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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: ‘Architecture project’
· Option 2: ‘Lamp project’
Both schemes of work can be adapted or integrated into existing schemes of work to suit the resources and 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.

Following a generic design process structure – research, ideas, models and final product – both schemes of work 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: ‘Architecture Project’
In this scheme of work students begin by studying the work of contemporary architecture to inspire their ideas. Ideas are extended and explored further through drawing and modelling using maquettes, leading to a final prototype.
	Learning objectives
	Assessment Objectives
	Resources (materials)
	Homework / independent study
	Further resources and references

	· Work through SketchUp tutorials becoming progressively more challenging to gain confidence and skills.
· Develop more advanced skills to visualise one architectural design that can be used as initial idea. This design should be inspired by the work of another designer and analysed explaining intentions.
· Export images from SketchUp.
· Produce a poster to present results.

	· AO1
· AO3
	· Computer
· SketchUp online version for schools.
	· Work through tutorials.
· Develop one architectural design.
	Useful websites include:
· https://www.sketchup.com/en?utm_source=google&utm_medium=paid_search&utm_campaign=SU_Brand_Shopping_Brand_UK
· https://learn.sketchup.com/
· https://www.youtube.com/user/SketchUpVideo 


	· Research and analyse the work of other designers.
· Understand the design principles of Architecture. 

· Form vs Function.
· Extend design vocabulary.

	· AO1
	· Exemplars of previous work

· Books and magazines on Architecture 

· Websites on Architecture
	· Document images of favourite buildings alongside basic analysis of at least two buildings.
	Useful reference books include:

· Architecture: A World History by Daniel Borden, 2008.
· The Future of Architecture in 100 Buildings, by Marc Kushner, 2018
· Modern Architecture Since 1900 by William J. R. Curtis, 1982
Useful reference magazines include:

· El croquis

· The Architectural Review

Influential architects:
Antoni Gaudí, Frank Lloyd Wright, Mies Van der Rohe, Richard Rogers, Frank Gehry, Norman Foster, Renzo Piano, Santiago Calatrava, Zaha Hadid, Paul Revere Williams, I. M. Pei, Maya Lin, Bernard Khoury, Oscar Niemeyer, Balkrishna Doshi, Lina Bo Bardi, Eileen Gray, Patricia Urquiola, Jeanne Gang, Elizabeth Diller, Farshid Moussavi, Kazuyo Sejima, Carme Pinós, Rossana Hu.
Useful websites include:

· https://www.dezeen.com/
· https://www.designboom.com/
· https://www.archdaily.com/?ad_name=small-logo
· https://architizer.com/


	· Design 4 initial ideas using isometric hand-drawing and/or SketchUp.
· Each idea should be inspired by the work of another designer and interspersed with analysis reflecting on the formal elements and explaining intentions.
· More able students can produce more initial ideas.
	· AO1
· AO3
	· Computer

· SketchUp online version for schools
· 2B pencils

· Rubber

· Sharpener

· Isometric paper
	· Carry on with work started in the lesson.
· Document each idea interspersed with short extracts of written analysis of other designers’ work.
	Useful books include:
· Drawing for Product Designers, by Kevin Henry, 2012
· Sketching for Architecture + Interior Design by Stephanie Travis (Author), Holly Clifton-Brown (Illustrator), 2015
· Archidoodle: An Architect's Activity Book by Steve Bowkett, 2013

	· Independent visit and study a building that could help developing favourite ideas further.

· Take photos, draw sketches of the whole building and/or important sections.

· Annotate materials and other important aspects.
	· AO1

· AO2
	· Sketch pad

· 2B Pencil

· Rubber

· Sharpener

· Digital camera


	· Document finding, photos and drawings with annotations of relevant aspects of the building.
	

	· Develop two best ideas through modelling a maquette for each using soft materials.
· Photograph maquettes. 
	· AO2
· AO3
	· Styrofoam

· Foamboard
· Card

· Scalpels 

· Cutting mats

· Safety rulers

· Scroll saw or coping saw

· Sandpaper

· Foam glue

· Digital camera
	· Document maquettes with brief annotation of the strengths and suggestions for further improvement, linking observations to the work of other designers studied.
	Useful books include:
· Architectural Modelmaking, by Nick Dunn, 2010

	· Research how other designers have explored architectural details such as windows and entrances.
· Understand the design principles of Architecture.
· Form vs Function.
· Using isometric drawings or Sketchup, produce personal responses to 3 favourite designs of windows and 3 favourite designs of entrances.
	· AO1
· AO2
	· Books and magazines on Architecture 

