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Introduction

This document is a scheme of work created by Cambridge Assessment International Education for Cambridge Primary Art & Design Stage 2.

It contains:

· suggested units showing how the learning objectives in the curriculum framework can be grouped and ordered

· at least one suggested teaching activity for each learning objective

· a list of subject-specific language that will be useful for your learners

· sample lesson plans.

You do not need to use the ideas in this scheme of work to teach Cambridge Primary Art & Design Stage 2. It is designed to indicate the types of activities you might use, and the intended depth and breadth of each learning objective. These activities may not fill all of the teaching time for this stage. You may choose to use other activities with a similar level of difficulty.

The accompanying teacher guide for Cambridge Primary Art & Design will support you to plan and deliver lessons using effective teaching and learning approaches. You can use this scheme of work as a starting point for your planning, adapting it to suit the requirements of your school and needs of your learners.

Long-term plan

This long-term plan shows the units in this scheme of work and a suggestion of how long to spend teaching each one. The suggested teaching time is based on 30 hours of teaching for Art & Design Stage 2. You can adapt the time, units and order of the units based on the requirements of your school and the needs of your learners.

	Unit
	Suggested teaching time

	Unit 2.1 Stories  
	10 hours

	Unit 2.2 Sounds
	10 hours

	Unit 2.3 Places
	10 hours

	Total
	30 hours


Sample lesson plans

You will find two sample lesson plans at the end of this scheme of work. They are designed to illustrate how the suggested activities in this document can be turned into lessons. They are written in more detail than you would use for your own lesson plans. The Cambridge Primary Art & Design Teacher Guide has information on creating lesson plans.

Other support for teaching Cambridge Primary Art & Design Stage 2

Cambridge Primary centres receive access to a range of resources when they register. The Cambridge Primary support site at https://primary.cambridgeinternational.org is a password-protected website that is the source of the majority of Cambridge-produced resources for the programme. Ask the Cambridge Coordinator or Exams Officer in your school if you do not already have a login for this support site.

Included on this support site are:

· the Cambridge Primary Art & Design Curriculum Framework, which contains the learning objectives that provide a structure for your teaching and learning 

· the Cambridge Primary Art & Design Teacher Guide, which will help you to implement Cambridge Primary Art & Design in your school

· templates for planning

· worksheets for short teacher training activities that link to the teacher guide

· assessment guidance (to support classroom assessment) 

· links to online communities of Cambridge Primary teachers.

Resources for the activities in this scheme of work

We have assumed that you will have access to these resources:

· paper, pens and pencils 

· visual journals (sketchbooks)

· a range of paints, brushes and palettes

· a range of paper or other available surfaces 

· card, or similar, for mounting work for display

· erasers

· scissors

· glue

· modelling clay

· fabric, newspapers and magazines or other recycled materials to create 3D, craft or experimental work.

Other suggested resources for individual units are described in the rest of this document. You can swap these for other resources that are available in your school.

Websites

There are many excellent online resources suitable for teaching Cambridge Primary Art & Design. Since these are updated frequently, and many are only available in some countries, we recommend that you and your colleagues identify and share resources that you have found to be effective for your learners.

Approaches to teaching Cambridge Primary Art & Design Stage 2

The Cambridge Primary Art & Design curriculum supports an open and flexible approach to teaching and learning. In Art & Design, learners should have repeated freedom, choice and opportunity to use and experiment with media, materials and techniques. The fundamental stages of the artistic process can and should take place in any order, and learners should not think of them as a linear path to follow. 

Experience is a fundamental aspect of the artist process. In Art & Design, learners should always be encouraged to focus on their ongoing experience of tools, equipment, media, materials and processes and encouraged to ask themselves questions about their use of resources in order that they can make informed choices about their future work. 

You should not feel constrained by the content of the unit. Instead, you are encouraged to use the suggested activities as a starting point and to explore and make the best use of available media, materials and resources.

Visual journals 

Visual journals, or sketchbooks, are a central part of the artistic journey. Learners should use the visual journal to experiment and record thoughts, ideas and reflections as they develop. The visual journal can be in the form of a book, file or folder. 

Warm-up activities

Quick warm-up activities are recommended at the start of the lesson to loosen up the hands and to encourage creative flow. See the Cambridge Primary Art & Design Teacher Guide for examples of warm-up activities. 

Unit 2.1 Stories

	Unit 2.1 Stories

	Outline of unit:

	Art communicates ideas and emotions, but it can also tell stories. Narrative art depicts stories from religion, myth and legend, history and literature. From prehistoric cave paintings to the digital media of today, images have been used to tell us about events that have happened and the people who are part of these events. In this unit, learners will explore a range of media used in different periods and in different countries and cultures to tell stories. They will be introduced to narrative structure in written stories and develop understanding of how, in art, the composition also creates narrative. 
Learners will gain an understanding of how paintings, sculpture and photography in newspapers and magazines record events and tell a story. They will experiment with graphic design and have the opportunity to use a software package to create a poster which marks an event in their own lives or the life of their school. 
Learners will also explore the artwork of ancient and modern cultures which tells a story through a series of images. They will develop an understanding of the work of storyboard artists in the film industry and create a storyboard, using either photography or drawing, to create a narrative of their own lives. They will have an opportunity to turn their storyboard into a short film.
At the end of this unit, learners will work as authors and illustrators to create characters for a book for young children. They will collaboratively write a short story and select from a range of media to design the illustrations for the front cover of their book and for the story within it. 
Learners are encouraged to think and work artistically by displaying growing independence in generating ideas for their poster, storyboard and children's book and in reviewing and refining their work. There are opportunities for learners to develop their drawing skills and to use digital media. In making their artwork they will be supported in making appropriate decisions with content and medium. Learners will be encouraged to celebrate their work and that of other learners by giving and receiving feedback from their peers. 



