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Grade Boundaries

What is a grade boundary?

A grade boundary is where we set the level of achievement required to obtain a certain grade
for the externally assessed unit. We set grade boundaries for each grade (Distinction, Merit and
Pass). The grade awarded for each unit contributes proportionately to the overall qualification
grade and each unit should always be viewed in the context of its impact on the whole
qualification.

Setting grade boundaries

When we set grade boundaries, we look at the performance of every learner who took the
assessment. When we can see the full picture of performance, our experts are then able to
decide where best to place the grade boundaries - this means that they decide what the lowest
possible mark should be for a particular grade.

When our experts set the grade boundaries, they make sure that learners receive grades which
reflect their ability. Awarding grade boundaries is conducted to ensure learners achieve the
grade they deserve to achieve, irrespective of variation in the external assessment.

Variations in external assessments

Each test we set asks different questions and may assess different parts of the unit content
outlined in the specification. It would be unfair to learners if we set the same grade boundaries
for each test, because then it would not take into account that a test might be slightly easier or
more difficult than any other.

Grade boundaries for this, and all other papers, are on the website via this link:
qualifications.pearson.com/gradeboundaries

Unit 5: Specialist Subject Investigation (31672H).

Level 3

Grade Unclassified

Boundary Mark 0 9 19 32 45




Introduction

Unit 5: Specialist Subject Investigation is mandatory for the Pearson BTEC Level 3 National
Extended Diploma in Creative Digital Media Production. Learners are provided with a Set
Task Brief (Part A) five weeks before the assessment period directing them to conduct
research into a specialist subject topic. They are required to focus on a contemporary
specialist media issue or debate detailed in the Set Task Brief and use this as a starting
point to undertake investigations into it using a range of primary and secondary research
methods and techniques. This preparatory stage includes 12 hours independent
preparation and 6 hours undertaken in monitored conditions.

The assessment period includes the preparatory stage prior to a two hour period of
supervised assessment where learners will respond to the activities and stimulus material
provided in part B.

There are two assessment opportunities each year and May 2018 was the first external
assessment opportunity for this unit. The January 2020 stimulus material required
learners to research conduct research into the impact of violent content in media products
within a particular media sector.

Introduction to the Overall Performance of the
Unit

Learners responded well to the focus of the stimulus material; responses indicated that
learners engaged with the topic and were able to access a wide range of relevant research
sources. However, many learners chose to conduct research into the topic as it related to
the games sector, even though their main area of study may have been related to a
different media sector. This may have been because learners felt that they had a general
knowledge or interest in the topic as it related to games, but this resulted in a number of
responses relying on unsupported opinions, which may have disadvantaged those
learners.

Most learners responded effectively to question 1 which required them to use the
research to respond to a statement relating to the topic, but responses to questions 2to 5
often lacked detail or, for questions 3 to 5, were unsupported by references to the
research undertaken.

Primary research conducted by learners was generally purposeful and relevant, but in

many cases lacked consideration of the validity of the information being obtained, e.g.

reference to suitability of sample sizes and demographics. Higher performing learners
demonstrated a clear purpose and focus to the research they had undertaken.



Individual Questions

The following section considers each question on the paper, providing examples of learner
responses and a brief commentary of why the responses gained the marks they did. This
section should be considered with the live external assessment and corresponding mark
scheme.

Activity 1

Analyse the significance of the depiction of violence within a specific media sector
with reference to the issues/debates mentioned in the statement:

“Violence depicted in media products is increasing and becoming more graphic. It
could be argued that exposure to this violence makes young people more likely to
commit violent acts”.

You should refer to the research carried out in the stimulus material and/or your
own research, making reference to the validity of the sources used.

For this activity, higher performing learners focused clearly on the statement, referring not
only to the stimulus material, but to their own research findings, to support a well-
reasoned response.

Less developed responses often simply summarised the information which had been
provided in the stimulus material, and identified key themes within it, but provided little in
terms of interpretation of the data or discussion of the media debates. Some learners
summarized their own findings, but without relating them to the statement, which led to
them then duplicating this in their response to Activity 3.

The higher performing learners typically presented a detailed and specific response to the
statement with points well supported by reference to the stimulus material and/or their
own research, demonstrating a clear understanding of the relationship between the
research and the statement. Learners at this level would also typically make judgements
about the validity of data, e.g. that it was outdated, or was from a reputable source,
though these often still lacked in depth consideration, e.g. “the source of the information
is from the NHS website, which is a well-respected organisation so the facts must be
accurate”.



