
6 | Art

Kn
ow

le
dg
e

1. Id
en

tit
y 

Id
en

tit
y 

is 
al

l a
bo

ut
 w

ho
 w

e 
ar

e.
 T

hi
s i

s 
co

m
pl

ex
 a

nd
 e

ve
r c

ha
ng

in
g 

an
d 

ca
n 

be
 

lin
ke

d 
to

 w
he

re
 w

e 
co

m
e 

fr
om

, o
ur

 
re

lig
io

ns
/t

ra
di

tio
ns

, o
ur

 fa
m

ili
es

 a
nd

 o
ur

 
fr

ie
nd

s.
 W

e 
m

ig
ht

 a
lso

 b
e 

in
flu

en
ce

d 
by

 
ou

r a
m

bi
tio

ns
 a

nd
 h

op
es

 fo
r t

he
 fu

tu
re

. 
W

e 
ha

ve
 in

di
vi

du
al

 id
en

tit
ie

s b
ut

 w
e 

al
so

 
ha

ve
 c

ol
le

ct
iv

e 
id

en
tit

ie
s,

 w
ha

t i
t m

ea
ns

 
to

 b
e 

Br
iti

sh
, o

r f
em

al
e,

 fo
r e

xa
m

pl
e.

2. Po
rt

ra
itu

re
Po

rtr
ai

ts
 a

re
 im

ag
es

 a
bo

ut
 p

eo
pl

e.
 T

he
y 

m
ig

ht
 c

on
ta

in
 th

e 
fa

ce
, t

he
 fu

ll 
bo

dy
 o

r 
so

m
et

im
es

 n
ei

th
er

! T
he

y 
ca

n 
be

 m
ad

e 
in

 
va

rio
us

 d
iff

er
en

t m
ed

ia
 a

nd
 th

ey
 a

re
 o

fte
n 

at
te

m
pt

in
g 

to
 c

ap
tu

re
 th

e 
es

se
nc

e 
of

 th
e 

pe
rs

on
 th

ro
ug

h 
th

ei
r e

xp
re

ss
io

n,
 p

os
tu

re
, 

cl
ot

hi
ng

/s
ty

lin
g.

3. Sy
m

bo
lis

m
O

bj
ec

ts
 c

an
 re

pr
es

en
t o

th
er

 
th

in
gs

 fo
r e

xa
m

pl
e 

an
 

ex
tin

gu
ish

ed
 c

an
dl

e 
re

pr
es

en
ts

 h
ow

 li
fe

 c
an

 e
nd

 a
t 

an
y 

m
om

en
t. 

 

6. Ar
tis

t a
na

ly
si

s
Yo

ur
 p

ag
e 

sh
ou

ld
 y

ou
 h

av
e 

a 
tit

le
, a

n 
im

ag
e 

an
d 

a 
st

ud
y/

co
py

 o
f 

th
ei

r w
or

k.
 U

se
 in

 k
ee

pi
ng

 c
ol

ou
rs

 a
nd

 m
at

er
ia

ls
 th

at
 s

ho
w

 y
ou

r 
un

de
rs

ta
nd

in
g 

of
 th

e 
ar

tis
t.

C
on

te
nt

 –
 W

ha
t i

s 
th

e 
w

or
k 

ab
ou

t?
 

• 
W

ha
t i

s 
th

e 
w

or
k 

ab
ou

t/o
f?

 A
re

 th
er

e 
an

y 
cl

ue
s/

ev
id

en
ce

 
to

 s
up

po
rt 

th
is

?
• 

W
ha

t i
s 

th
e 

pu
rp

os
e 

or
 m

ea
ni

ng
 o

f t
he

 w
or

k?
• 

W
ho

 w
ou

ld
 th

e 
in

te
nd

ed
 a

ud
ie

nc
e 

be
 fo

r t
hi

s 
ar

tw
or

k?
 

W
hy

? 
H

ow
 d

o 
yo

u 
kn

ow
? 