· Websites on Architecture
· Computer

· SketchUp online version for schools

· 2B pencils

· Rubber

· Sharpener

· Isometric paper
	· Document research and personal responses produced for both windows and entrances.
	Useful reference books include:

· Architecture: A World History by Daniel Borden, 2008.
· The Future of Architecture in 100 Buildings, by Marc Kushner, 2018
· Modern Architecture Since 1900 by William J. R. Curtis, 1982

Useful reference magazines include:

· El croquis

· The Architectural Review

Influential architects:
Antoni Gaudí, Frank Lloyd Wright, Mies Van der Rohe, Richard Rogers, Frank Gehry, Norman Foster, Renzo Piano, Santiago Calatrava, Zaha Hadid, Paul Revere Williams, I. M. Pei, Maya Lin, Bernard Khoury, Oscar Niemeyer, Balkrishna Doshi, Lina Bo Bardi, Eileen Gray, Patricia Urquiola, Jeanne Gang, Elizabeth Diller, Farshid Moussavi, Kazuyo Sejima, Carme Pinós, Rossana Hu.
Useful websites include:

· https://www.dezeen.com/
· https://www.designboom.com/
· https://www.archdaily.com/?ad_name=small-logo
· https://architizer.com/ 

	· Choose best maquette to apply favourite windows and entrances designs.
· Photograph maquettes.
	· AO2
· AO3
	· Styrofoam

· Foamboard

· Card

· Scalpels 

· Cutting mats

· Safety rulers

· Scroll saw or coping saw

· Sandpaper

· Foam glue

· Acetate

· Universal glue

· Digital camera
	· Document results with brief annotation of the strengths and suggestions for further improvement, linking observations to the work of other designers studied.
	

	· Research the work of another designer to influence and push best idea forward.
· Undertake in-depth analysis of the chosen piece to produce a written analytical essay.
	· AO1

· AO2
	· Computer

· Books and magazines on Architecture 

· Websites on Architecture
	· Document written work interspaced with several images to illustrate and support relevant information. 
	Useful reference books include:

· Architecture: A World History by Daniel Borden, 2008.
· The Future of Architecture in 100 Buildings, by Marc Kushner, 2018
· Modern Architecture Since 1900 by William J. R. Curtis, 1982

Useful reference magazines include:

· El croquis

· The Architectural Review

Influential architects:
Antoni Gaudí, Frank Lloyd Wright, Mies Van der Rohe, Richard Rogers, Frank Gehry, Norman Foster, Renzo Piano, Santiago Calatrava, Zaha Hadid, Paul Revere Williams, I. M. Pei, Maya Lin, Bernard Khoury, Oscar Niemeyer, Balkrishna Doshi, Lina Bo Bardi, Eileen Gray, Patricia Urquiola, Jeanne Gang, Elizabeth Diller, Farshid Moussavi, Kazuyo Sejima, Carme Pinós, Rossana Hu.
Useful websites include:

· https://www.dezeen.com/
· https://www.designboom.com/
· https://www.archdaily.com/?ad_name=small-logo
· https://architizer.com/ 

	· Using isometric hand-drawing and/or SketchUp, produce a series of sketches showing final developments originated by previous analysis work.
· Present perspectives and Orthographic projections.

	· AO1

· AO2

· AO3
	· Computer

· SketchUp online version for schools.

· 2B pencils

· Rubber

· Sharpener

· Isometric paper
	· Document drawings, including visual links to the other designer’s work studied and brief annotations explaining intentions.
	Useful books include:

· Drawing for Product Designers, by Kevin Henry, 2012
· Sketching for Architecture + Interior Design by Stephanie Travis (Author), Holly Clifton-Brown (Illustrator), 2015
· Archidoodle: An Architect's Activity Book by Steve Bowkett, 2013

	· Produce final architectural piece based on previous maquettes and drawings, whilst choosing the most appropriate materials available in the workshop.
· For reference, this final piece can be up to 30 to 40cm tall, wide, and/or long, depending on the positioning of the building.

· If students still have time, they can embellish their building by working on the base/surroundings, adding miniature trees and people for scale reference.
	· AO4
	· All workshop tools and materials available
	· Attend Art Club to carry on working on final piece.
· Revisit portfolio to refine content and presentation following teacher feedback.
	Useful books include:

· Architectural Modelmaking, by Nick Dunn, 2010
 

	· Photograph and evaluate final piece.
	· AO4
	· Exemplars of previous work

· Digital camera
	· Document pictures of the final piece with written evaluation.
	