	Knowledge, understanding and skills progression:

	This unit encourages learners to practise their drawing skills and to move from drawing from observation to drawing from memory and using their imaginations. Learners will be challenged by the need to plan and structure their work in group projects. They will develop confidence in telling their own stories in a creative way.

Learners will also gain knowledge of the role of artists in the world of media, where they might work as photographers, graphic designers, illustrators and storyboard artists, particularly in the worlds of film and publishing. 

Learners have the opportunity to build on art and design skills they might have already developed in earlier stages:

· drawing lines, shapes and objects

· using pencils, marker pens and paint to create a range of colours

· creating texture through shading and layering

· being able to contribute to a discussion.



	Suggested resources:

	These resources are suggested for the example activities described in this unit. You and your learners may choose to use different media depending on preference, confidence and availability:

· paper

· magazines and newspaper to cut up

· pencils or charcoal

· crayons

· felt-tip pens 

· paints/paint-mixing trays/paint brushes

· erasers

· rulers

· string

· digital cameras/tripods

· access to digital devices and picture drawing and editing software

· scissors

· glue 

· learners’ visual journals.



	Language:

	· Vocabulary related to genre (storytelling, photography, graphic design, poster, storyboarding)

· Vocabulary related to graphic design (composition, illustration, layout, frames, templates, fonts, copy)

· Vocabulary relating to photography and storyboarding (close-ups, establishing shots)

· Vocabulary related to process (problem solving, generating ideas, planning, experimenting, editing)



	Learning objectives
	Suggested teaching activities 
	Comments

	Experiencing
E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.

E.02 Explore media, materials, tools, technologies and processes.
Making
M.01 Learn to use a range of media, materials, tools, technologies and processes with increasing skill, independence and confidence. 
Reflecting

R.02 Analyse, critique and connect own and others’ work as part of the artistic process.
Thinking and Working Artistically
TWA.01 Embrace challenges and opportunities, working with growing independence.

TWA.03 Review and refine own work.

	Experiencing: stories in the news
As a warm-up activity, give small groups of learners copies of local and national newspapers and magazines. Learners find two or three photographs showing events that have happened recently. They do not need to read the text (known as the ‘copy’) which accompanies the photographs to make their selections. 

Learners present their photographs to the whole group. They discuss:

· why the photograph caught their eye

· the story that the photograph tells

· whether they needed to read the news story or article to know what the picture was about. 

Learners stick their found images onto a large sheet of paper to make a simple display for the wall.

Experiencing: storytelling in artwork from the past
Display contrasting images from a range of media from different periods that portray events or lifestyles from a range of places and historical periods. Tell learners the title of each work as it is shown and explain which country it is linked to. Learners discuss what they see and how accurately it tells a story.
Images might include:

· Gwion Gwion (also called Bradshaw, Giro Giro), Aboriginal rock art human figures (18000–8000 BC)

· Sumerian arts, Standard of Ur, commemorative mosaic (2550 BC)

· Chinese Qin dynasty, Terracotta Warriors (221–206 BC)

· Japanese Yamato-e painting (794–1185)

· Medieval tapestry, The Offering of the Heart (1400–1410)

· Pieter Bruegel the Elder, Children's Games (1560)

· Michel Colombe, marble altarpiece, Saint George and the Dragon (1508–1509)

· Jacques-Louis David, The Coronation of Napoleon (1807)

· John Trumbull, The Declaration of Independence (1817)

· Christian Krohg, Leiv Eirikson discovering America (1893)

· Los Angeles Daily News, Amelia Earhart and her plane (1928)

· Diego Rivera, La Piñata (1953)

· NASA, Moon landing photographs (1969)

· Martin Parr, New Brighton, Merseyside (1985)

· Les Johnson, Miners Rescue (2013)

· Commemorative mugs and plates for events such as the Olympics.
Learners might also explore:
· posters of local sporting events

· billboards of holiday destinations.

Thinking and working artistically and making: designing a poster 
Show photographs or line drawings to explain the difference between close-ups shots (for example, a hand holding money) and establishing (long) shots (a person standing in a shop). Learners practise drawing different views of a figure or object from memory. 

Learners work in pairs to design a coloured poster advertising a local or school event which captures the mood of the event and the people taking part in it within its main image. They should begin by drawing two rough sketches of what might be in the poster, showing different layouts or pictures before making their poster using digital software. 

The event might be a football game, a school drama performance, a cake sale, etc.
Ask learners to:
· create one main graphic image using either photography, by drawing with felt-tip pens or by painting

· write a small amount of accompanying text (the copy)

· arrange pictures and text (composition)

· experiment with manipulating the size of texts and pictures and experiment with colour.  

Some learners may already have taken photographs either in school or at home, but you should give some basic guidelines on how to take photographs in relation to:
· lighting 

· positioning of the main subject

· the use of establishing shots (the whole view), medium shots (most of a subject) and close-ups (only part of the subject is seen)

· missing out unwanted or distracting objects in the background

· checking the photographs you take and taking new photographs if necessary.

Learners might download and manipulate photographs from previous school events, or they might take new photographs, possibly using other learners as models. 

Thinking and working artistically and making: alternative activities for designing a poster or web page

· Learners paint their poster. They might consider drawing an outline of their design first in felt-tip pens and then filling it in with their selected paint colours. They should aim to keep the design simple, e.g. for a football game, draw a cartoon type figure of a footballer and the ball. 

· A roll of paper is used to create a timeline of historical events in the learners' local area. Learners draw or paint objects associated with the events and attach their paintings to the timeline. 

· Learners write a story for a school magazine or website and take photographs to accompany their text.

Reflecting
Learners create a display of their work on the wall. They discuss their work comparing:

· the effectiveness of the main picture in 'telling the story' of the event

· the arrangement of other elements such as colour and text in attracting the eye

· what the poster tells the viewer of what people wear in the current century and what hobbies are followed.