Pr
oc

es
s 

– 
H

ow
 w

as
 th

e 
w

or
k 

m
ad

e?
• 

W
ha

t m
at

er
ia

ls
 d

o 
yo

u 
th

in
k 

th
e 

ar
tis

t h
as

 u
se

d…
an

d 
w

hy
?

• 
H

ow
 h

av
e 

th
ey

 b
ee

n 
us

ed
? 

(la
ye

rin
g)

• 
W

ha
t a

re
 th

e 
st

ag
es

 th
e 

ar
tis

t h
as

 g
on

e 
th

ro
ug

h 
to

 g
et

 to
 

th
e 

fin
al

 o
ut

co
m

e?
 (d

es
ig

ni
ng

/d
ra

w
in

g/
M

aq
ue

tte
s 

et
c.

)

Fo
rm

 –
 H

ow
 h

as
 th

e 
ar

tis
t u

se
d 

co
m

po
si

tio
n/

ba
si

c 
el

em
en

ts
?

• 
D

es
cr

ib
e 

ho
w

 th
e 

ar
tis

t h
as

 u
se

d 
th

e 
ba

si
c 

el
em

en
ts

? 
(H

ow
 h

av
e 

th
ey

 b
ee

n 
us

ed
 to

 c
on

ve
y 

m
ea

ni
ng

?)
. W

ha
t 

ef
fe

ct
 d

oe
s 

th
is

 c
re

at
e?

• 
D

es
cr

ib
e 

th
e 

co
m

po
si

tio
n 

of
 th

e 
w

or
k 

(fo
re

/m
id

/b
ac

k 
gr

ou
nd

, R
ul

e 
of

 th
ird

s,
 la

nd
sc

ap
e/

po
rtr

ai
t).

 W
ha

t e
ffe

ct
 

do
es

 th
is

 c
re

at
e?

C
on

ne
ct

io
ns

 –
 li

nk
s 

an
d 

id
ea

s
• 

H
ow

 d
oe

s 
th

ei
r w

or
k 

co
nn

ec
t t

o 
yo

ur
 p

ro
je

ct
?

• 
H

ow
 w

ill 
th

is
 w

or
k 

in
sp

ire
 th

e 
de

ve
lo

pm
en

t o
f y

ou
r f

in
al

 
ou

tc
om

e?
 (A

O
2)

• 
W

ha
t a

re
 y

ou
r n

ex
t s

te
ps

?

4. Al
ex

an
de

r C
al

de
r

Pr
ol

ifi
c 

ar
tis

t w
ho

 m
ad

e 
co

nt
in

uo
us

 li
ne

, w
ire

 
sc

ul
pt

ur
es

 o
f f

ac
es

. T
he

se
 c

an
 

la
y 

fla
t o

r b
e 

m
ad

e 
m

or
e 

3D
 b

y 
us

in
g 

a 
st

an
d.

 

5. Ed
 F

ai
rb

ur
n

Fa
irb

ur
n 

us
es

 m
ap

s a
s 

ba
ck

gr
ou

nd
s f

or
 h

is 
po

rt
ra

its
. 

He
 th

in
ks

 c
ar

ef
ul

ly
 a

bo
ut

 th
e 

co
nt

ou
rs

 a
nd

 li
ne

s t
ha

t a
lre

ad
y 

ex
ist

 to
 w

or
k 

in
to

 th
e 

im
ag

es
.



Art |  7

Experim
enting

7.D
eveloping your ideas through experim

ents and different m
aterials 

U
nderstanding the properties of different m

aterials can help you m
ake effective choices in art and 

design w
ork. Try different m

aterials to find out w
hich you enjoy w

orking w
ith, and w

hich produce 
effects you are interested in. Even if som

ething is unsuccessful, you w
ill have show

n that you have 
tried and learned valuable lessons. 

