreneur estimates: 

 Start-up costs. 

 Working capital. 

 Sources of finance. 

 Operating expenses. 

 Expected revenue. 

 Projected profit. 
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 Cash-flow requirements. 

Step 9: Prepare the operational plan 

The entrepreneur determines the location, equipment, staff and production procedures. 

Step 10: Identify business risks 

Potential risks are identified and appropriate control measures are proposed. 

Step 11: Prepare the implementation schedule 

The entrepreneur sets deadlines for establishing and operating the business. 

Step 12: Review and finalise the business plan 

The plan is checked for accuracy, completeness, feasibility and clarity. 

8.2 Sample Business Plan for a Kenyan Media Enterprise 

The following is a model business plan that Grade 11 learners can study and adapt when undertaking a 

practical business-planning activity. 

VISION MEDIA PRODUCTIONS 

Capturing Moments. Telling Stories. 

MODEL BUSINESS PLAN 

Kangema, Murang’a County, Kenya 

1. Business idea 

Establish a small media production enterprise offering photography, videography, graphic design, video 
editing and digital content production. 

2. Ownership 

The enterprise will begin as a sole proprietorship. 

3. Vision 

To become a recognised provider of quality and affordable media production services in Kenya. 

4. Mission 

To provide creative, reliable and customer-focused media products and services using appropriate 
technology. 

5. Business objectives 

 Establish a functional studio. 

 Attract schools, families, churches and businesses. 

 Generate sustainable income. 

 Expand the range of services. 

 Maintain high standards of customer service. 

6. Products and services 

 Photography. 

 Videography. 

 Graphic design. 
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 Video editing. 

 Printing. 

 Digital marketing. 

7. Target market 

Schools, churches, small businesses, families, NGOs and community organisations. 

8. Marketing methods 

Social media, a business website, referrals, brochures, school visits and direct marketing. 

9. Financing 

The proposed initial capital requirement is KSh 395,000, based on the illustrative budget in Section 5. 

10. Management 

The owner will supervise the enterprise, supported by a camera operator/editor and part-time 

marketing assistant as the business grows. 

11. Risk management 

Equipment security, digital backups, insurance where appropriate, customer agreements and regular 
maintenance. 

12. Evaluation 

Monthly review of sales, customer feedback, expenses, profit and business growth. 

8.3 Peer Review of a Media Business Plan 

Peer review is the process through which learners examine one another's work and provide constructive 
feedback to improve its quality. 

Guidelines for conducting peer review 

1. Exchange completed business plans with classmates. 

2. Read the business plan carefully. 

3. Examine whether the business idea is clear. 

4. Check whether the target market is realistic. 

5. Evaluate the proposed marketing strategy. 

6. Examine the financing arrangements. 

7. Check whether the budget is realistic. 

8. Assess the packaging and branding ideas. 

9. Identify strengths and weaknesses. 

10. Provide recommendations for improvement. 

11. Revise the business plan using appropriate feedback. 
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Peer-review checklist 

Area of assessment Yes/No 

The business name is appropriate.  

The business idea is clearly explained.  

The objectives are achievable.  

The target market is identified.  

The products and services are explained.  

The marketing strategy is appropriate.  

The financial plan is realistic.  

Sources of finance are identified.  

Packaging is adequately explained.  

Risks and solutions are included.  

9.0 MEDIA ENTERPRISE SET-UP 

9.1 Meaning of Media Enterprise Set-up 

Media enterprise set-up refers to the process of establishing and preparing a media business to begin its 
operations. 

It involves converting a business idea into an organised enterprise through planning, registration, 

financing, acquisition of resources, staffing and implementation. 

9.2 Factors to Consider When Setting Up a Media Enterprise 

1. Business idea 

The entrepreneur should identify a suitable media business opportunity. 

2. Business location 

The location should be accessible to customers and suitable for the nature of the media enterprise. 

Factors include: 

 Security. 

 Accessibility. 

 Availability of electricity. 

 Internet connectivity. 

 Rental costs. 

 Proximity to target customers. 

 Availability of transport. 

3. Legal requirements 

The entrepreneur should establish an appropriate legal structure and meet relevant legal and regulatory 
requirements. 

In Kenya, relevant considerations may include: 

 Business name or company registration through the Business Registration Service. 

 Applicable county business permits. 

 Kenya Revenue Authority tax obligations. 

 Employment and workplace requirements where applicable. 

 Data protection requirements when handling personal information. 
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 Copyright and intellectual property obligations. 

 Sector-specific licences where the nature of the business requires them. 

For broadcasting enterprises, the entrepreneur should establish the relevant requirements of the 
Communications Authority of Kenya before commencing regulated broadcasting activities. 

Important: Registration of a business does not automatically authorise every media activity. The 
entrepreneur should confirm the specific permits and licences required for the proposed operations. 

4. Availability of capital 

The entrepreneur should ensure sufficient funds are available for establishment and initial operations. 

5. Equipment and technology 

The enterprise should acquire equipment suitable for its activities. 

Examples: 

 Digital cameras. 

 Video cameras. 

 Microphones. 

 Lighting systems. 

 Computers. 

 Printers. 

 Editing software. 

 Storage devices. 