This scheme of work may take up to two terms to complete, or longer. If students have contributed to each stage of the journey, then they should have a varied portfolio of evidence and a well-structured project.
For examples of similar projects, see the portfolios below from our Exemplar Gallery:
https://qualifications.pearson.com/content/dam/pdf/GCSE/Art%20and%20Design/2016/exemplar-library/c1/three-dimensional-design/50-three-dimensional-design-training.pdf
https://qualifications.pearson.com/content/dam/pdf/GCSE/Art%20and%20Design/2016/exemplar-library/c1/three-dimensional-design/51-three-dimensional-design.pdf
https://qualifications.pearson.com/content/dam/pdf/GCSE/Art%20and%20Design/2016/exemplar-library/c1/three-dimensional-design/54-three-dimensional-design.pdf 
Scheme of work option 2: ‘Lamp Project’
In this scheme of work, pupils start by developing a variety of 3D communication techniques such as photography, drawing and modelling to explore the visual qualities of natural forms.
Pupils then use their first-hand recordings of natural forms as stimuli to generate their ideas for their own lamp design, informed by their analysis of other designers’ work. Final work could be realised under exam conditions in a GCSE mock exam.

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

	· Using basic notions of photography, record a range of natural forms.
· Edit photographs using Adobe Photoshop or similar (free programmes available, such as Photopea).

	· AO3

	· Digital Camera
· Photo booth

· Light projector

· Natural forms such as seashells, dry leaves, flowers, etc.

· Computer

· Adobe Photoshop or similar
	· Document photographs.
	Useful websites include:
· https://www.youtube.com/watch?v=7kVTpM3onRY
· https://www.youtube.com/watch?v=7m6pTRJYWKM 
· https://www.youtube.com/watch?v=z2oc4h-Sd2w 

	· Draw a natural form from observation.
· Choose more complex objects/forms as confidence grows.
	· AO3


	· 2B pencils

· Rubber

· Sharpener

· Cartridge paper
	· Document resulting drawings in combination with relevant natural forms photos.
	

	· Pupils use their drawings and photographs to develop a model of some chosen natural forms in card and/or plasticine.
· Photograph models.
	· AO3
	· Card
· Scalpels

· Cutting mats

· Double-sided tape

· Universal glue

· Plasticine

· Digital camera
	· Document resulting models in combination with relevant drawings and/or photos.
	

	· Using isometric hand-drawing and/or SketchUp, produce 4 initial ideas.
· Each idea should be based on one natural form of the previous recording, as well as inspired by the work of another designer, and interspersed with analysis showing understanding of sources and intentions.
	· AO1
· AO3
	· Computer

· SketchUp online version for schools

· 2B pencils

· Rubber

· Sharpener

· Cartridge paper
· Books and magazines on lamp design
· Websites on lamp design
	· Document drawings, including visual links to the other designer’s work studied and analysis explaining intentions.
	Useful websites include:
· https://www.madeindesign.co.uk/lighting.html
· https://www.swiveluk.com/uk/lighting.html
· https://flos.com/en/gb/
· https://www.vam.ac.uk/
· https://designmuseum.org/ 
Useful books include:

· Drawing for Product Designers, by Kevin Henry, 2012
· How To Design a Light, by Design Museum, 2010

· Sculpting Light: 500 Lamps by Agata Toromanoff, 2023
· Light Show by Cliff Lauson; Philip Ball; Anne Wagner, 2017

· 21st Century Lighting Design by Alyn Griffiths, 2014
Influential designers:

Poul Henningsen, Verner Panton, Ross Lovegrove, Isamu Noguchi, Phillipe Stark, Ini Archibong, Marc Newson, Ron Arad, Tom Dixon, Greta Magnusson, Patricia Urquiola, Karim Rashid, Eileen Gray, Lucie Koldova, Gae Aulenti, Jette Scheib, Elise Fouin.