The following response gained 13 marks out of 15. It clearly discusses the significance
of the topic and refers to different elements of the stimulus material and the learner’'s own
research to develop arguments to directly respond to the statement provided. Reference

is made to the validity of some of the materials, though this is not always detailed or well
expressed.
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The following response gained 5 marks out of 15. The response summarises some
primary and secondary research conducted by the learner and relates the findings to the
statement provided. Though the response demonstrates some understanding of the
topic, it provides little interpretation of these findings and does not effectively develop or
support the arguments relating to graphic content desensitizing the audience and leading
to antisocial behaviour. The response does not make reference to the validity of the
sources as required by the activity.

Activity 1)

| think that violent video games don't make people more aggressive but desensitise them to violence
in real life, from my own investigation in to this topic out of the twenty people how filled out my
guestion air Sayed that 78.7% say that video don't make people more violent and 21.3 were unsure,
this shows that the major majority say that there are no found links between violence and violent
games but there are links to increase antisocial behaver though desensitise, here is a quote from the
science direct media violence page “meta-analyses show that media-violence viewing is
consistently is associated with higher levels of antisocial behaver, ranging from trivial to the serous
with many consequently outcomes between ”, this links to ‘Violence depicted in media products is
increasing and becoming more graphic. It could be argued that exposure to this violence makes
young people more likely to commit violent acts.’ Seeing as the more graphic video game art and
realistic will desensitise the player to violent acts making it more like you not notes violent behaver
due to them seeing it as normal.



Activity 2

Justify the choice of primary research that you used to investigate the key areas of
the set task topic within a specific media sector.

For this activity, less developed responses typically

¢ I|dentified the types of research conducted without either;
— Explaining the reasons why they selected specific research methods, or;
— Linking the research to the set task topic.

e Research was typically limited to a questionnaire and interviews/focus group.

e Alack of explanation of the reasons for the choices and how these linked to the topic
prevented learners from being awarded marks in the higher grade bands.

e Learners often included information more relevant to activity 3, i.e. relating to the
research findings which should be strongly discouraged as it is not rewardable for this
Activity.

More developed responses included a wider variety of research types, including
screenings or participation in game play prior to focus groups, and evaluated in detail the
reasons for choosing them. The rationale given for the choice often included information
re. the validity of the research and, even though this was not specifically required by the
question, it was rewarded as part of the rationale for the choice.

The following response gained 13 marks out of 15. It clearly identifies that primary
research has been undertaken purposefully and demonstrates how this links to the topic.
The response also provides a clearly justified rationale, evaluating the reasons for the
choices and referring to the validity of results generated by the methods used.
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The following response gained 4 marks out of 15. The response describes the nature of
the primary research used and basic explanation is given relating to the benefits of the
method chosen. Simplistic reference is made to the choice of media sector but there are
no links made between the choice of research and its relationship to the topic.

| chose to do a gquestionnaire as my primary research as it allows for many people to be able to
answer it and it was easy to get results from, The reason this was easy to use as the way to collect
my answers was to share it around people in large groups this allowed the process to be quick and
simple, The guestionnaire is biased towards videogames as the people that completed the
guesticnnaire were people whao played videogames. The questionnaire results allowed me to create
a table showing of all the results easily | used this table to create a fancy diagram

Activity 3

Explain the conclusions you have drawn from your research and evaluate how these
support and/or challenge the findings of the stimulus material. You should make
reference to your research sources to support your conclusions.

For this activity, less developed responses typically;

e Summarised learner findings with a brief conclusion but this was often skewed by the
limited nature of the research undertaken, e.g. “all three young people interviewed
agreed that playing games did not make them commit violent acts”.

e Theresearch was clearly related to topic within the stimulus material but learners at
this level did not typically comment how their own findings supported or challenged
the findings of the stimulus material; if any comments of this kind were made they
were limited to simple generic statements such as “my findings disagree with the
stimulus material that games make people commit violent acts”.

Higher performing learners provided detailed information of the information collected,
including both quantitative and qualitative research. Learners at this level referred to both
primary and secondary sources in detail. They drew clear and logical conclusions from
this research and made frequent, direct and logical comparisons between their
conclusions and those of the stimulus material. The most developed responses often
included citations within their responses or, where they did not, made detailed reference
to the specific element of research that supported their conclusions.

The following response gained 14 marks out of 15. The response uses quotes and
statistics drawn from the learner’s own research to develop effective chains of reasoning.
While it does make relevant comments relating to how the learner research
supports/challenges the findings of the stimulus material, these would have benefitted
from more in depth justifications.