9.D
ry m

edia - M
aterials w

hich are used dry include: pencil, 
charcoal, pen and pastels. 
Pencil
G

raphite pencils com
e in different grades: 6H (very hard) to 6B 

(very soft). The harder pencils can be used to create very 
precise lines. They are useful for detailed design w

ork. Softer 
pencils are less good for detail as the m

arks they m
ake tend to 

be thicker and less precise. U
sing a softer pencil allow

s you to 
produce very dark tones or to blend tones. 
Techniques
• Vary the pressure of the pencil or use the pencil on its side.
• Create graduated tone by blending from

 light to dark.
• Cross-hatch – build up criss-cross lines to create different 
tonal values.
• Directional line – curve your lines and shading w

ith the shape 
of the object.

12.
W

atercolour
The paint is transparent and w

orks best on light paper. Colours can be 
lightened by adding w

ater rather than adding w
hite.

Techniques
• U

se w
atercolour or ink as a w

ash all across your paper to create a 
coloured background.
• Experim

ent w
ith painting into w

et w
atercolour and dry w

atercolour. 

13.
M

ixed m
edia

U
sing a com

bination of different 
m

edia. This m
ay be as sim

ple as 
com

bining draw
ing and painting, oil 

pastel w
ith paint or creating a 

background of different papers to 
w

ork over w
ith paint or ink.

8.Recording your experim
ents through 

annotation
It is im

portant to record your experim
ents w

ith 
m

aterials and techniques. Concentrate on those 
that w

orked w
ell - these can be useful later on 

w
hen presenting and evaluating your w

ork. 
Keep a reference to the unsuccessful 
experim

ents too - these can be useful to look 
back on and reflect on your choices.

11.
Ink
Ink com

es as a liquid and has 
m

any of the sam
e properties 

as w
atercolour. It is good for 

creating im
ages w

ith vibrant 
colours. You could try using 
sticks, tw

igs or other objects 
instead of a brush..

10.
Collage
G

luing tissue, new
spaper 

and other papers dow
n 

onto your surface to 
create your artw

ork. 
Papers can be torn or cut 
and bring texture to your 
w

ork.

14.
Acrylic
Acrylic paint is opaque and therefore 
you can layer light colours over dark 
ones as w

ell. This allow
s you to add 

dow
n a background first then layer 

your colours and tones over the top. 
It also m

eans that you can easily 
rectify any m

istakes.
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Creativity

22.
AO

4 – Final outcom
es and bodies of w

ork.
“Present a personal and m

eaningful response that 
realises intentions and dem

onstrates understanding of 
visual language”

All of your prepatory w
ork leads up to your personal 

response or final piece. To m
ake a successful final piece, 

you m
ust:

•Clearly link your final piece w
ith your preparatory w

ork.
•M

ake sure your final piece links to your artist research.
•Review

 and refine your ideas so that you are com
pletely 

happy w
ith them

.
•Com

plete your experim
ents w

ith m
aterials, com

position 
and construction so that you feel in control of w

hat you 
are doing before you start your final piece.

23.
Elem

ents of com
position in art

•U
nity:Do all the parts of the com

position feel as if they belong together, or does som
ething feel aw

kw
ardly out of place?

•Balance:Balance is the sense that the painting "feels right" and not heavier on one side.Having a sym
m

etrical arrangem
ent 

adds a sense of calm
, w

hereas an asym
m

etrical arrangem
ent creates a m

ore dynam
ic feeling. 

•M
ovem

ent:There are
m

any w
ays to give a sense of m

ovem
ent in a painting, such as the arrangem

ent of objects, the position 
of figures, the flow

 of a river.You can also use leading lines (a photography term
 applicable to painting). 

•Rhythm
:In m

uch the sam
e w

ay m
usic does, a piece of art can have a rhythm

 or underlying beat that leads your eye to view
 

the artw
ork at a certain pace. Look for the large underlying shapes (squares, triangles, etc.) and repeated color.