	'Every picture tells a story' but some can be described as open narratives and others as closed narratives. In a closed narrative the purpose, meaning and outcome are clear, as in an advertisement or an animated film for children. In open narratives, such as a non-realist or abstract painting, the meaning can be interpreted in many ways. In this unit learners explore and create closed narratives: posters, storyboards and stories. 

This activity is about looking at how events have been portrayed in artwork over the centuries. 

It encourages learners to think more deeply about what they see. It promotes discussion on whether all images tell a true story. This can lead to a conversation about whether they can believe all the images they see on the internet. 

Questions to prompt discussion:

· What do the images show? Is it an event or an everyday activity?

· If the artists were creating these images today, what do you think would be different?

· Do the pictures show real events or myths, e.g. George and the dragon? Do you think people believed they were real at the time? Why do you say that?

· What difference does it make if a painting is made a long time after an event?

· Why do you think most of the history paintings show men? 

· Do some images need words to explain what is shown?

· Are all photos on the internet real? Do you understand how a computer can be used to change an image?
Posters, web pages and other advertisements also 'tell a story' about how we live our lives and events that happen in our communities. This is an opportunity to explain to learners in simple terms the role of a graphic designer. 
In this activity and the next activity, learners will be able to move from drawing simple objects from observation to drawing objects from memory. The activities also help learners to understand about composition – the placement of objects or shapes and colour within a painting or design. 

Working in pairs encourages learners to share and evaluate a range of ideas before starting to create their final artwork.

The planning task encourages learners to practise their drawing skills, using straight and fluid lines to represent objects, adding shading to create texture.

This is an opportunity, if resources are available, for learners to use a software package (which can be open source) and a template to:

· import photographs or download other images

· select from a variety of fonts to use in texts

· arrange the poster content

· experiment with layout

· manipulate colour

· print the poster. 

You might research online tutorials on how to shoot effective photographs and share these with the learners. There are also online tutorials on how to use a software package to edit images and text. 



	Experiencing
E.02 Explore media, materials, tools, technologies and processes.

E.03 Gather and record experiences and visual information.
Making
M.02 Select appropriate media, materials, tools, technologies and processes for a purpose.

Reflecting
R.02 Analyse, critique and connect own and others’ work as part of the artistic process.
Thinking and Working Artistically

TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.
TWA. 02 Embrace challenges and opportunities, working with growing independence.

	Experiencing: narrative
As a warm-up activity, place learners into pairs and provide each pair with an envelope, with the frames of the same short storyboard cut up inside. Ask the learners to arrange the frames in the correct order.
Learners compare their solution to that of learners near to them. 

Show learners images that are like cartoon strips in that they use a series of images to tell a linear story.

Images might include selections from:
· The Egyptian Book of the Dead (1280 BC)
· The Bayeux Tapestry (1070s)

· Walt Disney, Three Little Pigs (1933) (thought to be the first film storyboard)

· David Lowery, storyboard artist, Jurassic World (2015)

· Joe Johnstone, storyboard artist, Star Wars (1977–1983)

· Mark Kennedy, storyboard artist, Tangled (2012)

· Charles M Schultz, Peanuts comic strip (1950–2000).

Experiencing and making: our storyboard of everyday life
Learners practise making rough sketches of parts of the body, for example the head or hands and also rough sketches of a whole person in a setting such as a classroom, shop or playing field. The sketches do need not be detailed. 

Learners work in small groups to create a storyboard of between four and six frames showing a simple series of actions, such as:
· getting up in the morning (washing hands, getting dressed, cleaning teeth, brushing hair)

· buying a bar of chocolate (picking up a bar, putting it on the counter, counting out money, putting it in a bag, leaving the shop)

· making a snack (slicing bread, adding butter, adding a filling, putting the snack on a plate, eating the snack)

· planting a flower (filling a flowerpot with soil, making a hole, putting the plant in the pot, watering the plant)

· washing a car (putting water in a bucket, adding soap, washing the car, rinsing the car, polishing the car).

Give each group a different activity but do not explain the steps that make up the activity.

Learners will:

· make a list of the steps

· arrange the steps in a logical order

· decide whether each step should be a close-up, medium view or scenic view

· decide whether they will add colour to the storyboard.

Learners can create the figures in the template by:
· drawing the general shape of the person or any object using general shapes (circles, ovals, rectangles) with limbs added on

· drawing stick people with faces and details of clothing

· cutting pictures of people and objects out of magazines or product catalogues

· using a digital drawing package or graphics tablet to create simple figures.

If they are drawing their figures, learners can select charcoal, pencils or felt-tip pens.
Each learner within a group creates one or two frames of the storyboard. Each frame should be A4 size. 
Reflecting
Learners share their work with other members of the group. They decide how they might improve their work. For example, they might consider:
· simplifying the drawings or adding more detail

· including more close-ups rather establishing views

· adding more colour or detail

· adding extra frames to tell the story.

When they have finished their work, they arrange the frames in the correct order on a large sheet of paper and display it on the wall. Other learners look at their storyboard and say what they think it is showing. 
Learners add a simple script to their storyboards They work in larger groups to act out the scenes in the frames and the performance is filmed either by you or by other learners using a single camera set-up. 
Learners show their films to other learners and teachers to gain feedback on their storytelling. 

Experiencing and making: extension activities relating to storyboarding
· Learners use photography to recreate the individual frames in their storyboard. They show these photographs in an electronic presentation.

· Learners create a storyboard based on a school drama.

· Working in groups of three, learners paint a triptych showing three scenes from everyday life.
	Storyboard templates can be downloaded for free from the internet. These should include at least three rectangular boxes (the frames) and lines underneath to write comments or speech. 

Storyboards are useful for introducing learners to simple narrative (beginning–middle–end) and also to the film and television commercial making process.

