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Introduction
The Edexcel GCSE Art and Design specification does not prescribe ways of working. Instead, it encourages innovative and imaginative responses from students in their interpretation of the requirements of the specification. The process of studying art is an ongoing visual enquiry that has an infinite number of creative possibilities. For example, creating an observational study from looking at something could and should be regarded as covering the Development of an idea (AO1); Refinement and Experimentation (AO2); Recording (AO3); and Presenting (AO4).
This document contains two possible schemes of work for Component 1: Personal Portfolio but they are provided purely as suggestions:

· Option 1: ‘8 Design Principles’
· Option 2: ‘Metropolis’
Both schemes of work can be adapted or integrated into existing schemes of work to suit the needs of the centre and its students. You are advised to read through the whole document and to select the topics and ideas most appropriate to your own students.

The schemes of work could be used as ice breakers and / or starters to enable students to develop their knowledge and skills both in creating and presenting individual pieces and more developed bodies of work, allowing them to gain a better understanding of the inter-related Assessment Objectives.

The schemes of work are not intended to be used over a specified period of time but should be used for as long as they are inspiring and productive.

Driven by a series of easy-to-follow exercises, both schemes of work are based on and around observational recording skills. They should enable all ability levels to gain confidence and, above all, to achieve a substantial portfolio of evidence for submission. As with any project / theme, they could be attempted at any level, Year 10, Year 11 or beyond.

One area of concern is understanding cultures and the work of others in order to inform and nourish the ongoing visual art work. The artists and cultures mentioned here are just a few of the possible places from which more knowledge can be gained. They are not intended to be the ‘correct’ contexts, and should be seen as starting points for further discovery and exploration. Where appropriate, relevant creative and cultural industries could be referenced to support the ongoing development of each student’s work.
Please note that the web addresses in this document are correct at the time of publishing. However, some web addresses may change, cease to exist or inadvertently link to sites with content that could be considered inappropriate. While we regret any inconvenience this may cause, we cannot accept responsibility for any such changes. 
Scheme of work option 1: ‘8 Design principles: Botanical, Mechanical, Anatomical’
This scheme of work aims to introduce a range of skills through observation and experimentation. You will need to set up a still life group of objects that can stay in position for a considerable length of time.

	Learning objectives
	Assessment Objectives
	Resources (materials)
	Homework / independent study
	Further resources and references

	· Learning how to see and record with accuracy - using observational drawing to explore this.
· Warm up: observational drawing using pencil - observed from still life ‘wrong-hand’ and varying the time allowed for each drawing

· Observed studies where a variety of illustration styles are explored, e.g. collage, ink, watercolour, etc. exploring design principal scale and contrast. 
· Scan in recordings.
	· AO3

· AO4
	· Soft pencils

· Fine liners / biros

· Pen and ink

· Water colours and brushes

· Collage materials

· Paper

· Scanner
	· Set up your own still life study at home to practise the techniques covered in lessons.
· Create further studies to reinforce the experiences you have had in lessons.
· Record the three themes using photography - experiment with different framing techniques.
	Useful websites include:
· http://www.studentartguide.com/articles/line-drawings
· https://www.bhphotovideo.com/explora/photography/tips-and-solutions/elements-of-a-photograph-line#:~:text=There%20are%20seven%20basic%20elements,the%20meaning%20of%20your%20photograph.
· https://www.bobbooks.co.uk/blog/10-compositional-techniques-to-improve-your-photographs
· https://jiaruijiang.com/ https://www.joempson.com/ 
Useful books include:
· History of Illustration by Susan Doyle and Jaleen Grove.
· The Fundamentals of Illustration by Lawrence Zeegan
· The Illustrator. 100 Best from around the World. By Steven Heller and Julius Wiedemann

	· Warm up: Blind drawings (drawing without looking at the paper) from the still life group of objects (or digital images of the still life group of objects).
· Observational drawing using favoured media and viewfinders to focus on contrast with size- line only.
· Scan in line work, explore digital colouring techniques - contrast with colour. 