•Focus: The view
er's eye ultim

ately w
ants to rest on

the "m
ost im

portant" thing or focal point in the painting, otherw
ise the 

eye feels lost, w
andering around in space.

•Contrast:Paintings w
ith high contrast—

strong differences betw
een light and dark, for exam

ple—
have a different feel than 

paintings w
ith m

inim
al contrast in light and dark.In addition to light and dark,contrast can be differences in shape, color, size, 

texture, type of line, etc.
•Pattern:A regular repetition of lines, shapes, colors, or values in a com

position.
•Proportion:How

 things fit together and relate to each other in term
s of size and scale; w

hetherbig or sm
all, nearby or 

distant.

26.
Rule of odds
The "rule of odds" suggests that an 
odd num

ber of subjects in an im
age is 

m
ore interesting than an even 

num
ber. So if you have m

ore than 
one subject in your picture, the 
suggestion is to choose an 
arrangem

ent w
ith at least three 

subjects. 

27.
Rule of thirds
The rule of thirds is a com

position 
guide that states that arranging the 
im

portant features of an im
age on or 

near the horizontal and vertical lines 
that w

ould divide the im
age into 

thirds horizontally and vertically is 
visually pleasing. 

24.
Foreground, M

idground, Background
Foreground
The part of a scene that is nearest to the view

er. It doesn’t have 
to be front and center in a com

position. 
Background
The scene behind the m

ain object of the com
position, w

hich 
gives context and a fram

ew
ork for the piece.

M
iddle ground

The m
iddle ground is everything betw

een the foreground and 
background. 

25.
Leading lines
Leading lines can be used to direct the view

er's 
eye into and around the painting. Leading lines 
can be actual lines, such as the lines of a fence 
or railroad, or they can be im

plied lines, such as 
a row

 of trees or curve of stones or circles.
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e?

• 
Ho

w
 w

as
 th

e 
w

or
k 

m
ad

e…
an

d 
w

hy
?

• 
W

ha
t a

re
 th

e 
st

ag
es

 th
e 

ph
ot

og
ra

ph
er

 h
as

 g
on

e 
th

ro
ug

h 
to

 
ge

t t
o 

th
e 

fin
al

 o
ut

co
m

e?
 

Fo
rm

 –
 H

ow
 h

as
 th

e 
ph

ot
og

ra
ph

er
 u

se
d 

co
m

po
sit

io
n/

ba
sic

 
el

em
en

ts
?

• 
De

sc
rib

e 
ho

w
 th

e 
ph

ot
og

ra
ph

er
 h

as
 u

se
d 

th
e 

ba
sic

 
el

em
en

ts
? 

(H
ow

 h
av

e 
th

ey
 b

ee
n 

us
ed

 to
 c

on
ve

y 
m

ea
ni

ng
?)

. W
ha

t e
ffe

ct
 d

oe
s t

hi
s c

re
at

e?
• 

De
sc

rib
e 

th
e 

co
m

po
sit

io
n 

of
 th

e 
w

or
k 

(fo
re

/m
id

/b
ac

k 
gr

ou
nd

, R
ul

e 
of

 th
ird

s,
 la

nd
sc

ap
e/

po
rt

ra
it)

. W
ha

t e
ffe

ct
 

do
es

 th
is 

cr
ea

te
?

Co
nn

ec
tio

ns
 –

 li
nk

s a
nd

 id
ea

s

• 
Ho

w
 d

oe
s t

he
ir 

w
or

k 
co

nn
ec

t t
o 

yo
ur

 p
ro

je
ct

?
• 

Ho
w

 w
ill

 th
is 

w
or

k 
in

sp
ire

 th
e 

de
ve

lo
pm

en
t o

f y
ou

r w
or

k?
 

(A
O

2)
• 

W
ha

t i
s t

he
 p

ur
po

se
 o

r m
ea

ni
ng

 o
f t

he
 w

or
k?

• 
W

ha
t a

re
 y

ou
r n

ex
t s

te
ps

?

