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	Topic
	Business knowledge

	Specification coverage
	Content area 1: The creative economy
CK1.1: The different creative and non-creative industries that form part of the creative economy
CK1.2: The characteristics of different types of organisations that operate within the creative economy
CK1.4: The models for monetising creative products and the approaches these take



This resource is part of a series of materials to support technical education teaching. The approach to developing the materials draws from research led by Professor Kevin Orr that sets out a model for understanding of technical education pedagogy.
The curriculum development begins with the knowledge that students are working to learn and apply. Teachers draw from their subject and industry expertise, and their knowledge of their students, to make decisions about the core concepts the curriculum will focus on, how they will sequence these concepts, and the activities that are selected to support students’ learning. The decisions behind the resources suggested in this topic are the result of choices made by the curriculum development team, which will be reviewed and improved by teachers’ decision-making and ongoing reflection in their own circumstances.
The materials also seek to support teachers in bringing classroom and industry closer together, by providing assets that draw from authentic industry materials, and using opportunities to capture workplace practice that can be shared with students.
HEALTH AND SAFETY 
It is assumed that activities outlined in this Teaching Guide will be undertaken in suitable facilities or work areas, and that good practices, appropriate use policies and procedures will be observed. Teachers should consult their employers’ risk assessments before use and consider whether any modification is necessary for the particular circumstances of their own class/institution.
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[bookmark: _Toc137031731][bookmark: _Toc138426714][bookmark: _Toc138426738][bookmark: _Toc138426770][bookmark: _Toc138426802][bookmark: _Toc138426834][bookmark: _Toc244099328]Introduction
This document for teachers outlines both the topic area covered, and an approach to using the suite of resources and assets for each lesson/resource. Unless otherwise stated, definitions of key terms have been developed by the authoring team and reviewed in the context of the activities. Teachers may choose to revise definitions as necessary and should review the content in advance of delivery to check it is appropriate for students.
[bookmark: _Toc244099329]Topic purpose
This topic focuses on three subsections of Content area 1, the creative economy:
· CK1.1: The different creative and non-creative industries that form part of the creative economy
· CK1.2: The characteristics of different types of organisations that operate within the creative economy
· CK 1.4: The models for monetising creative products and the approaches these take
The topic introduces students to the creative economy and the business knowledge needed to understand how creative careers and enterprises operate in a professional context. Students will explore the relationship between creative industries and the non-creative sectors that support them. This helps develop an understanding of how successful creative businesses rely on collaboration, communication and specialist expertise, while broadening awareness of the wide range of career opportunities available within and alongside the creative sector.
A key focus is how creative products and services generate income. Students will investigate different business models and learn how creative businesses earn revenue, manage costs, maintain profitability and balance creative ambitions with commercial realities. This knowledge will support informed decisions about employment, self-employment and entrepreneurship.
The topic also explores the activities of small and medium-sized enterprises (SMEs), which make up most businesses in the UK’s creative industries. Understanding the importance of SMEs provides valuable insight into the environments where many craft and design professionals are likely to work.
There are three lessons and each lesson is assumed to be 1.5 hours in length. Teachers may want to adapt the suggested sequencing of concepts and activities as appropriate for their students and circumstances. The lessons are broken down to provide teachers with flexibility in terms of the depth covered in the activities; lessons can also be split over multiple shorter lessons, if required.
The consolidation activity will be completed after each lesson, in students’ own time, and can be used to check students’ understanding of the lesson content through application and reflection. Teachers can review responses to identify misconceptions, knowledge gaps and areas requiring further support. 
The Answer booklet supports self-assessment, peer assessment and teacher feedback by providing model answers and explanations. Teachers can use it to address misconceptions, to model improvements and to reinforce exam techniques.
Resources have been developed around fictional case studies to enable the content to be engaging and to help students connect theory and practice. Students will develop critical thinking skills and gain a deeper understanding of the opportunities, challenges and responsibilities involved in building a sustainable career in the creative economy. 
Students’ learning can be applied across a range of craft and design disciplines, including jewellery, ceramics, textiles, fashion, furniture and upholstery. By drawing connections between these different specialisms, the resources support students in recognising the transferability of key concepts and skills, building confidence in applying their understanding to a variety of creative contexts, and promoting broader thinking, problem-solving and industry awareness.
There are also opportunities to improve several essential skills that are developed during the course, including general competencies for English and digital. 
The content in the lessons can be reinforced throughout the course to support students’ learning. For example, students involved in producing a commission could discuss balancing client requirements with creative control and record their reflections in their industry placement logbook: support.tlevels.gov.uk/hc/en-gb/articles/360015345420-Industry-placement-logbook-for-students
Students may also encounter artificial intelligence (AI) during industry placements. Any use of AI in teaching and learning should follow institutional policies and clearly distinguish between learning support and Awarding Organisation requirements for assessed work. Providers must follow Pearson’s AI position statement and Joint Council for Qualifications (JCQ) guidance on AI use in assessments. 
[bookmark: _Toc244099330]Industry importance
The creative sector is one of the UK’s most significant and dynamic economic contributors, providing employment opportunities and generating value through creativity, skills, innovation and intellectual property. However, successful creative practitioners require more than artistic and technical ability to succeed in today’s creative industries. Understanding how sector- and non-sector-specific businesses operate helps designers and makers turn creative ideas into viable products, services and careers. Commercial awareness, professional practice and adaptability are necessary to build sustainable careers within the creative economy. They also support effective communication with clients, suppliers and industry partners.
As many creative professionals work within SMEs, freelance roles or self-employment, commercial awareness is essential for maintaining profitability and responding to industry challenges. Combining creativity with business understanding helps practitioners build sustainable and successful careers within the creative economy.
“The love of making is what draws most people into craft and design, but it is business understanding that helps turn that passion into a career. Today’s creative practitioners wear many hats; they are makers, designers, communicators, project managers and often business owners too. Those who combine creativity with commercial awareness, understanding their customers, accurately valuing their work and promoting it effectively, are best placed to build resilient, successful and fulfilling careers in the creative industries.”
Tess Osman, Heritage Crafts
[bookmark: _Toc244099331]Industry links
Funding, scholarships and bursaries
· The Queen Elizabeth Scholarship Trust offers scholarships of up to £18,000 for training and education aimed at talented craftspeople: www.qest.org.uk/qestgrants/ 
· Heritage Crafts, a UK charity promoting traditional craft skills, provides training bursaries on a biannual basis. These bursaries are for any age and highlight crafts skills and trades at risk of being lost within the UK (‘Red List of Endangered Crafts’): https://heritagecrafts.org.uk/ 
· The Goldsmiths’ Foundation is a charitable organisation that supports skills, education and training in goldsmithing, silversmithing, jewellery-making and the wider creative industries: www.thegoldsmiths.co.uk (navigate to the Foundation page)
· Homo Faber offers different opportunities for craft students and graduates to develop skills: www.homofaber.com/en/nextgen 
Business support, enterprise and professional development
· The King’s Trust helps and supports young people aged 18 to 30 keen to turn ideas into fruition through the Enterprise programme: www.kingstrust.org.uk/how-we-can-help/support-starting-business 
· The Federation of Small Businesses provides business advice and support to small enterprises, particularly when it comes to navigating non-creative industries and their activities: www.fsb.org.uk (navigate to Resources/Articles)
· The Federation of Small Businesses also offers basic finance management for non-finance people in business: www.fsb.org.uk (navigate to Resources/On-demand webinars/Managing your financials)
· The Design Trust provides practical advice and case studies for creative start-ups or established businesses needing help with areas such as pricing, copyright, marketing or running workshops: www.thedesigntrust.co.uk/ 
· Cockpit, a social enterprise, offers affordable studio space and in-house business support to talented makers: https://cockpitstudios.org/ 
· Anti Copying in Design (ACID) raises awareness and provides support for safeguarding designs: www.acid.uk.com 
· The UK Government Intellectual Property Office (IPO) provides an introduction to intellectual property: www.gov.uk/intellectual-property-an-overview 
Creative industry networks, advocacy and sector development
· The British Council creates capacity-building opportunities for creative practitioners, with a focus on advocacy work, while supporting UK and global business collaborations: https://arts.britishcouncil.org/what-we-do/creative-economy 
· Creative UK is an independent network for UK creative industries: www.wearecreative.uk 
· The Department for Culture, Media and Sport (DCMS) offers creative careers research: www.gov.uk/government/publications/dcms-creative-careers-research 
Craft, design and making organisations
· The Society of Designer Craftsmen promotes and supports the work of creative practitioners, particularly in the craft industries, through a membership scheme: https://societyofdesignercraftsmen.org.uk 
· The Crafts Council is the UK’s national development agency for contemporary craft: www.craftscouncil.org.uk/about/our-work 
· The Craft Festival showcases craft within the UK: https://craftfestival.co.uk 
· The UK Fashion and Textile Association is the industry’s leading trade association and sector skills body. As the largest network for fashion and textiles, they collaborate with designers, manufacturers, suppliers, retailers and educators: www.ukft.org/ 
· Make It British provides a directory promoting UK creative practitioners and manufacturers: https://makeitbritish.co.uk/best-of-british/made-in-uk-jewellery-brands/ 
Education, skills development and youth opportunities
· The Creative Dimensions Trust provides free, high-quality workshops and work experience that develops essential hand skills, confidence and career pathways for talented young people: www.thecreativedimension.org/ 
· Inspiring the Future uses their ‘Making the Future’ programme to bring makers into schools: www.inspiringthefuture.org/campaigns/making-the-future 
Guilds, livery companies and sector databases
· The Livery Committee provides a database of companies and guilds within specific creative sectors: https://liverycommittee.org/about/livery-companies-and-guilds/livery-companies-database/  
[bookmark: _Toc244099332]Prior learning
Students do not require any specific prior knowledge before studying this topic. However, teachers will want to explore the depth of prior knowledge before commencing the programme of study to adapt teaching to meet the needs of their students.
[bookmark: _Toc244099333]Accessibility
The teaching materials have been designed to provide teachers with a flexible framework, including different approaches to activities, suggested consolidation activities to further embed knowledge, and adaptable study questions to assess learning. As with all resources, teachers will wish to consider the specific needs of their students when using the materials, including Special Educational Needs and Disabilities (SEND). Although content has been reviewed, accessibility in externally linked resources cannot be guaranteed.
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[bookmark: _Toc244099334]Learning outcomes and specification coverage
	Lesson
	Learning outcomes
	Specification coverage
	Skills and General competencies
	Links to other specification content