 Internet equipment. 

6. Human resources 

The enterprise should recruit people with the necessary professional and technical skills. 

7. Security 

The entrepreneur should provide security for equipment, premises, employees and digital information. 

8. Marketing 

The business should establish ways of attracting customers before and after launching. 

9.3 Essential Equipment for Different Media Enterprises 
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Type of enterprise Essential equipment 

Photography studio Camera, lenses, tripod, lighting and editing computer 

Video production Video camera, microphones, lights and editing computer 

Graphic design Computer, design software, drawing tablet and printer 

Radio production Microphones, mixer, headphones, audio interface and computer 

Printing enterprise Printing machine, computer, paper and finishing tools 

Podcast studio Microphones, headphones, recording software and audio interface 

Film production Cameras, lenses, lights, microphones and editing systems 

9.4 Steps in Establishing a Media Enterprise 

1. Identify a business opportunity. 

2. Conduct market research. 

3. Develop a business plan. 

4. Select an appropriate ownership structure. 

5. Register the business where required. 

6. Identify sources of finance. 

7. Acquire suitable premises. 

8. Purchase or lease equipment. 

9. Recruit qualified personnel. 

10. Obtain relevant permits and licences. 

11. Develop the business brand. 

12. Establish marketing channels. 

13. Test production equipment and systems. 

14. Launch the enterprise. 

15. Monitor and evaluate performance. 

9.5 Challenges Facing Media Entrepreneurs in Kenya 

1. Limited capital 

Many entrepreneurs lack enough money to purchase professional equipment. 

Possible solutions: 

 Start with essential equipment. 

 Use savings. 

 Seek appropriate financing. 

 Partner with other professionals. 

 Lease expensive equipment where practical. 

2. Rapid technological changes 

Media technology changes quickly, making some equipment and software outdated. 

Possible solutions: 

 Keep up with technological developments. 

 Attend professional training. 
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 Budget for equipment upgrades. 

 Adopt suitable and affordable technologies. 

3. Competition 

Many media enterprises offer similar products and services. 

Possible solutions: 

 Offer unique products. 

 Maintain high quality. 

 Provide excellent customer care. 

 Develop a strong brand. 

 Use effective marketing. 

4. Copyright infringement 

Unauthorised use of photographs, music, videos and other creative materials may result in legal 
disputes. 

Possible solutions: 

 Understand copyright requirements. 

 Obtain necessary permissions. 

 Use properly licensed content. 

 Maintain records of ownership and licences. 

 Respect other creators' intellectual property. 

5. Unreliable internet connectivity 

Some media activities require stable internet access. 

Possible solutions: 

 Identify alternative internet providers. 

 Maintain offline working arrangements. 

 Use reliable backup systems. 

 Schedule large uploads when connectivity is stable. 

6. Equipment damage and theft 

Cameras, computers and other devices are expensive and vulnerable to damage or theft. 

Possible solutions: 

 Use secure storage. 

 Maintain equipment properly. 

 Consider appropriate insurance. 

 Maintain backup equipment where possible. 

 

7. Changing customer preferences 
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Customers' media interests and consumption habits change over time. 

Possible solutions: 

 Conduct regular market research. 

 Seek customer feedback. 

 Introduce new products. 

 Follow emerging media trends. 

8. Financial management difficulties 

Poor budgeting and cash-flow management may lead to business failure. 

Possible solutions: 

 Prepare budgets. 

 Maintain accurate financial records. 

 Separate business and personal finances. 

 Monitor expenditure. 

 Review financial performance regularly. 

10.0 CREATING A PORTFOLIO FOR A MEDIA ENTERPRISE SET-UP 

10.1 Meaning of a Portfolio 

A portfolio is an organised collection of documents, samples, evidence, records and achievements that 
demonstrate an individual's or organisation's work, abilities, experience and progress. 

A media enterprise portfolio is a collection of materials that presents the identity, capabilities, 
products, services, achievements and business plans of a media enterprise. 

It helps potential customers, partners and investors understand what the enterprise can offer. 

10.2 Importance of a Media Enterprise Portfolio 

A portfolio: 

1. Demonstrates the enterprise's abilities. 

2. Provides evidence of previous work. 

3. Promotes the business to potential customers. 

4. Builds customer confidence. 

5. Supports marketing and advertising. 

6. Helps attract investors and business partners. 

7. Shows the quality of media products. 

8. Records business achievements. 

9. Provides evidence of professional development. 

10. Supports business evaluation and improvement. 

11. Helps the enterprise compete in the market. 

12. Provides an organised record of business information. 

10.3 Types of Media Portfolios 
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A. Physical portfolio 

A physical portfolio is a printed collection of business documents and samples. 

Examples: 

 Printed photographs. 

 Business brochures. 

 Sample posters. 

 Printed magazines. 

 Business plans. 

 Certificates. 

 Business cards. 

 Product catalogues. 

B. Digital portfolio 

A digital portfolio is an electronic collection of business documents, images, videos, audio recordings 
and other digital materials. 

Examples: 

 PDF portfolio. 

 Business website. 

 Online image gallery. 

 Video showreel. 

 Digital presentation. 

 Cloud-based portfolio. 