Questions to prompt discussion:

· What story is being shown? Is it the whole story or just part of the story?

· In the film storyboards, are the images drawn in detail? Are they a bit messy?

· Do storyboards need to use colour? 

· Are the images serious or funny?

· Why do you think film and television teams need storyboards?

· Does the story start at the beginning?

· Are the drawings realistic or semi-realistic? What makes you think that?

This task enables learners to practise problem solving skills and organisational skills. It requires them to think logically and organise steps into a meaningful sequence.

It is important that reflection is not just a ten-minute discussion at the end of the lesson. 

Reflection and reviewing should take place throughout the creative process and peer assessment can support and motivate learners to experiment and extend their work. 

After reflection, learners should have time to revisit their work and refine it. 

A triptych is an artwork that is presented in three panels. The panels are either attached together or displayed next to each other.

	Experiencing
E.02 Explore media, materials, tools, technologies and processes.

E.03 Gather and record experiences and visual information.
Making
M.01 Learn to use a range of media, materials, tools, technologies and processes with increasing skill, independence and confidence. 

M.02 Select appropriate media, materials, tools, technologies and processes for a purpose.
Reflecting
R.01 Celebrate artistic experiences and learning.

R.02 Analyse, critique and connect own and others’ work as part of the artistic process.
Thinking and Working Artistically
TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.
TWA.02 Embrace challenges and opportunities, working with growing independence.

TWA.03 Review and refine own work.

	Thinking and working artistically: storytelling
As a warm-up activity, learners work in groups of four on a large sheet of paper. Each learner is numbered 1 to 4 and responds to the following instructions:

· Learner 1 – make a quick line drawing of an animal you like in the top left-hand corner of the paper

· Learner 2 – make a drawing of a much smaller animal in the top-right hand corner

· Learner 3 – make a larger drawing of an animal you dislike or fear in the centre of paper

· Learner 4 – draw the outline of either sea waves, mountains, forest or the night sky with planets or stars where there is a space on the paper. 

Tell learners that the animals they draw will be the main characters in a short story that they are going to write for very young children:
· Learner 1’s animal will be the hero or heroine.

· Learner 2’s animal will be a friend of the first.

· Learner 3’s animal will be the villain.

· The main part of the story will take place near or in the sea, mountains or forest, depending on what was drawn by Learner 4.

Explain that the story will have a short beginning, a longer middle and a short ending. Learners should write a few simple sentences for each section which two- to three-year-old children can understand. 

In the beginning section learners might:

· give the names of the two main characters

· use adjectives to describe their characters (for example friendly, brave)

· describe where their characters live.

In the main section learners might:

· name and describe the villain (for example bad-tempered, cruel)

· identify what they do that is bad to the hero or heroine (for example bully, steal)

· describe how the friend helps the hero or heroine to defeat the villain.

In the ending, learners might:

· describe how the characters feel.

Learners collaborate in their groups to write a very short story which they then read to the other groups.

Experiencing: illustrated short stories for young children

Show learners examples of illustrated short stories for young children. They discuss the stories and the illustrations.

Examples of books for young children (which have been translated into multiple languages) might include:

· Antoine de Saint-Exupéry, author and illustrator, The Little Prince (1943)

· Maurice Sendak, author and illustrator, Where the Wild Things Are (1963)

· Judith Kerr, author and illustrator, The Tiger Who Came to Tea (1968)

· Eric Carle, author and illustrator, The Very Busy Spider (1984)

· Julia Donaldson, illustrated by Axel Scheffler, The Gruffalo (1999).

Making and thinking and working artistically: storytelling
Learners revisit their drawn characters for their group story and refine them. They might experiment by:

· using a medium which is new to them such as pen (pen brush) and ink, coloured chalk, pastels

· cutting out a template to use as a basis for the animal shape

· combining media such as painting and collage for the body of a character (a technique used by Eric Carle in The Very Hungry Caterpillar (1969))

· adding fabric to the animal bodies so that young readers have a sensory experience

· turning the animals into fantasy creatures or monsters.

Learners decide:

· how many pages they need for their 'book'. The book will consist of a series of A4 pages, glued together back to back to create the leaves

· a title and front cover design 

· how text and illustrations will be combined on the page 

· which media they will use to create their illustrations.

Learners gather their resources and create the cover and individual pages of their books. The pages are then glued to form leaves and are attached together using a stapler or plastic binder. 

Making and thinking and working artistically: alternative activities for storytelling
· Learners upload photographs of their artwork onto a computer. They use a software package to paste images into a template and to create the text. 

· Learners turn their characters into clay or plasticine models. They use simple stop motion animation to animate the story. The characters are photographed in positions that match the story. The photographs are turned into an electronic presentation and learners take turns to read the story as the slides are projected.

· Learners work individually to illustrate a short story they have written in a language class.

· Learners write and illustrate a story about their life, for example about a visit to a city, going on holiday or caring for a pet.

Reflecting
Learners pass their book to other groups to read.

Each group gives written feedback by writing on sticky notes:

· two things they liked about the book

· one way in which the book might be improved.

At the end of the activity, learners place their feedback by the books.

Learners write the feedback relating to their book in their visual journals. They make a note on what new skills they have learned and what skill they need to improve. 


	In this activity learners will have the opportunity to become authors and illustrators. Some learners will be daunted at the idea of writing a story, especially if they lack confidence in either generating ideas or writing words. The warm-up activity overcomes such worries and allows all learners to contribute to the storytelling.

The warm-up activity reverses the perceived notion that authors first write a story and then illustrate it. In this task, learners quickly sketch the main characters and location and then create a simple story around these. 

It is preferable that learners are not told before this icebreaker that they will be writing and illustrating stories later, so that there is an element of surprise in what they are doing. 

Learners should be told it does not matter if the drawing of the animals is very rough, as long as the general shape is recognisable. 