	1 – Industries in the creative economy
	Students will be able to:
define the creative economy
distinguish between creative and non-creative industries
identify business, design, production and technical activities
analyse activities within a creative business
use evidence to justify business decisions
assess the benefits and relationships between the different industries and activities.
	CK1.1 The different creative and non-creative industries that form part of the creative economy
Students should be able to recall:
the creative and non-creative industries that form part of the creative economy
the activities that take place in the creative industries.
1.1.1 creative industries that form part of the creative economy.
1.1.2 non-creative industries that form part of the creative economy.
1.1.3 activities: business activities, design activities, production activities, technical activities.
	Skills
CS2: Generating ideas
CS4: Developing ideas
General competencies
English:
E2: Present information and ideas
E4: Summarise information/ideas
E5: Synthesise information
E6: Take part in/leading discussions
Digital:
D3: Communicate and collaborate
	CK1.3 The creative supply chain

	2 – Characteristics of organisations within the creative economy
	Students will be able to:
identify characteristics of different creative economy organisations
explain the differences between small- and medium-sized enterprises (SMEs), limited companies, charities, corporations and not-for-profits
apply characteristics of organisations to a real creative business.
	CK1.2 The characteristics of different types of organisations that operate within the creative economy
Students should be able to recall the characteristics of:
1.2.1 sector skills bodies
1.2.2 creative bodies
1.2.3 corporations
1.2.4 limited companies
1.2.5 small- and medium-sized enterprises (SMEs)
1.2.6 not-for-profits
1.2.7 charities.
	Skills
CS2: Generating ideas
CS4: Developing ideas
General competencies
English:
E2: Present information and ideas
E4: Summarise information/ideas
E5: Synthesise information
E6: Take part in/leading discussions
Digital:
D3: Communicate and collaborate
	CK1.6 The purpose of relevant bodies, trade associations and organisations in the creative economy

	3 – How creative products and services make money
	Students will be able to:
recall and explain how the three monetisation models generate income:
· commissioned
· self-generated
· subscription
assess the benefits and challenges of each model in relation to:
· creative control
· financial stability
· risk
discuss the suitability of different monetisation models for a creative business.

	CK1.4 The models for monetising creative products and the approaches these take
Students should be able to:
recall models used to monetise products and their approaches
demonstrate understanding of the benefits and challenges of different models used to monetise products
consider the connections between the models, their approaches, the benefits and challenges.
1.4.1 commissioned model
1.4.2 self-generated model
1.4.3 subscription model
1.4.4 benefits and challenges.
	Skills
CS2: Generating ideas
CS4: Developing ideas
General competencies
English:
E2: Present information and ideas
E4: Summarise information/ideas
E5: Synthesise information
E6: Take part in/leading discussions
Digital:
D3: Communicate and collaborate
D4: Process and analyse numerical data
	CK1.5 The common sources of finance and funding opportunities available within the creative industries



