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AO1
Develop

AO2
Refine

AO3
Record

AO4
Realise intentions

Mark 15 14 15 16

Mark band Level 5
Fully confident 

and assured 
ability

Level 5
Mostly confident 

and assured 
ability

Level 5
Fully confident 

and assured 
ability

Level 6
Just exceptional 

ability

Total 60

Mark band:
Mark band 5 – Confident and assured ability

Key word descriptors from the taxonomy:
Advanced, comprehensive, perceptive, exciting, in-depth, fully resolved, risk-taking





Pearson – International GCSE Art and Design Taxonomy

How to use the Taxonomy in conjunction with the Assessment Grid

Both components in this qualification are 100% externally assessed, however centres will find it helpful to use the taxonomy and assessment grid to provide feedback  on student’s 
progress.

• When assessing work for each component, examiners will make a holistic judgement using the descriptors in the taxonomy, to establish which performance band matches most closely the candidate’s
work.

• Candidate’s work that falls between two performance bands must achieve all the keyword descriptors in the lower band and some in the band above. Where this happens, examiners will use their  
professional judgement to decide which performance band is most appropriate using a ‘best-fit’ approach.

• After a performance band has been established, the next stage is to use the assessment grid to decide a mark within the performance band. Read through ‘Applying the Assessment Grid’ on page 41 of  the 
specification prior to establishing a mark for each assessment objective and total mark.
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keyword  
descriptors to  
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carefully.

Has the  
candidate  
achieved all,  
most or some  
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descriptors?

N
o

 r
ew

ar
d

ab
le

 m
at

er
ia

l

Unstructured  
Clumsy  
Disjointed  
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Rudimentary
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Deliberate  
Methodical  
Superficial  
Partial  
Unresolved  
Simplistic
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Reflective  
Predictable  
Broadening  
Repetitive  
Intentional  
Adequate
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Informed  
Purposeful  
Diverse  
Sustained  
Skilful  
Effective
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Advanced  
Comprehensive  
Perceptive  
Exciting
In-depth 
Fullyresolved  
Risk-taking
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Highly skilled  
Inspired  
Intuitive  
Sophisticated  
Insightful  
Powerful  
Daring  
Unexpected  
Outstanding

0

marks

1 – 12 marks 13

14
15

marks

16 – 24

marks

25

26
27

marks

28 – 36

marks

37

38
39

marks

40 – 48

Marks

49

50
51

marks

52 – 60

marks

61

62
63

marks

64 – 72

marks

*Please note that as of November 2023, the Level 1 key word descriptor 'Crude' has been changed to 'Rudimentary'



IGCSE 3D design : component I 

Picture this: You’re a child, running through fields of wildflowers, chasing after 
butterflies and laughing without a care in the world. You believe that anything is 
possible, that the world is a magical place full of wonder and adventure. But 
slowly and surely, the veil begins to lift. You start to see the world for what it truly 
is — a complex and often harsh place, full of challenges and disappointments.

My work alludes to the universal experience of watching the world lose its 
enchanting luster as the carefree days of childhood fade away. Through my work, I 
hope to capture the disillusionment of growing up, and the disenchanting contrast 
between the world as I saw it as a child, and the world we gaze upon now. 

Artist’s statement
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observational photos 
the world, through the eyes of a child.

the dark realities and unwanted truths of the 
world, unveiled as one grows older



Medium : gouache paint

observational drawings 

Medium : digital art 
Software : Procreate 

This photo depicts a 
child playing football 
in a park, a simple 
and carefree action 
and a part of his little 
world.

In this photo, a 
figure is slumped 
and gazing out at 
the tranquil but 
unreachable 
scenery. The 
positive and 
negative space of 
the columns 
creates a visual 
effect that the 
figure is trapped 
behind bars. 

The photo conveys a 
sense of entrapment 
and futile yearning for 
the past.



Visual outcome : photomontage
Software used : Autodesk Sketchbook

observational drawings + 
photomontage 

These two photos were taken in the same 
location. It shows what the person 
thought growing up would be like, versus 
the unspoken but often true face of 
growing up. 