This is an opportunity to talk with learners about problems that they might be encountering and how they can be overcome. 
If learners can visit a library, they will have an opportunity to explore a range of books for young children

Questions to prompt discussion include:
· Why is the story interesting for young children?

· Why are the illustrations appealing?

· Are the illustrations simple or complex?

· Are the illustrations drawings, paintings or photographs?

· How do they use colour?

· Do the books include any texture for young readers to feel? 

· Which ideas might you use when illustrating your story?

· Is the story you have written as simple as these stories?

· What is more important, the illustrations or the words?

You might research online tutorials on how to draw animals, fantasy creatures and monsters and share these with learners. 

You might also research online tutorials on how to draw using a new technique, such as pen or pen brush and ink. 

As learners are working, circulate around the room offering guidance on technique. Support them in their decision making, taking into account the resources and time available for them to complete their books. 

An A4 page size will enable learners to have sufficient space to add their illustrations and text. 

This project is an opportunity for learners to work more independently and make decisions about their work – its format and the media that will be used.

Learners should also store a photocopy of their children’s book and sketches of initial ideas in their visual journals. 


Unit 2.2 Sounds

	Unit 2.2 Sounds

	Outline of unit:

	There is a long and strong history of the association between music and the visual arts, from the rituals of ancient times to the dance and musical performances of today. Artists continue to be inspired by music when creating their work. In the twenty-first century, learners live in a world that is full of combinations of images and sound. We can select a ringtone on our mobile phones and link it to the image of a friend and sound effects form an important component of computer games. Many contemporary artists reflect this trend by creating original and challenging work in a genre called sound art. 
In this unit, learners will develop understanding of what sound is and how it is created through vibrations. They will explore the work of sound wave artists and draw their own sound waves. Learners will gain understanding of monochrome and will experiment with different techniques and colour mixes using watercolours, inspired by the use of colour in works by Georgia O'Keefe, Wassily Kandinsky and Yves Klein, through making a large-scale mural of a sound wave. They will then perform their sound wave picture using percussion instruments and their voices. 

Learners will investigate sound artists whose three-dimensional work uses the forces of nature. They will create wind chimes and have the opportunity to design their own sound garden. Learners will explore traditional and orchestral instruments and will be introduced to sound artists who create unusual musical instruments, before designing, making and playing their own instruments. 
At the end of this unit, learners will consider the connection between art and music in Navajo and Tibetan cultures and make a sand drawing. They will also gain an understanding of the contribution of artists to the theatre by designing costumes for a performance. 
Learners will think and work artistically by encountering and responding to challenging new and unfamiliar art forms from different periods and cultures. They will explore a range of new painting techniques such as using wax relief, mixing tints and tones and creating interesting textures. There are many opportunities for them to plan and refine work and to become more independent in selecting appropriate tools and processes for a purpose. 



	Knowledge, understanding and skills progression:

	This unit requires learners to understand the difference between abstract and representational art. They will develop the sketching, painting and design skills used by sound artists and other artists and designers. 

Learners will gain understanding of the importance of sound or music for visual artists who are influenced by music or who collaborate with musicians. They will gain confidence in expressing and explaining their personal ideas in their artwork using art terminology. There are opportunities for extra-curricular links with science, history, geography, music and drama.
Learners will build on art and design skills developed in earlier stages, including:

· drawing fluid lines

· using colour to express emotion

· creating texture in painting

· designing patterns.



	Resources:

	These resources are suggested for the example activities described in this unit. You and your learners may choose to use different media depending on preference, confidence and availability:

· examples of wind, string and percussion instruments

· a globe or map of the world

· paper

· card

· black and coloured pencils and felt-tip pens

· paint brushes and paints, including watercolours

· wax crayons

· erasers

· scissors

· digital and video cameras

· glue

· clay

· objects for decorative work (shells, feathers, beads, glitter)

· coloured sand

· string or nylon chord

· cardboard shoe boxes

· cylindrical containers

· large strong elastic bands

· fabric

· recycled materials

· learners’ visual journals.



	Language:

	· Vocabulary related to sound (vibrations, sound waves, frequency, amplitude)

· Vocabulary related to music (pitch, rhythm, improvisation, composition, riff, orchestral and traditional instruments)

· Vocabulary related to painting (monochrome, tints, tones, wax relief, texture, sand (dry) painting)

· Vocabulary related to job roles (sound artist, costume designer, musician, set designer, choreographer)




	Learning objectives
	Suggested teaching activities 
	Comments

	Experiencing
E.02 Explore media, materials, tools, technologies and processes.

E.03 Gather and record experiences and visual information.
Making
M.01 Learn to use a range of media, materials, tools, technologies and processes with increasing skill, independence and confidence.
Reflecting
R.01 Celebrate artistic experiences and learning.
Thinking and Working Artistically
TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.

TWA.02 Embrace challenges and opportunities, working with growing independence.

	Experiencing: sound waves
Give small groups of learners a percussion instrument such as a drum, a tambourine, a triangle, maracas, Indian bell cymbals, etc. Briefly state that sounds are produced by vibrations which cause sound waves. Ask learners to make a sound with their instrument and feed back to the other groups which part of the instrument moves and causes vibrations. 

Demonstrate a common way to use lines to represent sound waves:

· big waves for loud sounds

· small waves for quiet sounds

· waves close together for high sounds

· waves far apart for low sounds.

Learners use pencils to draw different types of sound wave in their visual journals.

Show learners examples of artists who use sound waves as inspiration and explain how their work was made.

Images might include:

· Jean Shin, Sound Wave (2007)

· Magda Stawarska-Beavan, Mother Tongue II (2009)

· James Clar, Soundwave (Rolex Tower) (2010)

· John Davies, SOUNDSCAPE: The Physical Sounds of Manhattan (2014)

· Colin Hendee, Amen Break Waveform (2015) 

· Eirik Brandal, Composition #11 (2017).