	Learning outcomes and specification coverage
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[bookmark: _Toc137031737][bookmark: _Toc138426718][bookmark: _Toc138426742][bookmark: _Toc138426774][bookmark: _Toc138426806][bookmark: _Toc138426838][bookmark: _Toc244099335]Lesson guidance
[bookmark: _Toc137031738][bookmark: _Toc138426719][bookmark: _Toc138426743][bookmark: _Toc138426775][bookmark: _Toc138426807][bookmark: _Toc138426839][bookmark: _Toc244099336]Lesson 1: Industries in the creative economy
This lesson introduces students to the concept of the creative economy. It explores how creative and non-creative industries work together to develop, produce, market and sell products and services.
Students are encouraged to investigate the different industries that form part of the creative economy, and the activities that take place throughout the creative process. They should familiarise themselves with key terminology, including concept, design activity, commissioning, production activity and post-production activity.
Using a fictional case study (sustainable designer-maker LoopStudio), students will examine how a successful creative business relies on a network of industries and services. Through discussion, application and decision-making activities, students will develop their understanding of how creative and non-creative industries operate within the creative economy.
The exam practice question (plenary) and the consolidation activity serve as the assessment for each lesson. In Lesson 1, the exam question tests AO1 skills (knowledge and understanding). 
[bookmark: _Toc137031739][bookmark: _Toc138426720][bookmark: _Toc138426744][bookmark: _Toc138426776][bookmark: _Toc138426808][bookmark: _Toc138426840][bookmark: _Toc244099337]Preparation
	Resources provided
	Slide deck
Workbook
Answer booklet
Glossary

	Equipment needed
	Whiteboard

	Prior learning
	Through GCSE subjects, part-time work or personal experience, students may have an understanding of basic enterprise concepts such as profit, customers and selling.
Students may have knowledge of some of the different activities people perform within a business.
Students will be familiar with digital platforms and may have used social media to discover creative-led businesses or to purchase products.

	Common misconceptions
	The terms ‘creative industries’ and ‘creative economy’ mean the same thing.
In fact, they are different. Creative industries are distinct sectors, such as fashion, design, publishing and film. The creative economy refers to the activities across all these creative industries that drive financial wealth, value and employment. In other words, how the different sectors are supported by industries such as finance, logistics, legal services, retail and technology.
Creative people are not business-focused.
In fact, makers and designers need to combine creativity with business skills: budgeting, marketing, networking and project management.
A designer can only work in one way at a time.
In fact, creative practitioners often combine employment, freelance work, commissions, collaborations, teaching, exhibitions and self-generated projects at any one time.
Commissioning means to buy something.
In fact, a commission involves hiring someone to create a specific piece of work to meet a client’s requirements.
Non-creative industries are less important than creative industries.
In fact, creative industries rely heavily on non-creative industries, including manufacturing, technology, transport, retail, finance and logistics. The industries are interconnected.

	Accessibility
	Seek to ensure wide representation for any visiting speakers and case studies used.
Mixed attainment group or pair-working will encourage students to work collaboratively and build confidence during discussions and verbal responses.
Colour overlays or large print should be made available, if required.
Encourage students to refer to the Glossary to support their understanding.
Basic animation is used on some of the slides in this lesson to reduce cognitive load, stagger information or present instructions. Teachers may wish to remove this feature if it is unsuitable for students.
Quieter students can contribute by using mini-whiteboards or sticky notes instead of responding verbally.


[bookmark: _Toc137031740][bookmark: _Toc138426721][bookmark: _Toc138426745][bookmark: _Toc138426777][bookmark: _Toc138426809][bookmark: _Toc138426841][bookmark: _Toc244099338]Activity guide
	Introduction
SUGGESTED TIME: 
10 minutes
RESOURCES: 
Slide deck – slides 2 and 3
Glossary
	Display slide 2. Use students’ own bags or backpacks as an example to gauge existing understanding of the involvement of creative and non-creative industries in its production and delivery.
With students, identify creative activities (designer, product stylist, graphic designer, pattern-cutter, machinist) and non-creative activities (logistics coordinator, accountant).
Check understanding by asking students to explain what would happen if one supporting activity (e.g. logistics or finance) was removed from the organisation. Students should recognise that creative and non-creative activities are interdependent and that no single activity is more important than another.
Use slide 3 to introduce the lesson focus. Explain that learning will progress from identifying creative and non-creative industries to assessing the benefits and relationships between industries and activities within the broader creative economy.
Explain that students will use analysis, compare viewpoints and make justified judgements using a case study, LoopStudio. The emphasis will be on sustainability and real-world business decision-making.
Ask: What is the difference between an economy and an industry?
An industry is one sector. An economy includes many sectors working together.
To address the misconception that ‘creative industries’ and the ‘creative economy’ mean the same thing, explicitly teach:
· Creative industries = specific sectors such as design, publishing and film.
· Creative economy = the entire system where creative and non-creative industries interact.
Check understanding by asking students to define both terms in their own words and provide an example of each. Ensure they distinguish between creative industries as sectors and the creative economy as the wider system that includes supporting industries.
Ask students to use the Glossary throughout the lesson to help them understand and use key terms accurately. Before answering questions or activities, ask them to check relevant definitions and use technical vocabulary in their explanations. Challenge them to correctly use Glossary terms in discussions, activities and the exam practice questions.

	Activity 1: Understanding the creative economy
Suggested time: 
10 minutes
Resources: 
Slide deck – slides 4 and 5
Workbook: L1 Case study
	Display Slide 4 and read the case study in the Workbook together. With students, identify LoopStudio’s creative functions (designing products) and business functions (selling online and in galleries, managing stock, sourcing materials).
To address the misconceptions that creative businesses operate independently and that designers only focus on making products, ask: Can LoopStudio survive through creativity alone? Having rea the case study, what business activities can you identify?
Marketing products, selling products, managing customer orders.
Use Slide 5 to explain that creative industries:
· are sectors that use creativity, imagination and specialist skills to produce products, content and services with cultural, artistic or commercial value;
· have specialisms, including film, television, broadcasting, and video, publishing, music and the performing arts, digital, crafts and design;
· create work that may be produced through commissioning by an organisation or a customer;
· consist of creative practitioners who develop concepts, generate ideas, solve problems and create original outcomes for audiences or clients.
Using the same slide, explain that non-creative industries:
· play a part in helping creative businesses operate, grow and succeed;
· provide the services and support needed to turn ideas into products and bring them to market;
· include legal, financial, logistical, marketing and communications, human resources. Give brief examples for each.
Ask: How is the creative economy different from the creative industries?
The creative economy is wider because it also includes the industries that support, finance, manufacture and distribute those products produced by the creative industries. The creative industries are the businesses that design and create creative products and services.
Introduce a think–pair–share activity by asking these extension questions to establish whole-class understanding:
· Which industries create products?
· Which industries help products reach customers?
· Creative industries create ideas and products, and that non-creative industries support delivery and operation.