C. Professional media portfolio 

A professional media portfolio presents the skills, experience and work samples of a media professional 
or enterprise. 

It may contain: 

 Photography samples. 

 Video productions. 

 Graphic designs. 

 Published articles. 

 Advertising materials. 

 Client testimonials. 

 Professional qualifications. 

 

10.4 Contents of a Media Enterprise Portfolio 

A comprehensive media enterprise portfolio may include the following: 

1. Cover page 
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Contains the business name, logo, slogan and contact details. 

2. Business profile 

Describes the enterprise, its background, location and nature of activities. 

3. Vision and mission statements 

Explain the long-term direction and purpose of the business. 

4. Business objectives 

Show what the enterprise intends to achieve. 

5. Ownership information 

Identifies the ownership structure and relevant business registration information. 

6. Business plan 

Contains the business idea, market analysis, financing, marketing and operational strategies. 

7. Products and services 

Provides information about what the business offers. 

8. Work samples 

Displays examples of completed media productions. 

Examples: 

 Photographs. 

 Posters. 

 Logos. 

 Videos. 

 Audio recordings. 

 Magazines. 

 Advertisements. 

9. Equipment inventory 

Lists the tools and equipment owned, leased or used by the enterprise. 

10. Staff profiles 

Provides relevant information about the people working in the enterprise, including their roles and 
professional competencies. 

11. Financial information 

May include: 

 Start-up budget. 

 Financial projections. 

 Sources of finance. 

 Sample quotations. 

 Relevant financial records. 
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12. Marketing materials 

Includes: 

 Business brochures. 

 Posters. 

 Business cards. 

 Social media advertisements. 

 Website screenshots. 

13. Registration and compliance documents 

Includes appropriate business registration evidence and relevant permits or licences. 

14. Customer testimonials 

These are statements from customers describing their experiences with the enterprise. They should be 

genuine and shared with appropriate consent. 

15. Contact information 

Provides business telephone numbers, email addresses, website and physical location. 

10.5 Steps in Creating a Media Enterprise Portfolio 

1. Identify the purpose of the portfolio. 

2. Determine the intended audience. 

3. Collect relevant business documents. 

4. Gather samples of media work. 

5. Select suitable photographs, videos and designs. 

6. Organise the materials into sections. 

7. Develop an attractive cover page. 

8. Use consistent branding. 

9. Write clear descriptions of the materials. 

10. Check the accuracy of the information. 

11. Obtain permission before including third-party or client materials. 

12. Arrange the content in a logical order. 

13. Prepare the final physical or digital portfolio. 

14. Review the portfolio for quality. 

15. Store it securely and update it regularly. 

 

 

10.6 Qualities of a Good Media Portfolio 

A good media portfolio should be: 

 Well organised. 
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 Attractive. 

 Relevant. 

 Accurate. 

 Easy to navigate. 

 Professionally presented. 

 Up to date. 

 Authentic. 

 Securely stored. 

 Consistent with the business brand. 

 Accessible to the intended audience. 

 Respectful of copyright and privacy. 

10.7 Difference Between a Business Plan and a Portfolio 

Business plan Media enterprise portfolio 

Explains how the business will operate. Demonstrates what the business is and can do. 

Focuses on objectives and strategies. Focuses on evidence, documents and samples. 

Contains financial projections. May contain selected financial records and budgets. 

Guides business establishment and 
operations. 

Promotes the enterprise and showcases its 
capabilities. 

Helps assess business feasibility. Helps assess professional quality and experience. 

Primarily guides decision-making. Primarily presents and documents the enterprise. 

11.0 DIGITAL PORTFOLIO AND RECORD KEEPING 

11.1 Meaning of a Digital Portfolio 

A digital portfolio is an electronic collection of documents, images, videos, audio recordings and other 
digital evidence organised for presentation, assessment, storage and future reference. 

In media entrepreneurship, digital portfolios are useful for storing business plans, marketing materials, 
work samples and records of business development. 

11.2 Tools Used to Create Digital Portfolios 

Examples include: 

1. Microsoft PowerPoint. 

2. Microsoft Word. 

3. Google Slides. 

4. Google Drive. 

5. Canva. 

6. Adobe Acrobat. 

7. Business websites. 

8. Digital photo galleries. 

9. Cloud storage platforms. 

10. Video-sharing platforms with appropriate privacy controls. 
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11.3 Steps in Creating a Digital Portfolio 

Step 1: Identify the purpose 

Determine what the portfolio should demonstrate. 

Step 2: Collect materials 

Gather business plans, photographs, videos, designs, certificates and other relevant documents. 

Step 3: Select a platform 

Choose an appropriate digital tool depending on the portfolio's purpose and the available resources. 

Step 4: Organise the content 

Arrange documents into logical folders and sections. 

Step 5: Design the portfolio 

Use suitable colours, headings, fonts, images and layouts. 

Step 6: Add descriptions 

Provide short explanations of the documents and media samples. 

Step 7: Review the content 

Check accuracy, spelling, quality and completeness. 

Step 8: Save and archive 

Store the portfolio in a suitable digital location. 

Step 9: Protect the portfolio 

Use appropriate passwords, access permissions and backups. 