Learners might explore the sound waves art of Tim Wakefield who has created sound wave pieces for many musicians including ABBA, Queen, Coldplay and Lily Allen. His work starts with making a recorded wave form produced by a rhythm in a song. The artist listens to the music, the lyrics and the tempo to decide what colours and shapes to use. 

Experiencing: colour and texture in painting
Explain that although some painters like to use a wide range of colours in their paintings, others use a limited palette or monochrome. 

Explain that monochrome is the use of one colour and different shades (tones) of that colour to make a drawing, painting or photograph. You might show paintings by the artist Yves Klein, who was particularly interested in the colour blue. 

Learners compare and discuss these paintings with those by artists who painted in response to sounds or music. 

Explain that the artist Wassily Kandinsky had a condition called synaesthesia in which hearing can trigger another sense, such as sight. This meant that he saw colours when he heard music and music when he painted. He described yellow as warm and blue as cold. Georgia O'Keefe liked to listen to classical music as she painted. She thought that music and art could convey emotions without representing real sounds or real objects. 

Images might include:

Wassily Kandinsky, Improvisation 10 (1910)

Wassily Kandinsky, Composition IV (1911)

Georgia O'Keeffe, Music, Pink and Blue No. 2 (1918)

Georgia O'Keeffe, Blue and Green Music (1919–1921)

Yves Klein, Blue Monochrome “Londres 50” (M 28) (1950)

Yves Klein, Untitled Blue Monochrome (IKB 181) (1956)

Yves Klein, Anthropométrie de l'Époque Bleue (ANT 82) (1960).

Demonstrate different techniques in painting, including:

· create a tint by taking a primary colour and mixing it with white 

· create a tone by adding a very small amount of black to a primary or secondary colour 

· draw a line or shape in wax crayon on paper and then paint over the page using watercolour – the wax resists the paint and the line will still show through

· use ready-mixed sugar syrup to draw a line, then use a paint brush to dab paint onto the sugar syrup line – the line will spread (bleed) to create an interesting effect

· spread salt on the paper both before and after painting to create texture.

Learners experiment with these techniques in their visual journals. 

Thinking and working artistically and making: recreating sounds visually
Learners listen to a short clip (few bars) of recorded music or a loop of synthesised sounds. They create their own expressive sound wave art in response to the sounds or music.

Working individually, learners select colours and painting techniques to recreate a sound wave which travels along a large sheet of paper in landscape position. Techniques might include the use of:

· monochrome

· contrasting colours

· wax relief

· bleeding effects using sugar syrup 

· adding salt to create texture.

Learners join their paintings end-to-end to form a mural of a long sound wave which they display on the wall.

Remind learners that when the wave gets bigger, the volume of the sound is greater. When the waves look denser, more tightly packed together, the pitch of their sung note gets higher.

Learners recreate their group sound wave musically. Half the group plays percussion instruments and the other half hums or sings 'la'. One learner moves a pointer slowly along the sound wave starting at the left-hand side of the mural. As the pointer moves along the other learners play their instruments loudly or softly as represented by the wave and the other learners sing their note higher or lower as indicated by that section of the sound wave. 
Thinking and working artistically and making: alternative activities for recreating sounds visually
· Learners work in small groups to film sounds in nature or the city, for example rain drops, wind, birdsong, car horns, phones ringing, people laughing. Learners create a film montage of the sound clips. 

· Learners work in small groups to record different sounds in nature or the city. Learners individually create a visual representation of the sound, for example:

· a drawing of a water drop to represent rainfall

· a photograph of a cloudy sky to represent the noise of wind

· a tyre print to represent car noise

· a bird cut out of felt to represent bird song

· a printed emoji of a face to represent a laughing person.

The visual images are displayed in a montage or collage, accompanied by a sound loop of the noises they have collected. Alternatively, the images are shown in an electronic presentation along with the individual sounds. 

· Learners design and paint their own emojis and create and record sounds to accompany them.

· Learners design an electronic greetings cards using a suitable software package. They upload their abstract or non-realist paintings which use colour and shapes to represent urban scenes or scenes of the countryside. They add sounds to go with the card that match the feeling of their painting. 

· Learners respond to a piece of music and paint an abstract piece, inspired by Wassily Kandinsky or Georgia O'Keefe. 

· Learners work in clay to make an abstract piece that represents the shape of a sound wave. When the clay has dried, learners mix colours and paint their mini sculpture in either monochrome or using a wider colour palette. 

Reflecting

Learners write in their visual journals:

· what they enjoyed about the sound wave project

· which famous artists' work they liked the most and why

· two new skills they have learned

· why they chose certain colours to use in their work.


	Note: sound waves are formally introduced in Cambridge Primary Science Stage 5 once learners have been introduced to the concept of particles in the air. The aim here is to give a very brief introduction to the idea of vibrations causing sound waves.

Learners might also be able to view sound waves in music lessons or on their mobile phones by using composing software to show looped samples and their sound waves. 
Questions to prompt discussion:

· Why do you think these artists have been inspired by sound waves?

· What sort of sound might have inspired the wave, e.g. loud sounds, soft sounds, high or low notes?

· What materials have been used to make the sound art?

· Can you find examples of wavy lines which you have sketched in your visual journal?

Kandinsky thought painting could be as abstract and emotional as music. He used the titles Improvisation and Composition for a number of paintings. These titles are also musical terms. Improvisation implies spontaneity whereas composition implies a more considered approach to creating either works of music or art. 

Questions to prompt discussion:

· Which paintings use only one colour so are in monochrome?

· Which paintings use shades of two or three colours?

· Can you identify tones or tints in any of the paintings? 

· Is blue one of your favourite colours? How does Klein's intense blue make you feel?

· Which painting is a shade of blue?