	Activity 2: Recognising key creative business activities
Suggested time: 
30 minutes
Resources: 
Slide deck – slides 6–9
Workbook: L1 Activity 2
Answer booklet
	Display slide 6. Discuss the four key activities that take place within the creative industries and their sub-activities, as identified in the Specification.
Discuss how LoopStudio develops a product through design, technical, production and business activities, explaining why each action belongs in each category. Identify where activities overlap – for example, quality checks could sit in both production and technical.
Pose the question: What happens if the technical category fails? Invite students to suggest a consequence of the category failing (for example, if some parachute material sourced by LoopStudio did not meet their required specifications for repurposing into a product). Close the discussion by explaining that the four categories (business, design, production, technical) are interdependent.
Explain that post-production takes place after a product has been made and includes making corrections or improvements, carrying out quality assurance checks, packaging and labelling products ready for sale, and preparing them for delivery.
Model the example of quality assurance checks using LoopStudio, by explaining that they check every finished bag to make sure the stitching is secure, the zip opens and closes correctly, and there are no defects in the parachute fabric before the bag is packaged and sent to customers. Remind students that products may be distributed to customers, displayed in retail spaces, or exhibited to promote and sell the final outcome.
Use slide 7 to highlight that industries need to combine these different activities to be successful. Check understanding by asking students to identify both creative and business activities within the case study, confirming that successful practitioners combine creative practice with business activities. For example, ask: Which category type would involve setting a budget? (Business – i.e. finance)
Display slide 8 and direct students to complete L1 Activity 2a in the Workbook. Students can use the internet to conduct research, working individually or in pairs. Encourage students to gather evidence through screenshots and notes, and emphasise that they are to find and identify real examples rather than speculating.
Use the sample answers in the Answer booklet to reinforce the four activity categories and highlight that post-production activities are often the most visible to customers despite happening after manufacture.
Students can share one example from each category and justify their post-production example before moving on.
Ask students to compare a production and a post-production activity and explain their different purposes. Check they recognise that creative businesses undertake a range of activities beyond making products.
Display slide 9 and direct students to complete L1 Activity 2b in the Workbook. They work in groups to sequence and categorise activities. Encourage discussion where activities appear to fit multiple categories.
Conduct a mid-activity checkpoint. Circulate and challenge by asking: What evidence supports your ordering? Check understanding by asking students to explain the consequences if either the technical or the production function failed, ensuring they can distinguish between the two and recognise that multiple activities contribute to success.
Encourage debate where activities appear to fit more than one category. Challenge students to justify decisions with evidence. Discuss how some elements will need to be cycled through or repeated after testing, and so on, for adjustments pre-production.

	Activity 3: Analysis challenge and case study dilemmas
Suggested time: 
20 minutes
Resources: 
Slide deck – slides 10 and 11
Workbook: L1 Activity 3
Answer booklet
	Display slide 10 and explain that this is a think–pair–share activity, resulting in a discussion. It requires evidence, counter-arguments and judgements. Steer students beyond identification into evaluating both the benefits and the limitations of their category, and encourage them to compare importance rather than simply identifying functions.
This discussion prompt seeks to address the misconception that business activities are less important than creative work. Use it to reiterate that, like creative and non-creative industries, the four activity categories also interact in the successful delivery of products/services.
Display slide 11. Explain to students that the next activity moves beyond business decisions and instead focuses on organisational ways of working. Direct students to complete the two decision-based tasks in L1 Activity 3 in the Workbook in pairs. Encourage them to consider creative control, business growth, quality and customer expectations.
Explain to students that there is no single correct answer to these dilemmas, and that stronger responses will balance competing priorities before reaching a justified judgement.
Invite one student from each pair to present their responses.
Use the Answer booklet to reference potential responses.

	Plenary: Exam practice
Suggested time: 
20 minutes
Resources: 
Slide deck – slides 12 and 13
Workbook: L1 Plenary
Workbook: Command word taxonomy list
Answer booklet
	This is the first in a series of exam practice questions given at the end of each lesson. The questions progress from AO1 to AO3 and can either be delivered as a plenary or used to check understanding at the start of Lesson 2. Alternatively, you may want to collate the questions and deliver them as an assessment at the end of the last lesson.
Display slide 12. Explain that students are now going to practise answering two exam questions.
· Refer to the Command word taxonomy list on page 23 of the Workbook. Explain that a ‘Give’ question only requires students to identify or name information.
· Tell students to keep answers short. Remind them that no explanation is needed and that each correct activity gains 1 mark.
Direct students to complete L1 Plenary in the Workbook.
Students complete the assessment independently.
After a few minutes, direct students to the model answer in the Answer booklet and allow them to self-mark their responses.
Display slide 13 to review the learning outcomes for this lesson. Use rapid-fire questioning to check understanding. For example:
· Define the creative economy.
· Name two creative industries.
· Name two non-creative industries.
If there is time, you can also check for misconceptions by asking:
· Are creative industries and the creative economy the same? (No)
· Do creative professionals need business skills? (Yes)
· Are non-creative industries essential? (Yes)

	Follow-up / consolidation
Suggested time: 
2 + 60 minutes
Resources: 
Slide deck – slide 14
Workbook: L1 Consolidation
Answer booklet
	Display slide 14 and direct students to L1 Consolidation in the Workbook.
Explain to students that the consolidation activity (Creative economy detective) is to be completed independently in their own time. It is intended to extend their learning into observation and analysis.
Ask students to submit their work prior to the next lesson.


	Lesson 1: Industries in the creative economy



	Lesson 1: Industries in the creative economy
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[bookmark: _Toc244099339]Lesson 2: Characteristics of organisations within the creative economy
This lesson introduces students to the different types of organisations that operate within the UK creative economy and the characteristics that distinguish them. They will explore how corporations, limited companies, SMEs, charities and not-for-profit organisations can contribute to sectors within craft and design disciplines, including textiles and fashion, jewellery, ceramics, furniture and upholstery.
Through discussion, a fictional case study (Fire & Form Ltd) and comparison activities, students will develop an understanding of organisational purpose, structure, ownership and scale. Students will apply appropriate industry terminology to analyse a case study (using the Glossary, if necessary), and learn how organisational characteristics influence opportunities, decision-making, growth and career pathways within the creative industries.
The practice exam question (plenary) and the consolidation activity serve as a means to assess understanding of the lesson content. In Lesson 2, the exam question tests AO1 and AO2 skills.
[bookmark: _Toc244099340]Preparation
	Resources provided
	Slide deck
Workbook
Answer booklet
Glossary

	Equipment needed
	Whiteboard

	Prior learning
	Students may have knowledge of some of the different activities people perform within a business.
Students will be familiar with digital platforms and may have used social media to discover creative-led businesses or to purchase products.

	Common misconceptions
	All creative organisations are businesses aiming to make profit.
In fact, some businesses are charities, not-for-profits organisations or publicly funded bodies that are not commercially (or profit) driven.
Large corporations dominate all creative sectors.
In fact, SMEs make up a significant proportion of creative businesses.
Charities cannot earn money.
In fact, charities can trade and generate income, but profits must support their charitable purpose.
Limited companies are always large organisations.
In fact, a limited company could employ only one or two people.