30
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Ph
ot

og
ra

ph
er

s t
oo

lk
it

•
Vi

ew
 p

oi
nt

: B
ird

s e
ye

 v
ie

w
, f

ro
m

 b
el

ow
 o

r s
tr

ai
gh

t o
n…

•
Lo

ca
tio

n:
 In

sid
e,

 o
ut

sid
e…

•
Li

gh
tin

g:
 N

at
ur

al
 su

nl
ig

ht
, s

po
tli

gh
t, 

to
rc

h…
•

Pr
op

s:
 O

bj
ec

ts
 th

at
 su

gg
es

t s
om

et
hi

ng
 to

 th
e 

vi
ew

er
•

Ca
m

er
a 

m
od

e:
 A

ut
om

at
ic

, l
an

ds
ca

pe
, c

lo
se

 u
p,

 m
an

ua
l…

Ph
ot

og
ra

ph
y 

sk
ill

s

28
.

Pl
an

ni
ng

 a
 p

ho
to

sh
oo

t u
si

ng
 th

um
bn

ai
l d

ra
w

in
gs

•
Dr

aw
 a

 re
ct

an
gu

la
r b

ox
 e

ith
er

 la
nd

sc
ap

e 
or

 p
or

tr
ai

t
•

Sk
te

ch
 th

e 
ob

je
ct

s l
ig

ht
ly

 in
 p

en
ci

l i
n 

th
e 

co
m

po
sit

io
n 

yo
u 

w
an

t
•

Ad
d 

sh
ad

in
g

•
Ad

d 
no

te
s t

o 
ex

pl
ai

n 
yo

ur
 id

ea
s –

 
vi

ew
po

in
t/

co
m

po
sit

io
n/

lig
ht

in
g 

et
c

31
.

D
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R 
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e-
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x 
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m
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a
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l S

LR
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) i
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a
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ta

l c
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a
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 c
om
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ne

s t
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pt
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s a
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e 
m
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ha
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s o
f a
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gl

e-
le

ns
 re

fle
x 

ca
m

er
a

w
ith

 a
di

gi
ta

l 
im

ag
in

g 
se

ns
or

.
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3D
 D

esign skills

33.
D

eveloping your ideas through experim
ents and different m

aterials 
U

nderstanding the properties of different m
aterials can help you m

ake effective choices in art and 
design w

ork. Try different m
aterials to find out w

hich you enjoy w
orking w

ith, and w
hich produce 

effects you are interested in. Even if som
ething is unsuccessful, you w

ill have show
n that you have 

tried and learned valuable lessons. 

35.
Cardboard Construction
Different types of cardboard:
Corrugated – good for curves
Single layer – good for m

odelling easy to cut
2 ply Easier to cut – quite sturdy
3 ply Hard to cut – very strong
•

Fold – lightly score w
ith a knife and then bend

•
Slot - create tw

o slots on the pieces you w
ant top join and 

m
ove one into the other.

•
Flange -  Cut strips around the shape to bend back to glue on.

•
Bend – score lines dow

n the cardboard to allow
 it to bend.

Adhesives:
•

Hot glue 
•

PVA glue
•

Sticky tape
•

M
asking tape

37.
W

ire sculpting
W

ire can be used to create 
som

e interesting fram
ew

orks 
and shapes. It’s like 3d 
draw

ing! through bending and 
joining.
Health &

 Safety
U

se of pliers- m
ust be counted 

back in.
U

se of goggles to protect eyes.
G

loves m
ust be w

orn.

38.
M

ixed m
edia

U
sing a com

bination of different 
m

edia. This m
ay be as sim

ple as 
com

bining cardboard and w
ire,  clay 

and m
od roc w

ith paint or creating a 
fram

ew
ork that you cover in another 

m
aterial.

34.
Recording your experim

ents through 
annotation
It is im

portant to record your experim
ents w

ith 
m

aterials and techniques. Concentrate on those 
that w

orked w
ell - these can be useful later on 

w
hen presenting and evaluating your w

ork. 
Keep a reference to the unsuccessful 
experim

ents too - these can be useful to look 
back on and reflect on your choices.