· Has any painting another colour in it? Is that colour white or a tint?

· What colour do you like to paint in? Why is that?

· How do different colours make you feel? Does the colour red make you feel warm or angry? Does blue make you feel restful? How about pink or green?

· Which images do not represent real life? Did you know that this type of art is called abstract art? 

· Which paintings make you think of music? What type of music do they remind you of?

You might film this performance and upload on the school intranet or repeat the performance in front of other learners. 



	Experiencing

E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.

E.03 Gather and record experiences and visual information.
Making

M.02 Select appropriate media, materials, tools, technologies and processes for a purpose.
Reflecting

R.02 Analyse, critique and connect own and others’ work as part of the artistic process.

Thinking and Working Artistically
TWA.02 Embrace challenges and opportunities, working with growing independence.

TWA.03 Review and refine own work.

	Experiencing: the creations of sound artists
Learners discuss the visual appeal and the sounds made by the three-dimensional artworks of sound artists.

Images and film clips might include:

· Douglas Hollis, Sound Garden (1982–1983)

· Jean Tinguely and Niki de Saint Phalle, Stravinsky Fountain (1983)

· Peter Richards and George Gonzales, Wave Organ (1986)

· Pinuccio Sciola, Sounding Stones (1996)

· Mike Tonkin and Anna Lui, Singing Ringing Tree (Panopticons) (2006)

· Susan Philipsz, Lowlands (2008–2010)

· Luke Jerram, Aeolus, acoustic wind pavilion (2011)

· Yuri Suzuki, Sonic Playground (2018).

If possible, learners might also visit a local gallery or park where there are interactive sculptures for children that allows them to experiment with sound. Suitable pieces in parks might include:

· giant wooden chimes

· spaces such as holes in rocks in which children can make echoes

· pipes of different size which can be beaten with sticks to make different sounds

· gravel paths to make crunchy noises 

· water fountains and pools in which children make splashing noises.

Thinking and working artistically and making: wind chimes

Learners work in groups to make wind chimes using recycled materials. They select objects for the chimes which might include metal tubes or bolts, old keys, small tins, bells, circles of dried clay. Using nylon cord or string, they suspend the chimes from a straight stick or circular frame. They decorate their chimes with other visual elements such as shells, ribbons, feathers or beads. 

Learners suspend their chimes outdoors in the wind or suspend them in the classroom in front of a fan in order to listen to the sounds they make.

Reflecting and thinking and working artistically
Learners discuss:

· the sounds their chimes make

· the visual appeal of the decoration they used

· how they might improve their chimes

· how they might design their own sound garden for the outside play area of their school.

Experiencing: musical instruments
Ask learners to list the names of instruments they have seen played. 

Show learners either an image or a real example of:

· an instrument with strings, for example guitar, violin

· a brass or woodwind instrument, for example trumpet, flute

· a percussion instrument, for example timpani, shaker

· a traditional local instrument, for example bagpipes, bull roarer, didgeridoo, gayageum, gong, madal, horse-headed fiddle, pan flute, rubab, sitar, sopilka, zhaleika, etc.

Also display film clips of unusual instruments made by sound artists and musicians.

Film clips might include:

· Luigi Russolo, Intonarumori (1913)

· Leland W Sprinkle, The Great Stalacpipe Organ (1956)

· Jean Tinguely, Homage to New York (1960)
· Stomp, physical theatre performance (1991)

· The Viennese Vegetable Orchestra (1998)

· Paul Dresher, Hurdy Grande (2011)

· William Close, The Earth Harp Collective (2011)

· Martin Molin, The Wintergatan Marble Machine (2016).

Experiencing and making: decorative instruments
Learners work in small groups to make a simple string, wind or percussion instrument using clay or recycled materials. The instrument can be of their own choice. 

They should start by following simple instructions. This allows learners to experiment and support each other in making a basic instrument. 

Challenge learners to make their instrument individual and original either in its structure or in its decoration. 

Simple instructions to make an ocarina (wind instrument) might include:

· Make two small round pinch pots of clay.

· Score and wet the rims of the pots and join them together to make a sphere or egg shape.

· Flatten the sphere.

· Make a short mouthpiece by folding clay over the middle lollipop stick.

· Insert another lollipop stick into the flattened sphere to create an opening. 

· Join the mouthpiece to this opening.

· Make three round holes on the top side of the ocarina.

· When the clay is hardened learners can paint and play their ocarina. 

Simple instructions to make a shoebox guitar (stringed instrument) might include:

· Cut a large oval sound hole in the centre of the shoe box lid.

· Paint your box and decorate with glitter, or glue on images cut out of magazines (decoupage).

· Place four large strong elastic bands around the sound hole so that they run along the length of the shoebox.

· Cut a hole of about 3cm at the end of the box. Insert about 5cm of long cardboard tube into the hole to make the neck of the guitar. 

· Play the guitar. 

Simple instructions to make a drum (percussion) might include:
· Find a cylindrical shape container of metal or hard plastic.

· Paint or decorate the container using collage.

· Create the skin of the drum by criss-crossing strips of masking or electrical tape over the top.

· Make drumsticks by taping a ball of tissue paper on the end of a pencil.

· Play the drum.

Learners share their work with others as it progresses and discuss problems. They have the opportunity to remake their instruments to improve them. 

Reflecting 
Learners work in small groups to create a short pattern of music or riff using their instruments. The groups share their music with the whole group. Their audience gives each group feedback on:

· their skill in making the instrument

· the colours used in the design

· any original features.


	There are many contemporary sound artists such as Thessia Machado, Tarek Atoui and Florian Hecker who create often complex work using electronics. The work of sound artists suggested here is more approachable because it is less abstract and more visually attractive.

Questions to prompt discussion:

· What makes the sound? Is it made by water or wind? Or by voices?

· What materials are used in the sculptures?