	Accessibility
	Seek to ensure wide representation for any visiting speakers and case studies used.
Mixed attainment group or pair-working will encourage students to work collaboratively and build confidence during discussions and verbal responses.
Colour overlays or large print should be made available, if required.
Encourage students to refer to the Glossary to support their understanding, as they did in Lesson 1.
Basic animation is used in some of the slides in this resource to reduce cognitive load, stagger information or present instructions. Teachers may wish to remove this feature if it is unsuitable for students.
Quieter students can contribute by using mini-whiteboards or sticky notes instead of responding verbally.
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	Introduction
SUGGESTED TIME: 
10 minutes
RESOURCES: 
Slide deck – slides 16–18
Glossary
	Display slide 16 and pose the question to start students thinking about organisations as different entities. (Possible answers: purpose, number of employees, legal structure, funding, use of profits, activities).
Encourage students to justify their answers. As they respond and offer ideas, create a mind map of responses on the whiteboard. Take this opportunity to listen out for terms such as ‘creative practitioner’, ‘business’, ‘organisation’ or ‘creative sector’. Reinforce the importance of using such terms and encourage students to replace generic words such as ‘company’ with more precise terminology. Direct students to the Glossary, if necessary.
Use the learning outcomes on Slide 17 to introduce the lesson focus. Explain how learning will progress from identifying different types of organisations operating within the creative economy to being able to apply different characteristics of organisations to real-world creative practices, business operations and opportunities.
Display slide 18 to introduce the different types of organisations within the creative economy.
Ask students which types of organisations they have heard of and which are new to them.
Encourage students to provide examples of organisations/individuals they already know that operate within the creative economy.
Check understanding by asking: Why is creativity considered an economic resource?
Creative ideas can be developed into products, services and brands. They generate income, employment and economic growth.

	Activity 1: Main purposes of creative organisations
Suggested time: 
10 minutes
Resources: 
Slide deck – slides 19 and 20
Workbook: L2 Case study
	Display slide 19 and ask students to read through the case study about Fire & Form Ltd in the Workbook.
Explain that every organisation has characteristics that influence how it operates, grows and accesses support.
Ask students to answer the question on the slide: What clues suggest Fire & Form Ltd is a small enterprise?
Possible answers include: 15 employees, staff undertake multiple activities, flexible workforce, single site.
Display slide 20. Explain that the ‘purpose’ of an organisation is why an organisation exists. Reiterate that organisations can have different purposes, as indicated on the left. The boxes on the right show examples of the types of organisations that fulfil the purposes.
Ask: Can two creative organisations from the same creative sector have different purposes?
Yes. One may sell products for profit while another may provide community arts projects.
Here, you can address the common misconception that limited companies are always large organisations. Highlight that Fire & Form Ltd has only 15 employees. Therefore, company structure and company size are not the same thing.

	Activity 2: Organisational characteristics
Suggested time: 
55 minutes
Resources: 
Slide deck – slides 21–28
Workbook: L2 Activity 2
Answer booklet
	Display slide 21. Explain that characteristics include customers served, income generation and structure, to name a few.
Students will be asked to compare organisations. Provide them with a model comparison, for example: A corporation has specialist departments whereas many SMEs have staff covering multiple activities.
Direct students to L2 Activity 2a in the Workbook. Instruct them to complete the table by taking notes as each type of organisation is presented on subsequent slides. Once students have completed the table, they can answer question 2.
Sector skills bodies
Display slide 22. Read through the list of characteristics to highlight that sector skills bodies support industries by helping establish professional standards, providing training opportunities, conducting research and supporting workforce development.
Use the Goldsmiths' Foundation as a real-world example of a sector skills body. Explain that:  
· It helps people develop creative and technical skills within jewellery, silversmithing, goldsmithing and other creative sectors.
· It supports learning and professional development by providing funding, guidance and assistance to organisations that deliver training, education and skills-based programmes.
· It raises the profile of the sector/industry.
· It provides hosting opportunities for exhibitions (Goldsmiths’ Fair) which sells to national and international markets.
Emphasise that sector skills bodies focus on developing industry skills rather than generating profit. Highlight how training programmes, apprenticeships and grants help reduce skills gaps by preparing people for employment. Check understanding by asking students to explain how improving workforce skills can increase performance and productivity across the creative sector.
Ask students the question on the slide: How might membership of a sector skills body help Fire & Form Ltd?
Possible answers include: advice on training, apprenticeship support, occupational standards, workforce development.
Suggest that membership ensures business promotion to wider markets.
Creative bodies
Display slide 23. Explain the difference between sector skills bodies and creative bodies, highlighting that creative bodies do not create products; rather, they help other creative practitioners and organisations succeed.
Direct students to complete L2 Activity 2b in the Workbook. Explain that the sorting activity will help them to recognise characteristics of organisations as well as giving them specific examples. Students can self-mark, referring to the sample answers in the Answer booklet.
On completion of L2 Activity 2b, ask: How might the Crafts Council help Fire & Form Ltd?
Promotion, development opportunities and sector support.
Reiterate that sector skills bodies share similarities with creative bodies.
Micro-, small- and medium-sized enterprises 
Use slide 24 to introduce micro-, small- and medium-sized enterprises. Explain that many independent fashion brands, jewellery designers, ceramic studios, furniture and upholstery businesses operate as SMEs, which make up a significant proportion of all UK businesses.
Use the slide to illustrate the point that one of the easiest ways to classify organisations is by their size. Discuss the question on the slide: Why might SME staff perform multiple tasks?
Staff are more likely to be multi-skilled. They can cover absences, which helps to maintain productivity. Flexible teams support growth by taking on new responsibilities. This improves business resilience, helping SMEs adapt to market changes.
If time allows, introduce a think–pair–share discussion. Ask: Why might many jewellery makers begin as a micro-enterprise? Provide two disadvantages of this type of business. Allow pair discussion before feedback.
Potential answers include: lower start-up costs, easier to manage, can work independently, limited customer demand initially, build reputation before expanding, limited resources, sole decision-maker.
Explain that many creative micro-businesses start as such, then grow gradually to become small-enterprises as sales and customer demand increase.
Direct students to complete L2 Activity 2c in the Workbook.
Corporations
Display slide 25 and read through the distinguishing characteristics of a corporation. Explain that ‘turnover’ is the total value of sales made by a business within a given period, before any costs are deducted.
This is designed to prompt a short group discussion around the question on the slide: How might having access to significant financial resources benefit a business.
Potential answers include:
· More research and development opportunities.
· Investment in workforce, technological advancements, machinery, sustainability, corporate activity.
Use a real-world, recognisable example of a corporation (e.g. a trainer brand) and invite students to discuss its characteristics as a corporation, including its:
· large scale;
· shareholder ownership;
· multiple departments;
· significant resources.
Explain that corporations have slower decision-making processes due to their hierarchical management structures. Conclude by reiterating that corporations tend to be large organisations owned by shareholders. They often operate nationally or internationally, with a key function of generating maximum profits.
Limited companies
Use slide 26 as a prompt for discussion around limited companies. Use this website https://companieshouse.blog.gov.uk/2018/05/15/what-does-it-mean-to-be-a-limited-company/ to offer a simplified explanation before introducing more complex language.
Explain that by having its own legal identity, a limited company can enter into contracts in its own right, and that it’s the company – not the individuals – who are responsible for those contracts and any debts arising from them.
Explain that limited liability means that if the company gets into debt, the owners or shareholders are usually only at risk of losing the money they invested in the business, not personal possessions or savings.
Note that it is the directors who are the decision-making force responsible for managing a limited company’s strategic direction and business operations. They are legally accountable for maintaining accurate accounts and complying with regulations.
To check understanding, ask students: Why might a designer choose to form a limited company?
Potential answers include:
· To reduce personal financial risk and protect personal assets.
· To appear more professional to customers and suppliers.
· To support future growth and investment.
Conclude by stating that a limited company can employ as few as one person – the owner.
This is designed to address the misconception that limited companies are always large organisations, by highlighting that an SME can also be a limited company and that Ltd status describes legal structure, not employee numbers or size – Fire & Form Ltd proves this.
Not-for-profit organisations and charities
Slides 27 and 28 cover not-for profit organisations and charities. When discussing these slides, explain the following terms:
· ‘Corporate social responsibility’ (CSR) is the business’ actions that benefit society, communities and the environment.
· ‘Operational drivers’ are the main reasons and goals guiding an organisation's activities.
· ‘Charity tax relief’ refers to tax reductions available to organisations registered as charities.
· ‘Charity law and legislation’ are the legal frameworks that govern how charities are established, managed and operated, ensuring they work for public benefit and meet their legal responsibilities. These are laws and regulations charities must follow, covering areas such as governance, reporting, fundraising, financial management and accountability.
Not-for-profit organisations 
Display slide 27 and explain that not-for-profit organisations pursue social, cultural, community or educational goals, and reinvest surplus income rather than distributing profits. Discuss the question on the slide: What happens to any surplus income generated by a not-for-profit organisation? (It is reinvested into the organisation's objectives.) Also ask: Who benefits from reinvestment? (Communities, projects and beneficiaries.)
Ask students to identify success measures, and explore the example of Creative UK (www.wearecreative.uk, go to About page), which measures success by how many new jobs are created in local film, gaming and design studios after they receive funding.
Charities
Display slide 28 and review the points describing the reasons why charities are established. Importantly, highlight that charities can generate income but must use it to support charitable aims by asking students: Can charities earn money? (Yes) What must they do with that income? (Use it to support charitable purposes.)
Explore the example of the social impact achieved by the charity Create (https://createarts.org.uk/), which uses the UK creative arts industry to solve a major social problem – the isolation of adults and children, particularly young carers.
Conclude by reinforcing the fact that not-for-profit organisations and charities prioritise objectives over profit.