Step 10: Update regularly 

Add new products, achievements, work samples and business records. 

11.4 Meaning of Archiving 

Archiving is the systematic process of storing and preserving documents, records and digital materials 
for future reference. 

Importance of archiving a business plan and portfolio 

 Preserves important business information. 

 Supports future reference. 

 Provides evidence of business development. 

 Helps prevent loss of documents. 

 Supports business continuity. 

 Enables comparison of past and current performance. 

 Helps with planning and evaluation. 

 Provides evidence for relevant stakeholders. 

11.5 Methods of Archiving 

A. Physical archiving 
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This involves storing printed documents in: 

 Files. 

 Folders. 

 Filing cabinets. 

 Document boxes. 

 Shelves. 

B. Digital archiving 

This involves storing electronic documents using: 

 External hard drives. 

 Flash disks. 

 Cloud storage. 

 Computers. 

 Secure servers. 

 Digital document management systems. 

Good digital archiving practices 

1. Use clear file names. 

2. Arrange documents into folders. 

3. Use consistent file formats. 

4. Maintain backup copies. 

5. Restrict unauthorised access. 

6. Protect files against malware. 

7. Check stored files periodically. 

8. Update documents when necessary. 

9. Use secure passwords. 

10. Follow relevant data protection requirements. 

12.0 REFLECTIVE LOGBOOK OR JOURNAL 

12.1 Meaning of a Reflective Logbook 

A reflective logbook is a record in which a learner documents activities, experiences, challenges, 
achievements and lessons learnt during a learning process. 

In media entrepreneurship, it helps learners record their experiences when developing a business plan 
and creating a media enterprise portfolio. 

 

12.2 Importance of a Reflective Logbook 

A reflective logbook helps learners to: 

1. Record learning activities. 

2. Monitor personal progress. 
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3. Identify challenges encountered. 

4. Evaluate decisions made. 

5. Recognise newly acquired skills. 

6. Identify areas requiring improvement. 

7. Develop problem-solving abilities. 

8. Improve future business planning. 

9. Document practical experiences. 

10. Develop self-awareness and responsibility. 

12.3 Information Recorded in a Reflective Logbook 

A learner may record: 

 Date of activity. 

 Activity undertaken. 

 Resources used. 

 Skills developed. 

 Challenges encountered. 

 Solutions adopted. 

 Feedback received. 

 Lessons learnt. 

 Personal reflections. 

 Future improvements. 

Sample reflective logbook 

Date Activity Experience and skills 
gained 

Challenges Lessons learnt 

2/11/2026 Identifying a 
media business 
idea 

Learnt how to identify 
customer needs 

Limited market 
information 

Research is important 

3/11/2026 Preparing a 
business plan 

Learnt financial and 
marketing planning 

Estimating costs Use realistic 
quotations 

4/11/2026 Creating a 
portfolio 

Developed digital 
presentation skills 

Organising 
images 

Proper organisation 
improves presentation 

5/11/2026 Peer review Developed 
communication skills 

Different 
opinions 

Feedback improves the 
final work 

 

 

 

12.4 Guidelines for Effective Reflection 

A learner should: 

 Be honest when describing experiences. 

 Record activities regularly. 
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 Identify both successes and failures. 

 Explain the lessons learnt. 

 Consider alternative solutions. 

 Use feedback constructively. 

 Set goals for future improvement. 

13.0 ETHICAL AND PROFESSIONAL PRACTICES IN MEDIA ENTREPRENEURSHIP 

Media entrepreneurs have a responsibility to conduct business activities professionally and ethically. 

13.1 Meaning of Media Ethics 

Media ethics refers to the moral principles and professional standards that guide the creation, 
production, distribution and use of media content. 

Important ethical practices 

1. Accuracy 

Media information should be checked to avoid spreading false or misleading content. 

2. Honesty 

Media entrepreneurs should provide truthful information about their products and services. 

3. Privacy 

Personal information, photographs and recordings should be handled responsibly and in accordance with 
applicable laws. 

4. Copyright respect 

Creators should respect the rights of people who produce photographs, videos, music, graphics and 
written materials. 

5. Fairness 

Media content should avoid unjust discrimination and harmful stereotyping. 

6. Professional conduct 

Employees should communicate respectfully with customers, colleagues and business partners. 

7. Transparency 

Businesses should communicate prices, terms of service and relevant product information clearly. 

8. Accountability 

Media entrepreneurs should take responsibility for their work and correct mistakes where necessary. 

13.2 Copyright and Intellectual Property 

Copyright is a legal protection granted to qualifying original creative works, giving creators certain 
exclusive rights over their use. 

Examples of works that may be protected include: 

 Photographs. 

 Films. 

 Music. 
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 Written publications. 

 Graphic designs. 

 Audio recordings. 

 Digital illustrations. 

Ways of respecting copyright 

1. Obtain permission where required. 

2. Use properly licensed materials. 

3. Acknowledge creators where appropriate. 

4. Avoid unauthorised copying. 

5. Keep records of licences and permissions. 

6. Protect original business productions. 

7. Avoid distributing pirated content. 

In Kenya, creators and entrepreneurs should familiarise themselves with applicable copyright laws and 
the role of the Kenya Copyright Board (KECOBO). 