	· A gallery visit to a relevant exhibition to find one or more designers whose work makes connections with own ideas.
	· AO1

· AO2
	· Digital camera

· Note and drawing pad

· 2B pencils

· Rubber

· Sharpener
	· Document gallery research with images and brief annotations explaining relevance.
	Useful websites include:
· https://www.vam.ac.uk/
· https://designmuseum.org/ 

	· Select two favourite ideas to develop through a series of models in a range of soft materials.
· Photograph best models.
	· AO2
· AO3
	· Styrofoam

· Foamboard

· Card

· Scalpels 

· Cutting mats

· Safety rulers

· Scroll saw or coping saw

· Sandpaper

· Foam glue

· Digital camera
	· Document resulting models with brief annotation of the strengths and suggestions for further improvement, linking observations to the work or other designs studied.
	Useful books include:

· Prototyping and Modelmaking for Product Design: Second Edition, by Bjarki Hallgrimsson, 2019

	· Select favourite idea and produce a series of models to develop form further and experiment with resistant materials.
	· AO2
· AO3
	· Any workshop tools and materials available
	· Document resulting models with brief annotation of the strengths and suggestions for further improvement, linking observations to the work or other designs studied.
	

	· Research the work of another designer to influence and push best idea forward.
· Undertake in-depth analysis of the chosen piece to produce a written analytical essay. 
	· AO1

· AO2
	· Computer

· Books and magazines
· Websites
	· Document written work interspaced with several images to illustrate and support relevant information.
	Useful websites include:
· https://www.madeindesign.co.uk/lighting.html
· https://www.swiveluk.com/uk/lighting.html
· https://flos.com/en/gb/
· https://www.vam.ac.uk/
· https://designmuseum.org/ 
Useful books include:

· Drawing for Product Designers, by Kevin Henry, 2012
· How To Design a Light, by Design Museum, 2010

· Sculpting Light: 500 Lamps by Agata Toromanoff, 2023
· Light Show by Cliff Lauson; Philip Ball; Anne Wagner, 2017

· 21st Century Lighting Design by Alyn Griffiths, 2014
Influential designers:

Poul Henningsen, Verner Panton, Ross Lovegrove, Isamu Noguchi, Phillipe Stark, Ini Archibong, Marc Newson, Ron Arad, Tom Dixon, Greta Magnusson, Patricia Urquiola, Karim Rashid.
 

	· Produce a first prototype to include and test new development and materials coming from the studied piece.
· This first prototype can be done in a smaller scale than the final piece to speed up the making process.

· Photograph prototype and do an interim evaluation, suggesting improvements in annotated form, leading to final design and ensuring links between the idea and the work of other designers.
	· AO2
· AO3
	· Any workshop tools and materials available
	· Document the resulting prototype with several images and interim evaluation.
	

	· Using isometric hand-drawing and/or SketchUp, produce a series of sketches to illustrate final developments.
· Present perspectives and Orthographic projections.

	· AO1

· AO2

· AO3
	· Computer

· SketchUp online version for schools.

· 2B pencils

· Rubber

· Sharpener

Isometric paper
	· Document drawings, including visual links to the other designer’s work studied and brief annotations explaining intentions.
	

	· Produce templates and a materials list with dimensions.
	· AO4
	· All workshop tools and materials available
	· Plan all actions needed to realise a final piece within the allocated timeframe.
	

	· Produce final piece based on previous models and drawings and choosing the most appropriate materials available in the workshop.
· This final piece should be a real size working lamp and it can de designed to de used on a table, wall, ceiling or floor. 

· This final piece could be conducted under exam conditions as a mock exam.
	· AO4
	· All workshop tools and materials available
	· Revisit portfolio to refine content and presentation following teacher feedback.
	Useful books include:
· Prototyping and Modelmaking for Product Design: Second Edition, by Bjarki Hallgrimsson, 2019

	· Photograph and evaluate final piece.
	· AO4
	· Digital camera
	· Produce a double page in portfolio to document pictures of the final piece with written evaluation.
	


This scheme of work may take up to two terms to complete, or longer. If students have contributed to each stage of the journey, then they should have a varied portfolio of evidence and a well-structured project.
For examples of similar projects, see the portfolios below from our Exemplar Gallery:

https://qualifications.pearson.com/content/dam/pdf/GCSE/Art%20and%20Design/2016/exemplar-library/c1/three-dimensional-design/50-three-dimensional-design-training.pdf
https://qualifications.pearson.com/content/dam/pdf/GCSE/Art%20and%20Design/2016/exemplar-library/c1/three-dimensional-design/51-three-dimensional-design.pdf
https://qualifications.pearson.com/content/dam/pdf/GCSE/Art%20and%20Design/2016/exemplar-library/c1/three-dimensional-design/54-three-dimensional-design.pdf 
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