	Plenary: Exam practice
Suggested time: 
13 minutes
Resources: 
Slide deck – slides 29 and 30
Workbook: L2 Plenary
Workbook: Command word taxonomy list
Answer booklet
	This practice question can either be delivered as a plenary or used to check understanding at the start of Lesson 3. Alternatively, collate all the questions and deliver them as an assessment at the end of the last lesson.
Display the exam question on slide 29 and direct students to L2 Plenary in the Workbook.
· Refer to the Command word taxonomy list on page 23 of the Workbook. Explain that an ‘Explain’ question requires identification of a point and a linked justification of that point.
· Explain to students that they are not marked on spelling, punctuation and grammar (SPAG), but they are expected to pay close attention to correct usage of terms.
When they have written their response, ask students to self-assess using the sample response in the Answer booklet. This illustrates how to structure a response. Encourage students to discuss their answers and this exemplar.
Display slide 30 and use retrieval questioning to revisit each learning outcome. Ask learners to provide examples of each organisational type covered (SMEs, limited companies, corporations and not-for-profits).

	Follow-up / consolidation
Suggested time: 
2 + 30 minutes
Resources: 
Slide deck – slide 31
Workbook: L2 Consolidation
Workbook: Command word taxonomy list
Answer booklet
	Display slide 31 and direct students to L2 Consolidation in the Workbook. Explain that the consolidation activity (Organisation detective) is to be completed independently in their own time.
Highlight that it is divided into four parts: Identify, Explain, Evaluate, Decide. Encourage students to look at the Command word taxonomy list on page 23 of the Workbook to check that they know what is expected of each term.
Ask students to submit their work prior to the next lesson.
Invite students to identify areas of weak knowledge, and to seek additional help before the next lesson. Ask: How confident are you in identifying organisation types?
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[bookmark: _Toc244099342]Lesson 3: How creative products and services make money 
Creative practitioners and businesses must generate income to sustain their work, but there are different ways to achieve this. This lesson introduces three common monetisation models used in the creative industries: commissioned, self-generated and subscription. Students will explore how each model generates revenue. They will examine the benefits and challenges associated with creative control, financial stability and risk.
Through discussion, comparison activities and a fictional case study (Argent & Co), students will evaluate the effectiveness of different approaches and consider why many creative businesses use a combination of models to support long-term sustainability and growth.
The practice exam question and consolidation activity serve to access understanding of the lesson content. In Lesson 3, the exam question tests AO1 and AO3 skills.
[bookmark: _Toc244099343]Preparation
	Resources provided
	Slide deck
Workbook
Answer booklet
Glossary

	Equipment needed
	Whiteboard

	Prior learning
	Students should recognise that creative practitioners and businesses need to generate income to remain sustainable.
They should understand that creative products are developed to meet the needs and preferences of specific audiences, and that they themselves are consumers.
They should be aware that businesses make decisions based on customer demand and market opportunities.
Students should be able to retrieve and recall previously learned information.

	Common misconceptions
	Profit is the same as revenue.
In fact, revenue is the total money earned. Profit is what remains after costs are deducted.
Increased sales always mean increased profit or success.
In fact, sales can increase while profits decrease if costs rise faster than income.
Customers will always be able to pay the price of a product if they like it enough.
In fact, customers have budgets and competing priorities, and may choose cheaper alternatives.
Personal preference is universal.
In fact, customer preferences vary, which is why target markets must be understood.
Commissions are always high-value and high-earning jobs.
In fact, commission values vary significantly depending on the client, complexity and market demand.

	Accessibility
	Seek to ensure wide representation for any visiting speakers and case studies used.
Mixed attainment group or pair-working will encourage students to work collaboratively and build confidence during discussions and verbal responses.
Colour overlays or large print should be made available if required.
Encourage students to refer to the Glossary to support their understanding.
Basic animation is used on some of the slides in this lesson/resource to reduce cognitive load, stagger information or present instructions. Teachers may wish to remove this feature if it is unsuitable for students.
Quieter students can contribute by using mini-whiteboards or sticky notes instead of responding verbally.
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	Introduction
SUGGESTED TIME: 
10 minutes
RESOURCES: 
Slide deck – slides 33–35
Workbook: L3 Case study
Glossary
	Use slide 33 to gauge students’ understanding and activate prior knowledge. Ask students for definitions (monetise, revenue, profit, bespoke, mass-produced) and record key vocabulary. Students can add terms to the Glossary, if they are not already listed.
Explicitly address the misconception that profit and revenue are identical by modelling a simple example:
£10,000 sales revenue − £7,000 costs = £3,000 profit
Explain that revenue is the income generated from the sale of products or services. Profit is the financial gain once costs are subtracted.
Conduct a quick poll on the statement: A business that sells more products will always be more successful. Do students agree? Do any disagree? Ask one or two students to offer a reason why they agree or disagree. Mind-map responses on the whiteboard.
Display slide 34 and introduce the lesson focus. Explain how learning will progress from being able to recall monetisation models to confidently discussing the suitability of different monetisation models for a creative business.
Explain that creative businesses use different monetisation models to generate revenue, each with unique benefits, challenges and approaches. The lesson explores commissioned, self-generated and subscription models, using a case study. Students will evaluate these models and apply knowledge to decision-making tasks. They will consider the implications of creative control, financial stability and risk.
Show students slide 35 and use the Workbook to introduce Argent & Co. as the lesson’s central case study. Ensure students understand the business context and sustainable positioning. Use questioning to establish likely customer groups and market opportunities. For example, ask: Why might customers choose recycled silver jewellery?
Possible answers: environmental concerns, uniqueness, ethical values
Reinforce that a business may use multiple monetisation models simultaneously. This will prepare students for activities throughout the lesson.