13.3 Data Protection in Media Enterprises 

Data protection involves safeguarding personal information collected, stored, processed or shared by a 
business. 

A media enterprise may handle: 

 Customer names. 

 Telephone numbers. 

 Email addresses. 

 Photographs. 

 Video recordings. 

 Payment records. 

 Booking information. 

Good practices include: 

 Collecting only necessary information. 

 Informing individuals about how their information will be used. 

 Applying appropriate safeguards. 

 Restricting access to authorised personnel. 

 Obtaining appropriate consent for photography and publication where required. 

 Avoiding unauthorised disclosure. 

 Securely disposing of information when it is no longer required and retention is not legally 
necessary. 

Learners should understand the relevance of Kenya's Data Protection Act, 2019, and the Office of the 
Data Protection Commissioner (ODPC). 
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14.0 IMPORTANCE OF A GOOD BUSINESS PLAN IN MEDIA ENTREPRENEURSHIP 

A good business plan plays a major role in the establishment and growth of a media enterprise. 

1. Provides direction 

It gives the entrepreneur a clear guide on what the business intends to achieve. 

2. Helps secure financing 

Banks, investors and other financial providers may use the business plan to assess the viability of a 
proposed enterprise. 

3. Promotes proper resource utilisation 

It helps the entrepreneur allocate financial, human and technological resources effectively. 

4. Identifies market opportunities 

It enables the entrepreneur to understand customer needs and available business opportunities. 

5. Reduces business risks 

It helps identify possible challenges and prepare suitable control measures. 

6. Supports effective marketing 

It provides a framework for promoting products and attracting customers. 

7. Improves financial management 

It helps the entrepreneur estimate costs, forecast revenue and manage cash flow. 

8. Encourages accountability 

It provides targets against which business performance can be measured. 

9. Supports business expansion 

It helps identify future investment needs and opportunities for growth. 

10. Improves decision-making 

It provides relevant information that supports informed business decisions. 

11. Enhances competitiveness 

It enables the business to identify its unique strengths and develop suitable competitive strategies. 

12. Builds confidence 

A well-prepared plan can increase the confidence of business owners, employees, investors and other 
stakeholders. 

 

 

 

14.1 How a Good Business Plan Affects Media Business Set-up 
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A good business plan affects the establishment of a media enterprise in the following ways: 

 It ensures that the business idea is properly researched before money is invested. 

 It helps identify the appropriate ownership structure. 

 It determines the equipment and technology required. 

 It guides the acquisition of start-up capital. 

 It assists in selecting a suitable business location. 

 It helps identify potential customers. 

 It guides product development and packaging. 

 It establishes appropriate marketing strategies. 

 It clarifies employee duties and management responsibilities. 

 It identifies possible operational and financial risks. 

 It establishes measurable business objectives. 

 It creates a foundation for evaluating business performance. 

Key conclusion: A business plan transforms a media business idea into a practical, organised and 

financially guided enterprise. Without proper planning, a media entrepreneur may experience 
unnecessary expenses, poor marketing, inadequate resources and business failure. 

15.0 PRACTICAL LEARNING ACTIVITIES 

These activities enable learners to apply the knowledge and skills acquired in media entrepreneurship. 

Activity 1: Developing a Media Business Idea 

Task: Work individually or in groups to identify a media business opportunity within your community. 

Procedure: 

1. Identify a problem or need in the community. 

2. Suggest a media product or service that can address the need. 

3. Identify potential customers. 

4. Research similar businesses. 

5. Explain how the proposed business will generate income. 
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6. Present your business idea to the class. 

Expected competencies: 

 Creativity. 

 Critical thinking. 

 Communication. 

 Collaboration. 

 Problem-solving. 

 Entrepreneurial skills. 

Activity 2: Preparing a Media Business Plan 

Task: Develop a business plan for a proposed media enterprise. 

Your business plan should include: 

 Business name and logo. 

 Executive summary. 

 Business description. 

 Vision and mission. 

 Business objectives. 

 Products and services. 

 Market analysis. 

 Marketing strategy. 

 Financing plan. 

 Packaging strategy. 

 Operational plan. 

 Management structure. 

 Risk management. 

 Implementation schedule. 

Activity 3: Creating a Media Portfolio 

Task: Prepare a portfolio for your proposed media enterprise. 

Include: 

1. Business profile. 

2. Business logo. 

3. Business plan. 

4. Sample photographs. 

5. Sample graphic designs. 

6. Sample advertisements. 

7. Product and service descriptions. 
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8. Equipment inventory. 

9. Marketing materials. 

10. Contact information. 

Activity 4: Digital Archiving 

Task: Create a digital folder containing your business plan and media enterprise portfolio. 

Organise the folder as follows: 

 

Save the folder in an appropriate storage location and maintain a backup. 

Activity 5: Presentation and Peer Assessment 

Present your business plan and portfolio to classmates. 

Your classmates should evaluate: 

 Creativity of the business idea. 

 Clarity of objectives. 

 Realism of financial projections. 

 Suitability of marketing strategies. 

 Quality of packaging. 

 Organisation of the portfolio. 