The stimulus material provided presents a multitude of information on not just video games, but
maovies, tv shows, books and social media, and paints them in an overall graphic and violent light. It

also provides multiple sources that state that the violence is too intense and has a negative effect on
people who experience it. However, having conducted my own research in response to the stimulus,
I have drawn a multitude of conclusions that may actually differ to the information presented in the
stimulus material. First of all, the American Psychological Association stated in 2015 that ‘Research
demonstrates a consistent relation between violent video game use and heightened aggressive
behaviour'. On top of this data being obviously, severely outdated, my own research into the subject
demonstrates nathing of the sort, however there are a few facts and statistics that some people may
use 1o support this theory, First of all, it's certainly true that video games that are inherently violent
make up a huge part of the market, with Shooter games having been over a quarter of the total
video games sales in 2017, 25.9% specifically as stated on video games infographics on

Videogames, procon.org. While this is not an academic site, the statistics do tend to match with the
typical knowledge of popular games, as games such as Call of Duty and Forinite, which are shooters,
are some of the most popular in the world. It is also true that over time, the number of children
playing video games has only increased, the percentage of US gamers among the general +13
population having gone from 58% in 2013 to 66% in 2018 (once again from Videogames.procon.org).
However, neither of these statistics demonstrate that viclence in games affects people negatively.
Another piece of evidence | extracted from Videogames. procon.org actually provides a graph that
illustrates that from 1998 to 2015, while video game sales went up, violence and crime offences
went down. This is conclusive evidence that video games do not cause violent crimes, and if
anything, possibly decrease it. | also carried out some primary research that would support and
explain why this has happened over the years. Kyle (18) stated that viclent video games are a way
to vent’ and take out your anger on, with other such as David (17) agreeing, and stating that ‘I'm
much less likely to kill sameone if | can do it in a video game'. Now as morbid as that may seem, it
actually draws us to the conclusion that the reason the advancement of video games has helped
decrease the levels of crime in young adults and children is because it gives them an alternative
method to exert their aggression. Video games provide a virtual world where the player can, for the
most part, do whatever they feel like. This means that they are able to express any negative feslings
they may possess that day into a virtual setting where there is no real consequence to their actions,
which is a much better alternative to behaving violently and aggressively in the real world. In short,
we can draw the conclusion that this if anything, violent video games are not causing viclent
behaviours in young people, they are helping them get rid of these feelings because they take place
somewhere where there are no consequences to their actions. However, having drawn the
conclusion that video games help get rid of violent behaviours, there is the question of where do the
feelings come from in the first place. Well, everyone has aggressive feelings some of the time, but
some of the participants of my primary research focus groups actually had something to say about
that. Jack (18) suggested the idea that “It's the parent's fault if the children are too violent, because
they've been exposed to too much of it*, David (17) agreed, stating: “Surely it's real life violence that
causes people to be violence, like people being beaten by their parents, people who have had a bad
upbringing”. While these are simply the opinions of young people who may be blased towards
games, it's clear that the opinion that some parents are to blame is not just one shared by the young
adults themselves, as Common-5ense Media believed that “Children who are exposed to multiple
risk factors, including substance abuse, aggression and conflict at home, and also consume violent
media are more Hkely to behave aggressively”, While not exactly an academic article, given that
these opinions match those of young people | have interviewed personally, | am more encouraged to
believe that these opinions are valid and reliable, and hold truth within them. Overall, the stimulus
material states that the use of violent video games leads to violent behaviour, and while there are
some sources to suggest that violent video games may have some contribution to aggressive
behaviour in young people, from the research | have conducted, | have concluded that the



qualitative data gathered in the stimulus material s incorrect, and that violent video games are
much better at resolving violent feelings rather than causing them. | also conclude that the violent
behaviours and/or feelings that many people associate with video games are actually caused by real
life issues, such as a large amount of exposure to problems with parents, or general violence in the
risal warld.

The following response gained 4 marks out of 15. The response documents the
findings of the learner’s own research. The response includes basic comments about how
research supports the conclusions of the stimulus material but the reasoning behind the
arguments put forward is limited, leading to superficial conclusions.