A fog-like, blurry effect is created with the 
use of digital tools, creating a dreamlike, 
hazy sensation that shows the person’s 
perceptions and how it clashes with their 
childhood expectations. 

The photo portrays a 
person huddled inside a 
too-small hole in the 
bushes. The sinister, 
jutting textures of the 
branches creates a 
claustrophobic and harsh 
atmosphere. This shows 
that unlike in one’s 
childhood, playing among 
the bushes, growing up 
has forcefully opened 
their eyes to the darker 
truths of the world. 



Medium: pencil

Medium: poster colour, 
acrylic paint 

observational drawings

In this photo, there 
is a stark contrast 
between light and 
dark, and I focused 
on this by using 
pencil, a monotone 
medium. It depicts 
a stressed and tired 
person grasping her 
head in her hands. 

There is also a stark 
contrast between light 
and dark in this photo, 
as well as between 
the vibrant orange 
colour and the dull 
grey and black. This 
photo shows a figure 
on the stairs with her 
back turned against 
the darkness, 
seemingly unawared. 



artist research: Aya Takano

Artist’s work – transcription 
Medium: gouache paint

Application of 
artist’s style 
Medium: gouache paint

Source: 
http://www.dreamidea
machine.com/?p=24109
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http://www.dreamideamachine.com/?p=24109


- spiral form of the watchtower 
- the stairs that leads viewers to the top
- the fences lining the edges

• creates a controlled upwards path. The 
upwards path is also not a straight and 
direct path, but a winding and curved one. 
These elements inspired me on how I 
would create a pavilion or architectural 
structure that imitates the path and 
sensation of growing up. 

Source: https://www.archdaily.com/966611/marsk-tower-big

My artwork study (transcription) : 3D modelling 

artwork research: Marsk watchtower 

https://www.archdaily.com/966611/marsk-tower-big


(continued)

Personal response

- The interconnected strands of the DNA will be fitted as LED light 
tubes 

- The double helix cords will be made of a variety of materials, such 
as upcycled scrap fragments of glass, crystal, or acrylic joined 
together.

- As the joined fragments are unique and have varying 
textures, light will be reflected in an unpredictable and 
intriguing ways. 

- The transparent and delicate nature of these materials also 
reflect the delicate nature of the DNA strand. 

The DNA Chandelier could be displayed in many different settings, 
such as art galleries, science centers, or public spaces. It could also 
be designed to evolve over time, with new fragments and LED tubes 
added and fused to the installation to reflect new discoveries in 
genetic research.

As the Marsk Watchtower is a recreation of sorts of the 
human DNA strand, I challenged myself to come up with a 
design under this inspiration. My idea, the DNA Chandelier 
(or the Ch(DNA)lier), would consist of a chandelier that is 
designed to represent the delicate structure of DNA. 
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Artwork study (transcription) : 3D modelling 
Source: 
https://arquitecturaviva
.com/works/torre-
marsk-en-hjemstedvej

artwork research

https://arquitecturaviva.com/works/torre-marsk-en-hjemstedvej
https://arquitecturaviva.com/works/torre-marsk-en-hjemstedvej
https://arquitecturaviva.com/works/torre-marsk-en-hjemstedvej
https://arquitecturaviva.com/works/torre-marsk-en-hjemstedvej


Interim outcome

Design sketch 

For my interim outcome, I came up with a 
symbolic pavilion design that creates a 
strong sense of entrapment, and alludes 
to the arduous life and worldview of a 
working adult – completely different from 
what one might have expected as a child. 

I drew inspiration from: Early design concepts



Interim outcome: close-ups + evaluation and reflection
Truthfully, at the time when I was working on my mock-up, I felt very lost and was not able to incorporate elements 
from my previous preparatory work. I had vague ideas, but did not develop them properly before heading straight 
into building my interim outcome, so I had hit some mental walls in the middle of creating it. Thus, I learnt a lesson 
on the huge importance of planning out my artworks and outcomes, and developing my ideas carefully. This lesson 
will definitely stay with me throughout the rest of my artistic journey.  



Media experimentation I: abstract mark making 
Tool used (self-made)

Through this experimentation, 
I have learnt how to create 
focus in my compositions 
through balance, contrast and 
manipulating various visual 
elements like texture, colour
and rhythm. 