 Feasibility of the proposed enterprise. 
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16.0 SUMMARY OF KEY TERMS 

Term Meaning 

Entrepreneurship Identifying opportunities and establishing businesses. 

Media 
entrepreneurship 

Establishing and managing businesses in the media industry. 

Media enterprise A business involved in creating, producing or distributing media products and 
services. 

Media ownership Legal possession and control of a media business. 

Media management Planning, organising, directing and controlling business activities. 

Business plan A written document explaining how a business will operate and achieve its 
objectives. 

Financing Obtaining and using money to establish and operate a business. 

Start-up capital Money required to establish a new business. 

Working capital Money used to meet daily operating expenses. 

Revenue Income earned from business activities. 

Profit The amount remaining after deducting expenses from revenue. 

Market research Collecting and analysing information about customers and competitors. 

Target market The specific customers a business intends to serve. 

Marketing Activities involved in identifying, attracting and satisfying customers. 

Marketing mix The combination of product, price, place and promotion. 

Packaging Preparing and presenting products or services for protection and 
identification. 

Branding Creating a distinctive identity for a business or product. 

Portfolio An organised collection of work samples, documents and achievements. 

Digital portfolio An electronic collection of documents and media work samples. 

Archiving Systematic preservation of documents and records. 

Reflective logbook A record of learning experiences, challenges and lessons learnt. 

Cash flow Movement of money into and out of a business. 

Break-even point The point at which total revenue equals total costs. 

Copyright Legal protection for qualifying original creative works. 

Peer review Examination of another person's work to provide constructive feedback. 

 

 

 

 

 

 

 

 

 

 

 

 

REVISION EXERCISES 

SECTION A: MULTIPLE-CHOICE QUESTIONS 
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Instructions: Answer all questions. Choose the correct answer from the alternatives A, B, C and D. 

1. What is the meaning of media entrepreneurship? 

A. The process of repairing electronic equipment only. 

B. The process of establishing and managing businesses in the media industry. 

C. The process of watching television programmes. 

D. The process of purchasing newspapers. 

2. Which of the following best describes a business plan? 

A. A list of employees working in an enterprise. 

B. A record of daily customer complaints. 

C. A written document explaining how a business will operate and achieve its objectives. 

D. A collection of photographs produced by a business. 

3. Which of the following is a characteristic of a good media business plan? 

A. Unclear objectives. 

B. Unrealistic financial estimates. 

C. Lack of market research. 

D. Clear and achievable objectives. 

4. Which section of a business plan provides a brief overview of the entire business? 

A. Executive summary. 

B. Operational plan. 

C. Appendix. 

D. Risk management plan. 

5. A person who independently owns and operates a photography studio is practising which form of 
business ownership? 

A. Cooperative. 

B. Partnership. 

C. Sole proprietorship. 

D. Public limited company. 

6. Two photographers combine their resources to establish a media production company. This is an 
example of: 

A. Government ownership. 

B. Partnership. 

C. Public ownership. 

D. Sole proprietorship. 

7. Which of the following is a major function of media management? 

A. Ignoring customer feedback. 

B. Avoiding financial planning. 
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C. Preventing teamwork. 

D. Planning and organising business resources. 

8. Which of the following is an example of start-up capital? 

A. Money used to purchase a camera when establishing a photography business. 

B. Money used to pay monthly electricity bills only. 

C. Money earned from selling photographs. 

D. Profit distributed to business owners. 

9. Which source of finance involves money accumulated by an entrepreneur? 

A. Bank loan. 

B. Grant. 

C. Personal savings. 

D. Crowdfunding. 

10. A business obtains a loan from a commercial bank. Which obligation is normally associated with the 
loan? 

A. Sharing all business ownership. 

B. Repaying the borrowed money according to agreed terms. 

C. Giving up all business profits. 

D. Closing the business after one year. 

11. Which of the following is an example of working capital? 

A. Purchasing a permanent business building. 

B. Purchasing a long-term asset only. 

C. Acquiring land for future expansion. 

D. Paying monthly internet and electricity bills. 

12. Which of the following best describes revenue? 

A. Total income earned from business activities before deducting expenses. 

B. Money remaining after all expenses are deducted. 

C. Money borrowed from a bank. 

D. Money used to purchase business equipment. 

13. A media business earns KSh 80,000 and spends KSh 55,000. What is its profit? 

A. KSh 15,000.         B. KSh 20,000. 

C. KSh 25,000.        D. KSh 35,000. 

 

14. What is the main purpose of break-even analysis? 

A. To determine the number of employees needed. 

B. To establish the sales level at which revenue equals total costs. 
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C. To identify the most attractive logo. 

D. To determine the colour of product packaging. 

15. Which of the following is the first element of the traditional marketing mix? 

A. Promotion. 

B. Place. 

C. Price. 

D. Product. 

16. A business advertises its photography services through Facebook and Instagram. Which marketing 
method is being used? 

A. Digital marketing. 

B. Physical distribution. 

C. Personal financing. 

D. Traditional printing. 

17. Which element of the marketing mix refers to the amount charged for a product? 

A. Product. 

B. Place. 

C. Price. 

D. Promotion. 

18. A media enterprise distributes its electronic magazines through its website. Which element of the 
marketing mix is demonstrated? 

