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As well as the 2D and 3D techniques you learned in Unit 1: Visual language (Foundation),

you will need to know how to use the right techniques for the media and materials you work

with in this unit. For 2D work these may include designing and printing techniques. For 3D

work these may include assembling, moulding and shaping.

When using techniques you will need to know what order to use them in to get the best

results. For example, you should:

•  saw wood before you use sandpaper to get a smooth finish

•  leave clay to harden so that it is like leather before you carry out any finishing techniques

•  iron fabric before you mark out your pattern and cut out your shapes.
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You will need to learn how to use the right tools and equipment for the media, materials and

techniques you are using. For example:

•  for clay modelling, you could use hand tools, banding wheels, potter’s wheels and kilns

•  for design, you could use rulers and technical drawing instruments

•  for painting and drawing, you could use brushes, pencils, erasers and pastels

•  for paper and card, you could use cutting equipment, such as scissors, blades or a

guillotine, and glues

•  for printing, you could use rollers, palettes and cutting tools

•  for textiles, you could use fabrics, dyes and sewing machines.
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Working in studios and workshops can be dangerous. You will need to be aware of the

hazards linked to the media, materials, tools and equipment you use. You should know how

to reduce risks to yourself and others by thinking and working safely with tools, equipment

and technology. Below are examples of some of the materials you might use and the risks

you would need to think about.

•  clay – dust, knives, cutters, kiln

•  electronic media – overuse of computer screen, lights on photocopier

•  modelling – sharp metal, rusty objects, broken glass

•  printing – solvents and glues

•  textiles – dyes, pins, scissors, sewing machine

•  wet materials – spillage, mess.
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You will need to talk to other people about your work. You will need to use the correct

words for the media, materials, tools, equipment and techniques you are using when:

•  drawing sketches and keeping notes in your sketchbook

•  describing and commenting on your 2D images and 3D samples (with peers, tutors or

visitors, for example)

•  looking back at your work and explaining what went well and what went badly.
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You need to produce a portfolio of work, which includes:

• a selection of studies in a range of 2D media, and a selection of samples showing the use of both resistant and non-resistant 3D materials. These could be in any suitable form, such as a

sketchbook, design sheets, models, a file or a box of test pieces

• developmental work chosen to show the use of at least two 2D techniques and two 3D techniques.

Key Skills

As you work on this unit, you may be able to produce evidence for:

• Application of Number

• Communication

• Information Technology

• Improving Own Learning and Performance

• Problem Solving.

Pass

To achieve a pass your work must show:

Merit

To achieve a merit your work must show:

Distinction

To achieve a distinction your work must show:

• your ability to work safely to produce a variety of

competent 2D studies and 3D samples

• use of given 2D and 3D techniques in a suitable working

order

• use of media and materials in different ways to show you

are familiar with their qualities

• understanding of the correct use of the tools and

equipment

• recognition of hazards and risks associated with the

materials, techniques and tools you use.

• your ability to plan exploratory work mainly

independently

• exploration of combinations of media and materials that

you have chosen yourself

• use of a variety of 2D and 3D techniques creatively

• use of tools and equipment with skill and control.

• creative work in more than two art, craft and design

contexts

• an explanation of why you selected media and materials

• an explanation of what went well and what went badly in

your work.



UNIT 2: MATERIALS & TECHNIQUES (FOUNDATION)

28 G006881 – Foundation GNVQ Art & Design – Issue 1 – May 2000

bppbkqf^i=fkcloj^qflk=clo=qb^`ebop

This unit is a general introduction to developing skills in working with 2D media and 3D

materials. It can be jointly delivered with Unit 2: Materials, techniques & technology

(Intermediate). The key differences between the levels are outlined below.

At Foundation level students are expected to:

•  study two media and two materials in each category

•  use given exploratory techniques

•  reflect on their work through discussion

•  produce practical work that shows introductory competence.

At Intermediate level students are expected to:

•  study a range of media and materials across categories

•  investigate media, materials and techniques using different approaches, methods and

recording methods

•  reflect on their work through analysis and explanation

•  produce practical work that shows basic skills.
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The learning programme should be planned to help students develop knowledge and

understanding of working with a variety of media and materials, and their associated

techniques and processes. Students should also begin to develop an awareness of the contexts

of art, craft and design.

The unit covers a wide range of media, materials and techniques. Time should be set aside

for students to practise using and working with media and materials. This work should be

carried out without the restrictions of a brief or pressure to produce ‘final’ work.

The techniques and processes selected will depend on what equipment and materials are

available in each centre, but it is hoped that students will familiarise themselves with as

broad a range as possible.

Students should be taught how to use the following techniques for making images:

•  drawing – plans, sketches, diagrams, from observation and from ideas

•  painting – transparent and thick, textured and non-textured

•  printing – lino, mono, potato, stencil, silk screen and computer image

•  designing – plan, layout, developing ideas and lettering

•  collage – collect, assemble, order and fix.

When developing making techniques students need to know:

•  the best ways to use different types of paints and mix colours

•  the best brushes to use for different effects and purposes

•  how to stop pastel drawings from smudging

•  the best ways to build with clay

•  how clay is fired

•  how decoration can be applied to clay

•  how to dye fabrics

•  how to embroider by hand

•  the best ways to sew seams and finish edges of fabrics

•  the appropriate health and safety procedures.
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They will also need to understand the conventions applied within the different disciplines of

art, craft and design. For example, rulers are often used for measuring in design work, but in

art work it is more appropriate to measure by holding a pencil at arm’s length or by using a

thumb to estimate.

It is likely that students will develop strengths in, and preferences for, certain media,

materials and techniques when carrying out work in this unit. Students may wish to continue

and develop work or ideas that emerge in this unit to create a completed piece when they are

learning how to work on a project for Unit 4: Carrying out a project (Foundation). However,

this unit is not a shortcut to Unit 4.