Drafts : idea development

Thus, the parts of my final work 
representing childhood should be 
brightly illuminated. 

In my observational photos and 
secondary research, play 
facilities like swings and 
monkey bars are seen. They are 
strong motifs of childhood, 
which I can include.

- using different saturations, colours and shapes to 
present a whimsical, playful space as well as a 
dark and somber one. 

- the round shapes of the clouds in her art style. 

The presence of 
light in my 
observations of 
“childhood”

My DNA 
Chandelier 
design: concept 
of using a 
sculptural 
overhanging 
light

I can apply a 
similar concept 
and method as 
my mock-up.

While making a 3D outcome, 
I experimented with all sorts 
of new materials such as 
cotton, string, different 
fabrics and metal wires. 
- flexible and expressive

Visual brainstorming + elements to incorporate

I can apply the mark-making 
techniques I learnt from my 
media experimentation.

- claustrophobic feeling

As I used ink pen, I focused on 
line forms which gave me the 
idea of using dense but thin 
lines to form a cage.  

- meticulously consider the 
construction materials I 
would use in my final piece 

- how I can select sustainable 
and fitting materials. 

The presence of 
nature in my 
observations of 
“childhood”



In the end, I decided to 
incorporate all three 
materials due to their 
unique textures and 
forms, which may 
create novel and 
interesting visual 
effects. Through 
setting up this media 
experiment and 
obtaining individual 
results, I got a much-
needed look into how 
different materials can 
create different 
intriguing visual effects 
under light. 

(inspired by my process of creating 
a 3D outcome in mark-making)(inspired by abstract mark-making)

Media experimentation II : Light and different materials 



What materials should my design be made of?

What should be the correct scale of the stairs?

Design sketch and additional research



Final outcome
My final outcome is a pavilion that features 
an upwards spiral staircase, a dark cage-like 
dome, and a central light piece. It can be 
placed beside abandoned schools or 
playgrounds, highlighting the melancholic 
and desolate feeling of the pavilion. 

Throughout the installation, visitors are 
encouraged to confront their own feelings of 
disillusionment and reflect on their own 
experiences of growing up. 

The cage-like 
shape of the 
pavilion that 
becomes denser 
as the stairs 
ascend, evokes 
claustrophobic 
feelings of being 
trapped or 
confined, 
restricting the 
visitor’s 
movements. 

The spiral staircase 
represents the journey 
of growing up, with its 
winding twists and 
turns.

The upwards motion / rhythm 
of the staircase is balanced by 
the downwards, looming 
sensation of the cage dome. 

The soft, white, inviting clouds 
form a contrast against the 
sinister, ripped and dark fabrics. 

Software used : Autodesk Sketchbook 



Final work : close-ups

THE DULLING OF 

LIFE:

As the viewer ascends the 
staircase, the once vibrant 
colours slowly become 
murky and grey. The 
material of the staircase 
becomes harder, and the 
textures become less  
smooth, showing the 
change in worldview .

the beginning : 

WARM 

CHILDHOOD 

DAYS 
The use of pastel 
bright colours, the 
safety climbing nets, 
the swing and the 
little ladder / monkey 
bars are all strongly  
reminiscent of our 
childhood days, 
creating a welcoming, 
gentle atmosphere. 

The subtle presence 
of grass and flowers 
adds an organic 
touch to the 
pavilion’s section  
depicting childhood.



Final work : close-ups
(continued)

THE DEAD END 
The absence of a platform or destination at the 
end of the staircase is intended to symbolize 
the disillusionment that arises when growing 
up. When visitors reach the end of the stairs, they 
are met with a sense of disappointment and 
futility, as there is no platform or destination to 
be reached.

THE  BROKEN PROMISE OF 

LIGHT
From the bottom view, the bright light 
illuminates everything in a soft glow, but 
unbeknownst to the viewer, as they ascend the 
stairs, the light grows dimmer and becomes 
blocked by swaths of black, evoking a feeling of 
disillusionment.

The cage dome casts a 
dark shadow and 
restricts the space and 
movement of visitors.

SPACE
The positive and negative space 
creates a prison bar – like effect, 
accentuating the feeling of 
confinement. 
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