	Activity 1: Understanding monetisation models
Suggested time: 
30 minutes
Resources: 
Slide deck – slides 36–40
Workbook: L3 Activity 1
Answer booklet
	Using slide 36, explain that monetisation is the process of turning a product, service, skill, idea or creative work into income. To achieve this, businesses use monetisation models. Encourage discussion around the question: Can a business survive if it has a great product but no way of generating income?
Explain that whatever monetisation model a business chooses affects creative control, financial stability and risk. Use Argent & Co. as an example: the same jewellery products could be sold through commissions, subscriptions or direct sales, but each approach creates different opportunities and challenges for the business. You could reinforce learning by connecting students’ everyday experiences of buying products to familiar monetisation models, and suggest that there is no perfect model. Every model requires trade-offs between creative control, financial stability and risk.
Commissioned model
Display slide 37 to introduce the commissioned model. Explain that a client could be an individual, a business or a government organisation. To introduce the concept of reduced creative freedom despite potentially higher income, model an Argent & Co. wedding ring example whereby a customer requests a custom wedding ring with personal engraving and a unique design specification. Discuss the question on the slide: What benefits and challenges exist when designing specifically for one client? Highlight how customer requirements influence creative decisions and ask students to identify who has greater influence over design choices in this situation. (The customer)
Use the response below to spark discussion:
· Benefit: Bespoke products can often be sold at a higher price because they are unique and personalised.
· Challenge: The customer may request multiple changes, increasing the time and workload involved.
Explicitly address the misconception that commissions are always highly paid by explaining that payment varies significantly according to demand, reputation, skill and customer budgets. Use real examples where commissioned work can generate either modest or premium earnings.
Self-generated model
Use slide 38 to explain the self-generated income model. Point out features of the model, such as direct sales, skills sharing (e.g. running workshops) and intellectual property rights (IPR). Use the Argent & Co. collections as examples. Explain that in this case, the business will retain maximum creative control because it determines the designs independently. Ask: Does greater control automatically mean greater success?
Possible answer: Not necessarily because customers must still want to, and be able to, purchase products.
Explain that intellectual property rights (IPR) protect original ideas, designs and creations, allowing businesses to control how others use their work. For example, if Argent & Co. creates a unique recycled silver necklace design, IPR can help prevent competitors from copying it. IPR may even allow the business to earn income by licensing the design to another company. For a simplified overview of IPR, display this webpage and read the key points: www.gov.uk/intellectual-property-an-overview. Anti copying in design (ACID) also provide a relevant summary: www.acid.uk.com
Challenge the misconception that personal preference is universal by explaining that ‘if I like it, everyone else will like it too’ is not market research. Businesses need customer research and feedback. Encourage paired discussion about how customer tastes vary across age groups, market segments, and countries and regions.
Ask students to explain how self-generated income differs from commissioned work.
It comes directly from the creator’s own sales/IPR, not client requests.
Subscription model
Use slide 39 to introduce subscription models and recurring revenue streams. Use familiar businesses such as TV and film streaming services, online learning platforms and music streaming to create understanding before applying the model to Argent & Co’s ‘Silver Circle’. Introduce a think-pair-share activity by asking students: What makes this a successful subscription model?
Responses should include:
· Global customers sign up for a monthly subscription.
· Subscribers pay a recurring fee.
· Subscribers receive a new creative project at regular intervals.
· Revenue is generated through ongoing subscriber payments, rather than one-off sales or commissions.
Explain that subscription success depends on long-term customer relationships and retention rather than one-off purchases. Ask students why businesses value predictable income (easier budgeting and financial planning). However, draw attention to the fact that, despite any perceived value of a subscription, customers still need sufficient disposable income. Address the misconception that customers can always afford products by explaining how pricing, economic conditions and household budgets influence purchasing decisions, and encourage students to consider affordability when evaluating arguments.
Combined model
Using slide 40, explain that businesses rarely rely on a single source of income. Introduce the combined monetisation model as a strategy for balancing creative control, financial stability and risk. Model combined monetisation using Argent & Co. – their self-generated collections provide creative freedom, their commissions provide bespoke opportunities, and their subscriptions create recurring income.
Ask students: What happens if one source of income declines?
Other revenue streams can support the business.
This is an opportunity to reinforce the idea that increased sales are not the only measure of success; diversifying income can improve resilience.
Through their think–pair–share responses to the question on the slide (Which combination would be best for Argent & Co.?), push students to justify why one combination may be more sustainable than another, rather than simply identifying their preferred option.
Ask students to complete L3 Activity 1 in the Workbook.

	Activity 2: Understanding creative control, financial stability and risk
Suggested time: 
15–20 minutes
Resources: 
Slide deck – slides 41 and 42
Workbook: L3 Activity 2
Answer booklet
	Creative control
Use slide 41 to introduce creative control as a major factor influencing business decisions. Using the pyramid diagram as a guide, explain that some monetisation models give creators more freedom, while others require adaptation to customer needs. Model the distinction between self-generated products and commissioned work using Argent & Co. examples.
Ask students why an artist or designer might value creative freedom. Probe responses by asking what happens when a customer’s demands conflict with a creator’s vision, and reinforce that a high level of creative control does not automatically guarantee business success if products fail to attract customers.
Explain that higher creative control allows creators greater freedom over designs and products but may increase the risk of poor sales. Lower creative control can satisfy customer needs but may limit creativity and originality.
Ask students: Which model offers the highest creative control – designing your own jewellery collection, creating products for subscription members or producing a customer’s exact design?
Designing your own collection.
Check understanding by asking students whether a product they personally like would automatically appeal to all customers, ensuring they recognise the need for customer research and the existence of different market preferences.
Explain that a high level of creative control does not remove the need to understand the market – businesses cannot rely solely on the owner’s personal tastes. Customer research is needed because different customers have different preferences.
Look at L3 Activity 2 in the Workbook with students. To support them (and to help them prepare for the Plenary activity), highlight the structure: benefit → challenge → comparison → judgement by sharing the first subscription example with them:
· Benefit: A subscription model provides predictable income.
· Challenge: However, customers can cancel.
· Comparison: Compared with self-generated sales, it offers greater financial stability.
· Judgement: Therefore, it is the most suitable option for business planning.
Financial stability
Following students’ completion of L3 Activity 2, use slide 42 to reinforce the definition of financial stability and explain its importance for budgeting, planning and investment. Highlight that businesses with predictable income often find it easier to manage costs, order stock and invest in growth. Use the example of Argent & Co. to illustrate how multiple revenue streams can create greater security and ask students what might happen, for example, if Argent and Co.’s online jewellery sales suddenly fall. Guide students towards understanding the value of alternative revenue streams and answering the question on the slide: Why might a combined monetisation approach be safer than relying only on jewellery sales?
It is safer because if one source of income decreases, the business can still earn money from other sources. This reduces uncertainty and improves financial stability.
Encourage students to compare the subscription and self-generated models by asking them to vote on which model offers the greatest financial stability. Encourage analysis (rather than simple description) by using targeted questioning, such as: Why are subscriptions often considered stable? (They are predictable/repeat income.)
Ask students to explain the difference between revenue and profit using a numerical example, checking that they understand higher sales do not automatically lead to greater profit or business success.
Explain the following:
· Higher sales can increase revenue, but costs may also increase. Success depends on profit, sustainability and financial stability, not simply the number of products sold.
· Revenue is money generated from sales. Profit is what remains after costs have been deducted from revenue.
Use the line graph on slide 42 to illustrate the financial stability over a year of Argent & Co.’s trading; note the relative consistency of the subscription model, and the similar trends of the self-generated and commission models.