A. Product. 

B. Place. 

C. People. 

D. Physical evidence. 

19. Which of the following is an example of promotional activity? 

A. Repairing a camera. 

B. Paying electricity bills. 

C. Purchasing office furniture. 

D. Distributing brochures to potential customers. 

 

 

 

20. Which additional marketing mix element refers to employees who interact with customers? 

A. People. 

B. Place. 

C. Price. 
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D. Product. 

21. What is the main purpose of packaging in a media enterprise? 

A. To increase unnecessary production costs. 

B. To prevent customers from identifying products. 

C. To protect, identify and present products attractively. 

D. To eliminate the need for marketing. 

22. Which of the following is an example of digital packaging? 

A. A wooden storage box. 

B. A well-organised electronic magazine in PDF format. 

C. A cardboard envelope. 

D. A printed paper bag. 

23. What is branding? 

A. The process of repairing business equipment. 

B. The process of calculating monthly expenses. 

C. The process of recruiting employees. 

D. The process of creating a distinctive identity for a business. 

24. Which of the following is an important component of a media enterprise portfolio? 

A. Samples of completed media productions. 

B. Unrelated personal documents. 

C. Unverified customer information. 

D. Random photographs without descriptions. 

25. What is the main purpose of a media portfolio? 

A. To replace all business operations. 

B. To eliminate financial planning. 

C. To demonstrate the enterprise's capabilities and achievements. 

D. To prevent customers from accessing information. 

26. Which of the following is an example of a digital portfolio tool? 

A. Hammer. 

B. Google Slides. 

C. Measuring tape. 

D. Spanner. 

27. What is archiving? 

A. Destroying all business documents. 

B. Sharing business passwords. 

C. Deleting previous business plans. 
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D. Systematically storing and preserving documents for future reference. 

28. A reflective logbook helps learners to: 

A. Record experiences, challenges and lessons learnt. 

B. Avoid evaluating their work. 

C. Eliminate practical learning activities. 

D. Copy other learners' work. 

29. Which Kenyan institution is associated with copyright administration and protection? 

A. KNEC. 

B. KICD. 

C. KECOBO. 

D. TSC. 

30. How does a good business plan contribute to the success of a media enterprise? 

A. It guarantees profits without any effort. 

B. It provides direction, supports resource allocation and reduces business risks. 

C. It eliminates all competition. 

D. It removes the need for market research. 

SECTION B: STRUCTURED QUESTIONS 

50 Marks 

Instructions: Answer all questions. Write your answers clearly and give relevant examples from the 
Kenyan media industry. 

Question 1: Fundamentals of Media Entrepreneurship (8 Marks) 

a) Define the term media entrepreneurship. (2 marks) 

b) Identify four examples of media enterprises that can be established in Kenya. (4 marks) 

c) State two characteristics of a successful media entrepreneur. (2 marks) 

Question 2: Media Ownership and Management (8 Marks) 

a) Explain the meaning of media ownership. (2 marks) 

b) Describe three forms of business ownership suitable for establishing a media enterprise. (6 marks) 

Question 3: Developing a Media Business Plan (8 Marks) 

A group of Grade 11 learners intends to establish a video production enterprise in Kilgoris. 

a) Explain four important components that should be included in their business plan. (4 marks) 

b) State two reasons why market research is necessary before establishing the enterprise. (2 marks) 

c) Give two ways through which the learners can evaluate the feasibility of their business idea. (2 
marks) 

Question 4: Financing a Media Enterprise (8 Marks) 

a) Explain four sources of finance that can be used to establish a media enterprise in Kenya. (4 marks) 

b) Differentiate between start-up capital and working capital. (2 marks) 
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c) A photography enterprise earns KSh 120,000 in a month and incurs total expenses of KSh 85,000. 
Calculate its monthly profit. (2 marks) 

Question 5: Marketing and Packaging (9 Marks) 

a) Explain the four elements of the traditional marketing mix as applied to a media enterprise. (4 
marks) 

b) Describe three importance of packaging media products. (3 marks) 

c) Give two examples of digital marketing methods that can be used by a Kenyan media enterprise. (2 
marks) 

Question 6: Media Enterprise Portfolio and Archiving (9 Marks) 

a) Define a media enterprise portfolio. (2 marks) 

b) Identify four items that should be included in a media enterprise portfolio. (4 marks) 

c) Explain three reasons why a media entrepreneur should archive the business plan and portfolio 
digitally. (3 marks) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

ANSWER KEY AND MARKING SCHEME 

Section A: Multiple-choice answers 

Question Answer Question Answer Question Answer 

1 B 11 D 21 C 

2 C 12 A 22 B 

3 D 13 C 23 D 

4 A 14 B 24 A 
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5 C 15 D 25 C 

6 B 16 A 26 B 

7 D 17 C 27 D 

8 A 18 B 28 A 

9 C 19 D 29 C 

10 B 20 A 30 B 

30 Marks 

Section B: Suggested marking scheme 

Question 1 (8 Marks) 

a) Media entrepreneurship is the process of identifying opportunities and establishing, financing and 

managing businesses involved in creating, producing or distributing media products and services. (2 
marks) 

b) Any four: 

 Photography studio. 