36.
 M

od roc
M

od roc bandages are fabric that is covered in plaster of 
paris. The plaster of paris is w

etted and then dries to a 
hard finish. This is great for casting around objects.
H

ealth and safety
G

loves and an apron. U
se vaseline or cling film

. M
ake sure 

you don’t put any thing dow
n the sink.

39.
Clay
Clay or ceram

ics can be used to create a w
ide 

range of sculptures and effects. W
e have a kiln in 

school w
hich fires the clay to a hard finish.

Health and safety
Clay knives m

ust be counted back in.
Clay dust m

ust be kept to a m
inim

um
.
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G
ra
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ic
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om

m
un

ic
at
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n 
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s

41
.

Ty
po

gr
ap

hy
Ty

po
gr

ap
hy

 is
 th

e 
ar

t a
nd

 te
ch

ni
qu

e 
of

 a
rr

an
gi

ng
 ty

pe
 to

 m
ak

e 
w

rit
te

n 
la

ng
ua

ge
 le

gi
bl

e,
 re

ad
ab

le
, a

nd
 a

pp
ea

lin
g 

w
he

n 
di

sp
la

ye
d.

 T
he

 a
rr

an
ge

m
en

t 
of

 ty
pe

 in
vo

lv
es

 se
le

ct
in

g 
ty

pe
fa

ce
s,

 p
oi

nt
 si

ze
s,

 li
ne

 le
ng

th
s,

 li
ne

-s
pa

ci
ng

, 
an

d 
le

tt
er

-s
pa

ci
ng

, a
nd

 a
dj

us
tin

g 
th

e 
sp

ac
e 

be
tw

ee
n 

pa
irs

 o
f l

et
te

rs
. 

A 
se

rif
 is

 a
 d

ec
or

at
iv

e 
st

ro
ke

 th
at

 fi
ni

sh
es

 o
ff 

th
e 

en
d 

of
 a

 le
tt

er
s s

te
m

 
(s

om
et

im
es

 a
lso

 c
al

le
d 

th
e 

“f
ee

t”
 o

f t
he

 le
tt

er
s)

. I
n 

tu
rn

, a
 se

rif
 fo

nt
 is

 a
 fo

nt
 

th
at

 h
as

 se
rif

s,
 w

hi
le

 a
 sa

ns
 se

rif
 is

 a
 fo

nt
 th

at
 d

oe
s n

ot
 (h

en
ce

 th
e 

“s
an

s”
).

40
.
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 D
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n
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e 
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n 
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m
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r o
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 p
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fe
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na

l 
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sc
ip

lin
es

 w
hi

ch
 fo

cu
s o

n 
vi

su
al

 c
om

m
un

ic
at

io
n 

an
d 

pr
es

en
ta

tio
n.

 V
ar

io
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m

et
ho

ds
 a

re
 u

se
d 

to
 c

re
at

e 
an

d 
co

m
bi

ne
 sy

m
bo

ls,
 im

ag
es

 a
nd

/o
r w

or
ds

 to
 

cr
ea

te
 a

 v
isu

al
 re

pr
es

en
ta

tio
n 

of
 id

ea
s a

nd
 m

es
sa

ge
s.

 A
 g

ra
ph

ic
 d

es
ig

ne
r 

m
ay

 u
se

ty
po

gr
ap

hy
,v

isu
al

 a
rt

sa
nd

pa
ge

 la
yo

ut
te

ch
ni

qu
es

 to
 p

ro
du

ce
 th

e 
fin

al
 re

su
lt.