· Digital collage mix drawings with own photographs - explore contrast with size and density.
· Digital illustration- scanned line art, traced to mix vector and pixel-based artwork to explore density, contrast, size, negative space. Look at illustrators: geometry of Camilla Falsini for mechanical/geometry/ pattern. Jesús Sotés or Idris Veitch - anamtomcal/botanical, Raxenne Maniquiz - botanical, Florimond Mochel for botanical and anatomical, for example.
	· AO3

· AO4 
	· Soft pencils

· Fine liners/biros

· Pen and ink

· Water colours and brushes

· Collage materials

· Paper

· Prints from digital images could substitute for the still life group of objects.
· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks.

	· Create further studies to reinforce the experiences from your lessons.
· Create Research page about Contrast with Colour and Size and Density.
	Useful websites include:

· https://libguides.library.kent.edu/c.php?g=278061&p=1853758
· https://www.evolvbam.com/post/best-free-and-paid-alternatives-to-adobe-creative-suite-and-creative-cloud 
· https://www.camillafalsini.it/wp/ 
· https://www.theartworksinc.com/artist/jesus-sotes/
· https://www.illustrationx.com/artists
· https://www.handsomefrank.com/
· https://www.jsragency.com/
· https://www.pluralsight.com/blog/creative-professional/just-black-white-using-contrast-get-attention-graphic-designs
· https://zapier.com/blog/photoshop-alternatives-best-free-photo-editors/
· https://www.idrisveitch.com/ 
Useful Books include:

· Black Collagists: The Book by Teri Henderson
· Collage by Women: 50 Contemporary Artists by Rebeka Elizegi

· The Collage Ideas Book by Alannah Moore

· Collage Techniques: A Guide for Artists and Illustrators by G Brommer

· Cutting Edges: Contemporary Collage by Robert Klanten and Hendrik Hellige.

	· Image editing techniques using pixel-based software using Yido Lab, Michelle Pessoa, Yannick Lowery or Jessica Whittingham as inspiration, making digital collages exploring theme, contrast with colour, size adding in type to enhance collage work, explore theme and address density design principle. 

	· AO1

· AO3

· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks


	· Research and present a brief account of Digital Age design movement. Select two designers/illustrators who use digital collage techniques in their work to add to this. 
· Create a visual response to one of the two designers/illustrators identified as part of the Digital Age movement

· Research and present an explanation of the digital collage tools and techniques used to create your own work so far.

	Useful websites include:
· https://yidolab.com/project/antropoamorfico/
· https://www.behance.net/michellepessoam 
· https://centralillustration.com/illustration/good-wives-and-warriors
· https://www.severepaper.com/work/people-4fc9m 
· https://www.jessicawhittinghamart.com/collages 
Useful books include:
· Meggs History of Graphic Design by Philip B. Meggs and Alston w. Purvis

· The History of Graphic Design. Vol 1 and 2 by Jens Muller and Julius Wiedemann 



	· Using digital collage work made so far, develop these into a repeat pattern to explore the design principal of repetition - use both analogue and digital techniques to explore pattern. 

· Annotating and reviewing your own practise- how to successfully review and analytically evaluate your own creative making work.
· Exploring different graphical contexts - take repeat pattern and make it into packaging design. Use hierarchy and tension to help create successful packaging design.
	· AO1

· AO2

· AO3

· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks

· Fine liners / biros

· Pen and ink

· Water colours and brushes

· Collage materials

· Paper


	· Experiment with digital pattern making technique, developing class work to make increasingly sophisticated outcomes.

· Annotate own creative making.

· Research product (give students a list) - one whose packaging (and eventually logo) they will redesign.
	Useful books include:
· The Package Design Book by Pentawards

· The Packaging Design Book 7 by Pentawards

· Book of Ideas by Radim Malinic



	· Reimagine logo from, product – explore repetition by creating logo and visual identity, establishing colour and typography for product range. 

· Using your own work, iterate several different packaging designs explore contrast, scale, tension, density.


	· AO1
· AO2

· AO3

· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks


	· Crate a brief history of logo design. Select two logos from the timeline to research in more depth.