 Radio station. 

 Television production company. 

 Printing and publishing business. 

 Digital marketing agency. 

 Film production company. 

 Podcast production studio. 

 Graphic design enterprise. 

(1 mark each × 4 = 4 marks) 

c) Any two: 

 Creativity. 

 Innovation. 

 Confidence. 

 Persistence. 

 Leadership. 

 Calculated risk-taking. 

 Financial discipline. 

(1 mark each × 2 = 2 marks) 

 

Question 2 (8 Marks) 

a) Media ownership is the legal possession and control of a media enterprise by an individual, group, 
organisation or government. (2 marks) 

b) Any three forms, explained: 

1. Sole proprietorship: A media business owned and controlled by one individual. 
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2. Partnership: A business owned by two or more individuals who contribute resources and share 
responsibilities. 

3. Private limited company: A separately incorporated business owned by shareholders. 

4. Public limited company: A company that may offer shares to the public under applicable laws. 

5. Cooperative: A business owned and democratically controlled by members. 

6. Government ownership: A media enterprise owned or controlled by the government. 

(2 marks each × 3 = 6 marks) 

Question 3 (8 Marks) 

a) Any four components explained: 

 Executive summary: Provides an overview of the proposed enterprise. 

 Business description: Explains the name, ownership, vision and objectives. 

 Market analysis: Examines customers, demand and competitors. 

 Marketing plan: Explains how products will be promoted and sold. 

 Financial plan: Explains start-up costs, financing, revenue and expenses. 

 Operational plan: Explains equipment, production activities and daily operations. 

 Management plan: Identifies the people responsible for managing the business. 

 Risk management plan: Identifies possible risks and solutions. 

(1 mark each × 4 = 4 marks) 

b) Any two: 

 Identifies potential customers. 

 Determines customer needs. 

 Identifies competitors. 

 Establishes market demand. 

 Helps determine appropriate prices. 

 Identifies business opportunities. 

(1 mark each × 2 = 2 marks) 

c) Any two: 

 Comparing expected revenue with estimated costs. 

 Assessing available capital and equipment. 

 Studying customer demand. 

 Examining competition. 

 Conducting a pilot production or service trial. 

 Evaluating the availability of technical skills. 

(1 mark each × 2 = 2 marks) 

Question 4 (8 Marks) 
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a) Any four sources explained: 

 Personal savings: Money accumulated by the entrepreneur. 

 Bank loans: Money borrowed from a commercial bank and repaid under agreed conditions. 

 Investors: Individuals who provide capital in exchange for agreed financial or ownership benefits. 

 Grants: Financial support provided for specified purposes. 

 Partner contributions: Money contributed by business partners. 

 Microfinance: Loans and other financial services provided by microfinance institutions. 

 Crowdfunding: Small contributions collected from many people. 

 Retained earnings: Profits reinvested into an existing business. 

(1 mark each × 4 = 4 marks) 

b) 

 Start-up capital: Money required to establish a new business. (1 mark) 

 Working capital: Money used to meet the daily operating expenses of an existing business. (1 
mark) 

c) 

Profit=Revenue−Expenses 

=120,000−85,000=KSh 35,000 

 Correct formula and substitution: 1 mark. 

 Correct answer: 1 mark. 

Question 5 (9 Marks) 

a) The four Ps: 

1. Product: The media goods or services offered to customers. (1 mark) 

2. Price: The amount charged for the products or services. (1 mark) 

3. Place: The channels and locations through which products reach customers. (1 mark) 

4. Promotion: Activities used to inform and persuade customers to purchase. (1 mark) 

b) Any three explained: 

 Protects media products against damage. 

 Makes products attractive. 

 Identifies the producer. 

 Communicates product information. 

 Differentiates products from competitors. 

 Improves customer confidence. 

 Enhances brand recognition. 

(1 mark each × 3 = 3 marks) 

c) Any two: 
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 Social media marketing. 

 Website marketing. 

 Email marketing. 

 Search engine optimisation. 

 Online advertising. 

 Influencer marketing. 

 Content marketing. 

(1 mark each × 2 = 2 marks) 

Question 6 (9 Marks) 

a) A media enterprise portfolio is an organised collection of documents, work samples and other 

evidence demonstrating the identity, capabilities, products, services and achievements of a media 
enterprise. (2 marks) 

b) Any four: 

 Business profile. 

 Business plan. 

 Business logo. 

 Products and services. 

 Samples of photographs and videos. 

 Marketing materials. 

 Equipment inventory. 

 Staff profiles. 

 Registration documents. 

 Financial information. 

 Customer testimonials. 

 Contact information. 

(1 mark each × 4 = 4 marks) 

c) Any three explained: 

 Preservation: Protects important business information from loss or damage. 

 Easy retrieval: Makes documents easier to locate when required. 

 Backup: Provides additional copies in case the original files are lost. 

 Business evaluation: Enables comparison of past and current business performance. 

 Accessibility: Allows authorised users to access information when needed. 

 Business continuity: Supports continued operations when physical documents are unavailable. 

(1 mark each × 3 = 3 marks) 
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