 C
om

m
on

 u
se

s o
f g

ra
ph

ic
 d

es
ig

n 
in

cl
ud

e 
m

ag
az

in
es

, 
ad

ve
rt

ise
m

en
ts

, p
ro

du
ct

 p
ac

ka
gi

ng
 a

nd
 w

eb
 d

es
ig

n.
 F

or
 e

xa
m

pl
e,

 a
 p

ro
du

ct
 

pa
ck

ag
e 

m
ig

ht
 in

cl
ud

e 
a 

lo
go

 o
r o

th
er

 a
rt

w
or

k,
 o

rg
an

ize
d 

te
xt

 a
nd

 p
ur

e 
de

sig
n 

el
em

en
ts

 su
ch

 a
s s

ha
pe

s a
nd

 c
ol

or
 w

hi
ch

 u
ni

fy
 th

e 
pi

ec
e.
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.

M
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ni
ng

 o
f c
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r
Co

lo
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 th
eo

ry
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 a
 te
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 u

se
d 

to
 d

es
cr

ib
e 
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e 

co
lle
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io

n 
of

 ru
le

s a
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 g
ui

de
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 re
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in
g 
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e 

us
e 
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 c
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 in
 

ar
t a

nd
 d

es
ig

n.
 C

ol
ou

r t
he
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y 
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he
 d

es
ig

n 
of

 c
ol

or
 sc

he
m

es
, a

im
in

g 
at

 a
es
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et

ic
 a

pp
ea

l a
nd
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e 

ef
fe
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iv

e 
co

m
m

un
ic
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n 
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 a
 d

es
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n 
m
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ge
 o

n 
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th
 th

e 
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l a
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e 
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ho
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l l
ev
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.

Ke
y 
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Ha
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: b
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ed
 o

n 
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e 
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s l
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at

ed
 n

ex
t t
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 o
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w
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m
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em
en
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or
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irs
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f c

ol
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he
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 c

an
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l e
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ot
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., 
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 c
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Sketchbook skills

43.
Presenting w

ork
You don’t get loads of m

arks for presentation so you 
don’t w

ant to spend too long on it and you w
ant to keep 

it fairly sim
ple. It is m

eant to enhance your w
ork and 

show
 it off, not distract from

 it. To the side are som
e 

exam
ples of students w

ho have successfully linked their 
presentation w

ith the artist they are looking at.

’In-keeping’ presentation
’In-Keeping’ m

eans that the choices you m
ake on how

 to 
present your w

ork need to reflect w
hat you trying to 

present. For exam
ple if you are doing a page on an artist 

w
ho uses collage, then your background and title could  

be m
ade from

 collage. Another exam
ple w

ould be that 
you are presenting a design idea for your final piece and 
this design idea uses light blues in w

atercolour, 
therefore you use that colour and m

edia for your 
background and title.

Titles
Think about the font and the m

edia you use for your 
titles, 

Backgrounds
In keeping colour schem

e and m
aterials. Do not just 

paint your page one colour in acrylic paint. Look 
carefully at the w

ork you are presenting for inspiration.

44.
Annotating your sketchbook pages
Annotations are w

ritten explanations or critical com
m

ents added 
to art or design w

ork that record and com
m

unicate your thoughts.
Annotations can be used for your ow

n reference.

They can also be used to com
m

unicate inform
ation to the 

exam
iner that w

ill help explain your thoughts and decision-m
aking 

processes.

There are several reasons annotation m
ay be used, for exam

ple to:
•analyse the w

ork of an inspirational artist or designer
•analyse the success of a technique, idea orcom

position
•record a

technique or explain an idea
•explain how

 a particular artiststyle
or technique has influenced 

your w
ork

W
hat to include in annotation

Carefully placed annotation can com
plem

ent your visual w
ork as 

w
ell as explaining it

To annotate your w
ork successfully, you should explain:

•w
hat you have done and w

hy you did it
•how

 you did it, such as the
m

edia
and techniques used

•w
hy you chose a particular m

edium
 or technique

•how
 an artw

ork or design fits in w
ith your project

•w
hat aspects you like

•how
 you could im

prove the w
ork

•w
hat you think you w

ill do next