	Useful websites include:

· https://99designs.com/blog/design-history-movements/the-history-of-logos/
· https://dribbble.com/hendrika 
Useful books include:

· Logo Modernism by Jens Muller and Julius Wiedemann
· Made by James: The Honest Guide to Creativity and Logo Design by James Martin



	· Create an Out-of-home (OOH) advertising campaign for the relaunch of a product with new branding and new packaging design.

· Spiral OOH campaign into social media advertising campaign

· Students select relevant design principles to use.

· 
	· AO1
· AO2

· AO3

· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks


	· Create a brief history of advertising. Select two advertisements from the timeline to research in more depth.

· Recreate one of those adverts using your own product packaging design and logo

 
	Useful websites include:
· https://www.adweek.com/category/out-of-home/ 
Useful books include:
· History of Advertising by Stephane Pincas
· 500 Social Media Marketing Tips by Andrew Macarthy

	· Reflect on work- analytically reviewing work made.

· Research what makes an effective poster design

· Research facts,  statistics and background information about product/brand.

· Create an infographic about product from packaging design phase. Explore hierarchy, negative space, and balance.


	· AO2
· AO3
· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks


	· Select two posters to research in more depth.

· Recreate both posters using your own product.

· Compile research into OOH, social advertising and infographic design- selecting a specific ad and infographic to research in more depth.

· Create an alternative infographic using assets made in class, same design principles but executed in a completely different way. 
	Useful websites include:
· https://www.internationalposter.com/a-brief-history-of-the-poster/
· https://www.vam.ac.uk/articles/a-short-history-of-the-poster
· https://www.gailycurl.com/
· https://www.jessicabellamy.design/ 
· https://www.typographicposters.com/
Useful books include:
· Making Posters: from Concept to Design by Scott Laserow and Natalia Delgado
· The Poster: A visual History (Victorian and Albert Museum) By Gill Saunders, Margaret Timmers et al.
· 100 Posters that Changed the World by Colin Salter
· Cool Infographics: effective communication with data visualization by Randy Krum

· Visual Journalism: infographics from the world’s best newsrooms and designers by Gestalten and Javier Errea

	· Animate infographic- explore tension, hierarchy, contrast, and density.

· Make a GIF animation.

· Make a 2D animation


	· AO1
· AO2
· AO3
· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks


	· Create a brief history of animation. Select two animations to research in more depth.

· Using a GIF created in class as your starting point make an alternative GIF design using design principles in a completely different way

· Evaluate work


	Useful websites include:

· https://freshspectrum.com/what-is-an-infographic/
· https://www.rksxo.com/animations 


This scheme of work may take up to a term to complete. If students have contributed to each stage of the journey then they should have a varied portfolio of evidence. In addition, their observation skills should be tuned towards future projects, where a more personal association may form the basis of their exploration.
Scheme of work option 2: ‘Metropolis’
This scheme of work focuses on building students’ confidence by combining the use of media, materials, techniques and processes with the knowledge and enjoyment gained when studying and commenting on the practice of artists, designers and craftspeople.
It requires students to use their own work to develop their ideas by continuing to look deeply at both primary and secondary source material to enable them to develop new and further ideas in an experimental and confident manner. Even when secondary source material is used as a starting point, it should help to prove that it is possible to make work that is personal, challenging and visually exciting that meets all four of the Assessment Objectives.
The scheme of work puts emphasis on combining analogue and digital image making techniques and processes in order to prevent a shallow and superficial approach to Graphic Communication. Designers may pursue a route through this scheme of work to the final production of any number of image-making techniques.

All students,  would benefit hugely from looking at and understanding the way others have made their art. For example, a textile student may not just look for inspiration from other textile artists; a photographer may be inspired by becoming aware of a painter’s eye for composition.
	Learning objectives
	Assessment Objectives
	Resources (materials)
	Homework / independent study
	Exemplar resources

	· Use project to explore negative space and balance - compositional techniques, repetition and tension - creative/expressive interpretation of scenes- focusing on exaggeration, proportions/perspective  contrast and scale –  colour and size - proportions/exaggeration again, density and hierarchy - mixing media, image making techniques, combing structures, people, objects and text - type and or lettering, applying a graphical context for finished illustration - poster, advertisements for home town to explore hierarchy.