	Activity 3: Understanding risk
Suggested time: 
10–15 minutes
Resources: 
Slide deck – slides 43 and 44
Workbook: L3 Activity 3
Answer booklet
	Display slide 43. Use it to promote understanding that ‘risk’ means uncertainty and, in this case, the possibility of financial loss. Explain that all monetisation models involve some degree of risk, but the source of risk differs.
Facilitate discussion around why businesses assess risk before making decisions, and stress that reducing risk should be balanced with opportunities for growth and innovation.
Display slide 44 and look at L3 Activity 3 in the Workbook. Explain to students that they will be acting as a business advisor to Argent & Co., evaluating the risks involved in three different investment options. 
Encourage students to identify what could go wrong in each situation, as well as the benefits of each option, and develop evaluative thinking by justifying their choices with evidence rather than instinct. Explain that for their pitch they need to:
· state their recommended option;
· give two or three key reasons;
· explain why it offers the best investment opportunity;
· conclude with a clear recommendation.
Aim to ask at least two students to present their pitches. Listen for:
· clear recommendations given;
· relevant evidence used from L3 Activity 2;
· logical and persuasive justification;
· staying focused and within the time limit.
In a quick post-pitch discussion, note that students may perceive Options A and B as high risk. However, explain that Option C (launching a new jewellery collection) could carry higher risk in this scenario because the business invests time and resources before knowing whether customers will buy the products.
Check understanding by asking students to consider factors that might prevent a customer purchasing a product or make a commission low value, ensuring they recognise that affordability, demand and project requirements influence earnings and sales.
Explain that customer spending changes due to income, priorities and economic conditions; a product may be well-designed but still not sell if customers cannot afford it. Stress that commissions can be high-value and high-earning jobs, generating substantial income, while others may be low-value or require significant time for relatively small returns. Reiterate that earnings depend on the specific customer and project, and reinforce how combining models can reduce risk.

	Plenary: Exam practice
Suggested time: 
15 minutes
Resources: 
Slide deck – slides 45 and 46
Workbook: L3 Plenary
Workbook: PEEL sentence structure
Workbook: Command word taxonomy list
Answer booklet
	This practice question can be delivered as a plenary or collated with all the questions and delivered as an assessment at the end of the lesson.
Show the exam question on slide 45. Direct students to L3 Plenary in the Workbook, as well as the PEEL sentence structure (page 22) and Command word taxonomy list (on page 23) to support them in constructing extended responses.
Explain that this question requires an extended response worth 
9 marks. Model exam technique, explicitly advising that ‘discuss’ requires students to consider multiple factors, including both benefits and challenges.
Encourage students to self-assess on completion. Display slide 46 as they assess their work, to remind them of the learning outcomes for the lesson.

	Follow-up / consolidation
(to be completed outside of lesson)
Suggested time: 
5 + 30 minutes
Resources: 
Slide deck – slide 47
Workbook: L3 Consolidation
Answer booklet
	Display slide 47 and look at L3 Consolidation in the Workbook (Monetisation in action). 
Introduce the task by reminding students of the four monetisation models: commissioned, self-generated, subscription and combined.
Encourage students to look for key indicators such as custom orders, memberships, product collections or multiple revenue streams.
Prompt students by asking the following questions: 
· What evidence will support your choice? 
· Could the business use more than one model?
Remind students of the implications of each monetisation model:
· Commissioned = low waste, guaranteed customer demand
· Self-generated = greater ownership and profit potential
· Subscription = predictable recurring income if enough subscribers join
This activity should be submitted prior to the next lesson, for marking.
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[bookmark: _Toc244099345]Weblinks and resources
All weblinks and resources have been used in accordance with the owner Terms and Conditions and, where specified, permission has been granted by the owner.
Inclusion of weblinks or mention of external organisations within the teaching materials does not imply any affiliation with, endorsement by or sponsorship of these external organisations.
	Location
	Link
(with permission if required)
	Owner
	Date last accessed

	Teaching Guide page 3
	https://qualifications.pearson.com/en/qualifications/t-levels/craft-and-design.html 
	Pearson
	November 2026

	Teaching Guide pages 4 and 35
	www.technicaleducationnetworks.org.uk
	Technical Education Networks
	November 2026

	Teaching Guide page 7
	support.tlevels.gov.uk/hc/en-gb/articles/360015345420-Industry-placement-logbook-for-students
	Gov UK
	November 2026

	Teaching Guide page 8
	www.qest.org.uk/qestgrants/
	Queen Elizabeth Scholarship Trust
	November 2026

	Teaching Guide page 8
	https://heritagecrafts.org.uk/
	Heritage Crafts
	November 2026

	Teaching Guide page 8
Slide deck – slide 22
	www.thegoldsmiths.co.uk/foundation
	Goldsmiths’ Foundation
	November 2026

	Teaching Guide page 8
	www.homofaber.com/en/nextgen
	Homo Faber
	November 2026

	Teaching Guide page 8
	www.kingstrust.org.uk/how-we-can-help/support-starting-business
	King’s Trust
	November 2026

	Teaching Guide page 8
	www.fsb.org.uk
	Federation of Small Businesses
	November 2026

	Teaching Guide page 8
	www.thedesigntrust.co.uk/
	Design Trust
	November 2026

	Teaching Guide page 8
	https://cockpitstudios.org/
	Cockpit
	November 2026

	Teaching Guide page 8
	www.acid.uk.com
	Anti Copying in Design (ACID)
	November 2026

	Teaching Guide pages 8 and 28
	www.gov.uk/intellectual-property-an-overview
	Gov UK Intellectual Property Office (IPO)
	November 2026

	Teaching Guide page 8
	https://arts.britishcouncil.org/what-we-do/creative-economy
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