The conclusions that | got from my research is that 53% of the 12 people | asked played video games

with a rating of 18 and that 30% of peaple had video games with an age rating of 16. This tell us that
more people play older video games. 'Which has viclence in it,

There was 46% of the 12 people that have more than 40 video games that contain violence with 23%
of people that had O to 10 games that had violence in it. This tells us that more people play video
games that have viglence in them this means that violence is on the increase,

The conclusion of my evidence is that they support the stimulus material as it suggests that violent
vitlep games are increasing in popularity causing more viclence to appear but as the questionnaire is
biased towards the videogames this might cause the conclusion to be wrong as there isn't a mix of
views from peaple who don’t play videogames.

Activity 4

What changes would you anticipate in the production of future media products in
your specific media sector in response to the research findings? You should refer to
your own research and/or the stimulus material.

For this activity, less developed responses often began the response with phrase like “In
my opinion...” and went on to give a suggestion that could be logically derived from the
stimulus material, but without developed chains of reasoning to support this. A typical
example would contain statement such as “In my opinion PEGI ratings need to be more
strictly enforced to stop children playing violent games”.

More developed responses used specific and diverse elements from both their own
research and the stimulus material to support a logical argument for the changes they
suggested. For example, rather than just using past performance to predict future
changes, they would draw upon research from a number of sources, often including their
own secondary research, to provide a detailed argument supporting their conclusions.



The following response gained 8 marks out of 10. The response makes sustained
reference to research sources to develop clear, and mostly effective chains of reasoning.
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The following response gained 2 marks out of 10. Although the response relates to the
topic of the stimulus material, the suggestions are not supported by appropriate reference
to research sources.

The changes that | would suggest to make when they create new games is to not have as much
graphic violence as they do now. And to make games that are 18 harder for peopbe to buy as the
research that | concluded that 7 out of 12 people had 18 years old games,

The changes that | would anticipate that games would change are the amount of realism that is in
the violence so the fights would have a graphic feeling to it rather than a realism look to it this would
reduce the amount of violent thoughts.

Activity 5

Explain what further research could be conducted into this topic and how this would
help to gain a greater understanding of the impact on young people of the depiction
of violence in your specific media sector.

For this activity, less developed responses typically described a number of additional
research activities, often referring to what they themselves could have done differently,
e.g. “l could have given out more questionnaires to a wider range of ages”. Where they
referred to professional research, responses lacked specific suggestions for research, e.g.
“More people should be interviewed to get a wider range of opinions”.



The best performing learners made logical arguments which follow on from their previous
responses to support the reason for further research into specific areas of the topic.

The following response gained 9 marks out of 10. The response provides effectively
supported recommendations for future research, justified by the use of consistent

reference to the learners own relevant research but would benefit from more detailed
discussion of the specific nature of the proposed research.
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The following response gained 3 marks out of 10. The response provides relevant but
superficial suggestions for further research without providing an appropriate rationale in
support of these suggestions.

Further research | could have done was to find cut all the numbers on what people are getting so aggressive
and for looking at how many howrs they are spending on the media to be affected by the violence, Also | could
have found out about the different things that 16 — 19 are doing to get aggressive, see how much time they
have off of the media during a day or a week, look at what the main effect is and how it is affecting them in the
media and everyday things. | could have looked at what ways 16 — 19 year olds are doing to relax and take the
aggressive out of them because the balance between people getting aggressive is different for different
peaple. Another thing to help me gain more understanding with this research would be to see how many
people are getting the different types of aggressiveness for the different ages like for the 16 year alds it could
be a little amount of people getting angry and for the 19 year olds it could be a lot of people geiting angry and
the media and getting aggressive.



Summary

Based on responses seen in this session, centres and learners are offered the following advice.

Learners should:

Carefully consider their choice of specialist sector prior to undertaking research.
Respond clearly and specifically to the statement given in Activity 1.

Where required by the question ensure that their responses show consideration of the
validity of their own research, methods and techniques, and/or those used in the
stimulus material, e.g. whether information is current, appropriateness of samples
sizes and demographics, etc.

Clearly identify the specific purpose and focus of their own research in Activity 2.

Clearly identify the research methods and sources they have used, and discuss these in
detail in Activity 2, justifying the selection of each source/method and its
relationship/relevance to the topic.

Make clear comparisons between their own research and the stimulus material in
Activity 3 and specifically discuss how their own research supports/challenges the
findings of the stimulus material.

Clearly justify all conclusions made with logical chains of reasoning and reference to
the research undertaken, particularly within Activities 3, 4 and 5.

Learners should avoid:

Relying heavily on their own opinions and prior knowledge rather than research.

Discussing the findings of their own research within the response to Activity 2, these
should be discussed as part of Activity 3.
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