· Using the school/college grounds start with urban-sketching style illustrations of interesting scenes that place a structure in a scene.
· Explore a range of analogue urban sketching style image making techniques - combine this with exploring a range of analogue media: realistic, expressive, graphic, loose/minimalist, exaggerated proportions/perspective, selective colour. Media- colour pencil, gouache, watercolour paint, watercolour markers, markers: alcohol/acrylic, pen and ink.
	· AO2

· AO3

· AO4


	· Colour pencil, gouache, watercolour paint, watercolour markers, markers: alcohol/acrylic, pen and ink

· Viewfinders

· Different papers - plain cartridge, watercolour, coloured cartridge, graph, isometric, collaged backgrounds


	· Using a viewfinder and favoured media, paper/ground, draw a realistic view of the interior of one of the rooms in your home.

	Useful websites include:

· https://thewordsthething.org.uk/?p=922 
· https://urbansketchingworld.com/urban-sketching-styles-and-how-to-achieve- them/
· https://urbansketchingworld.com/5-best-tips-for-minimalist-urban-sketching/ 
· http://www.lucindarogers.co.uk/
· http://dwayne-bell.com/index.html
· https://www.zoemof.com/
· https://jessicadurrant.com/
· https://www.liswatkins.com/
· https://www.georgebutler.org/ 

	· Day trip into local area drawing from observation - using viewfinders exploring minimalism, expressive interpretation, colour, and media. Also recording with camera/smart phones: photos, sounds, videos.
· Scan in drawings, organise photos, sound recordings and videos.

· Working from a photograph explore digital illustration image-making techniques.
· Using scanned drawings, own photos, vector image(s) create a cityscape scene
	· AO2

· AO3

· AO4
	· Viewfinder

· Paper

· Drawing instruments

· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks.

	· Research the designer/illustrator Danny Allison, research from a wide range of sources inc. websites, interviews, YouTube videos etc. and document this research. Select at least one specific piece by Allison to evaluate in depth.

· Make a visual response to Danny Allison
	Useful websites include:
· https://libguides.library.kent.edu/c.php?g=278061&p=1853758 
· https://www.evolvbam.com/post/best-free-and-paid-alternatives-to-adobe-creative-suite-and-creative-cloud
· https://dannyallison.co.uk/ 

	· Using own photos explore digital painting techniques.

· Explore creative potential of videos. Make a short film about hometown/city. Use sounds recorded on the day as the film’s soundtrack.
	· AO1

· AO2

· AO3

· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives- see resources section for top 10 picks.

	· Use your smartphones own app to create a short film using videos, sound and photos taken on the day trip.

· Research Nam June Paik- review his Global Groove video art piece evaluating the work, documenting different framing, image editing/techniques used
	Useful websites include:
· https://www.tate.org.uk/art/artists/joan-jonas-7726/five-things-know-joan-jonas
· https://www.paikstudios.com/ 
· https://faroutmagazine.co.uk/short-of-the-week-marcel-duchamp/
· https://www.nowness.com/
· https://www.hockney.com/home


	· Develop a short film by adding in hand-drawn, vector, and digital painting assets. Explore adding in text/lettering.
· Take a still from the short film and recreate it as a poster- advertise what makes your hometown/city unique
	· AO1
· AO2
· AO3
· AO4
	· Computers/ laptops with access to Adobe CC and/or free alternatives - see resources section for top 10 picks.

	· Use remaining homework tasks to encourage students to explore preferred pathway - digital, analogue, mixed asking them to use the work created in class as a starting point for each week’s homework - for them to make something new using those assets.
	Useful websites include:
· https://picsart.com/blog/post/good-poster-design 
· https://designshack.net/articles/inspiration/10-tips-for-perfect-poster-design/ 


This project may take up to a term to complete. However, it could be shortened or extended to suit the progress of the students or the time available.

Personal association may form the basis of students’ exploration; the more students are able to develop and refine their ideas from observation, the more meaningful their work will become.
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