The merit criteria require students to use combinations of media and materials, and any

projects they are given should allow them to choose their own combinations to achieve

individual and personal creative goals.

All students need to talk about what they are doing and how their work is progressing.

Regular feedback may be given to students through day-to-day discussion using the

assessment criteria as a starting point.
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This unit is assessed through the evidence in students’ portfolios. There are two strands of

assessment for this unit:

•  evidence of familiarity and competency with media, materials, tools, equipment and

technology

•  evidence of developmental work in different contexts.

Brief notes added to records of skills development and developmental work can provide

evidence of students’ planning decisions, aesthetic judgement and critical ability. In general,

students should annotate their work as it develops, rather than retrospectively.

Students’ work should show genuine development, not just the carrying out of a given

technique. Alongside their developmental work, students must show understanding of the

health and safety procedures associated with the techniques used.

When grading student evidence you should consider the following general qualities that

distinguish between the three grades:

•  increasing depth and breadth of understanding

•  increasing coherence, comparison and drawing valid conclusions

•  increasing independence and originality.

Pass

Students’ evidence will demonstrate patchy skills and their investigations will not usually

bring together skills with ideas. They will be able to create some personal response.

Evidence should include a range of studies and samples that have been chosen to show how

skills developed and awareness of safe working practices. It is important that work is

organised so that assessors can understand what the student was trying to achieve. This

should not merely be atomistic coverage.

Evidence should show that students are attempting to understand the properties of media and

materials. Annotation would support this. Brief annotations on worksheets/sketchbooks will

provide evidence of this understanding.
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Merit

Students will carry out some independent working showing how media/materials and

techniques can be used to explore ideas. They will be able to make some comment on where

work could be improved.

Evidence will show more independent exploration, creative use of techniques and skilled use

of tools and equipment.

Distinction

Students’ work shows sympathetic use of a wide range of media/materials. Students’

technique supports their creative work and ideas.

Evidence should show a more extensive range of explorations in different contexts and the

ability of students to reflect on the effectiveness of their decision taking and creative work.

Annotations on worksheets/sketchbooks will show evidence of this understanding.

oÉëçìêÅÉë

Students will need access to a range of media, materials and associated tools and equipment

together with adequate work and storage space. The resources suggested below will provide

a suitable range.

2D media:

•  dry – chalk and charcoal, oil and chalk pastels, pencils, wax and pencil crayons

•  wet – inks (Indian, coloured, water-based, printing) and paints (poster, acrylic, powder,

gouache)

•  technological – computer, camera and photocopier.

Resistant materials:

•  card

•  metal – wire and thin sheet metal

•  wood – softwood and manufactured boards.

Non-resistant materials:

•  clay

•  textiles

•  papier-mâché

•  folded paper.

Tools and equipment:

•  clay modelling – hand tools, banding wheels, potter’s wheel and kiln

•  design – rulers and technical drawing instruments

•  painting and drawing – brushes, pencils, erasers and pastels

•  paper and card – scissors, blades, guillotine and glues

•  printing – rollers, palettes and cutting tools

•  textiles – fabrics, dyes and sewing machines.
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This guidance highlights the most relevant Key Skills opportunities in this unit. It contains

suggestions only. You will need to check that students have produced all the evidence

required to meet part A and part B of the Key Skills specifications. Students may need to

develop additional evidence elsewhere to meet fully the requirements of the Key Skills

specifications.

Guidance is referenced in two ways:

K – keys to attainment

These are Key Skills or aspects of Key Skills which students should achieve as they meet the

vocational requirements of the units. Only part B of the Key Skill is highlighted – you will

need to check that students achieve part A.

S – signposting

These are opportunities that can be incorporated naturally into the learning programme.

APPLICATION OF NUMBER, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  measuring lengths,

time

•  calculating mixes,

proportions

N1.1 Interpret straightforward information from two

different sources. At least one source should

be a diagram, chart, table or line graph.

S

COMMUNICATION, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  working to produce

a variety of 2D

studies and 3D

samples

•  showing

understanding of

the correct use of

tools and

equipment and

recognising

associated hazards

C1.1 Take part in a one-to-one discussion and a

group discussion about different,

straightforward subjects.

K

INFORMATION TECHNOLOGY, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  using information

technology to

research media and

materials

IT1.2 Present information for two different purposes.

Your work must include at least one example

of text, one example of images and one

example of numbers.

S



UNIT 2: MATERIALS & TECHNIQUES (FOUNDATION)

32 G006881 – Foundation GNVQ Art & Design – Issue 1 – May 2000

IMPROVING OWN LEARNING AND PERFORMANCE, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following

Key Skills evidence:

•  discussing

requirements for

assignments, targets,

plans for exploring

different media and

materials

•  discussing their own

and others work in a

group and evaluating

what has gone well or

badly in the work

LP1.1 Check your understanding of targets and

how these will be met, with the person

setting them.

LP1.3 Review your achievements and progress in

meeting targets, with help from an

appropriate person.

S

S

PROBLEM SOLVING, LEVEL 1 Key skills

Reference

When students are: They should be able to develop the following

Key Skills evidence:

•  identifying and

describing a technical

problem in using

media materials or

techniques, ie how to

combine materials,

media to desired effect

•  identifying solutions to

the problem through

learning the qualities

of the different media

PS1.1 Describe and confirm your understanding

of two given problems.

PS1.2 Identify, with help, at least two options

which could be used to solve each of two

given problems.

PS1.3 Follow given methods to check whether the

problem has been solved and describe the

results, including ways to improve your

approach.

S

S

S