· Which do you think is most important, the visual appearance or the sound? 

· What knowledge and skills do these artists need? How might engineering skills be important?

· Have you ever seen sculptural or designed objects that make sound in your garden or in a park? Have you heard wind chimes? Do fountains make sounds?

Questions to prompt discussion:

· What is the difference between sounds, noise and music?

If any learners are having instrumental lessons they might be invited to show and play their instrument to the class. 

Questions to prompt discussion:

· Is this instrument played by hitting, shaking, bowing or blowing?

· Is it made from wood or metal or a mixture of materials?

· How would you describe the shape?

· Which instrument do you think has the most interesting shape?

· Which part of the world did these instruments come from originally?

· What designs have been used to decorate traditional instruments?

· What makes the design of the sound artists’ instruments original?

· What skills would you need to make these instruments?

The focus is on the visual appearance of the instrument rather than its musical qualities. 

Learners may wish to experiment by creating another type of instrument inspired by ideas from the film clips of unusual instruments.  Before starting to develop their ideas, they should present their idea to the group and discuss whether it is feasible in terms of materials, time and safety. 

You may wish to research online tutorials on how to make simple instruments.

You might demonstrate how to make the instruments. However, it helps learners become more independent if they are sometimes given simple written instructions to follow. It also encourages them to communicate with other learners in their group. You should circulate among the learners answering any questions and offering advice if needed. 

You might record learners’ performances and photograph their instruments so that learners can store a copy in their visual journals.

	Experiencing
E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.

E.03 Gather and record experiences and visual information.
Making
M.02 Select appropriate media, materials, tools, technologies and processes for a purpose.
Reflecting
R.01 Celebrate artistic experiences and learning.

R.02 Analyse, critique and connect own and others’ work as part of the artistic process.
Thinking and Working Artistically
TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.
TWA.02 Embrace challenges and opportunities, working with growing independence.

TWA.03 Review and refine own work.

	Experiencing: art and music in traditional ceremonies
Explain to learners how music has been used in feasts and celebrations since prehistoric times. Archaeologists have found stone instruments such as gongs in many countries including Vietnam and Mali.

Learners suggest ways in which they celebrate festivals and events with art and music such as:

· sending a birthday card and singing Happy Birthday
· wearing a specially designed football shirt and singing a football anthem

· wearing wedding clothes and dancing

· celebrating a new year with music and dragon dancing.

Learners look at and discuss images of traditional ceremonies that use sand paintings and chanting as the focus of a celebration. Images might include:
· Navajo sand paintings (dry paintings) used as part of a healing ceremony

· Tibetan monks’ mandala sand paintings representing the transitory nature of life.

Working and thinking artistically and making: celebrations
Each learner makes a simple design for a sand painting celebrating a happy event of their choice such as the start of the summer holidays or a school trip. 

The design might be a picture of the sun or waves on a beach

They create their sand paintings using one of the following methods:

· Learners draw a large circle using pencil or felt-tip pen and then sketch their design within the circle. They use coloured sand to 'paint' the background and the main subject.

· Learners scatter coloured sand evenly over a large piece of paper. They draw their design in the sand using the end of a paint brush.

Learners think of a well-known song that could be played to accompany the artwork.

Reflecting

Learners look at each other’s work as it is being created and try to guess what event is being celebrated.

Learners compare their work with that of the Navajo or Tibetan sand paintings. 
Experiencing: art and music in the theatre

Show learners short film clips from contrasting theatrical performances that include music. Learners compare and discuss the visual and musical elements of the performances

Excerpts might include:
· The Nutcracker (ballet) (1892)

· Where the Wild Things Are (opera) (1983)

· Cirque du Soleil (circus acts) (1984)

· Stomp (physical theatre performance) (1991)

· Riverdance (Irish dancing) (1995)

· Shen Yun (Chinese dance and music) (2006)

· Inala (Zulu ballet) (2009)

· Matilda the Musical (musical) (2010)

· Taj Express (Bollywood musical) (2017).

Experiencing and making: using design skills in the theatre
Learners research theatre costumes. They download images from the internet or photocopy images in theatre programmes or books. They work as a group to create a photomontage of costumes. 

Learners design two contrasting costumes for a specific theatre performance, for example ballet, pantomime, musical, dance production, play with music, children's opera.

Learners identify the name of the performance in their visual journal. They make brief notes about the period the piece is set in and the role of the two characters for whom they are designing costumes. 

Learners carry out research online or in history or geography books to find out what people wore in different periods of history or in different countries. 

Learners sketch their initial designs in their visual journals. They share them with another learner to gain feedback. 

Learners’ final designs include headwear, such as crowns and hats, and accessories, such as fans and swords. They add colour to the designs using paint or coloured felt-tip pens or pencils. They find samples of fabric that would be suitable to make the costume, for example netting, faux leather, satin. 

Experiencing and making: alternative activities using design skills in the theatre
· Learners create a set design for a particular scene in a performance.

· Learners contribute to a school performance and use visual skills to help design costumes and scenery, make advertising posters, take photographs of rehearsals.

Reflecting
Learners show their designs to another learner and discuss whether:

· the design is eye-catching

· the colour reflects the character of the person

· the actors or dancers will be able to move easily in the costume

· any improvement could be made to the design. 

Learners amend their designs or make a new design in response to feedback and create a display of their designs and fabric samples.
	Questions to prompt discussion:
· Do the paintings show real objects or are they abstract designs?

· What colours are used? What do you think these colours might represent?

· Are the designs simple or complex?

· Why do you think that sand is used? 

· What celebratory art do we receive that is discarded after a short time? Do we always keep greetings cards? What happens to the design on a birthday or wedding cake?

The second method is less time-consuming. 
Take photographs of the artwork before the sand is reused and the painting is destroyed.

If possible, it would benefit learners to attend a theatrical performance such as a musical, dance or ballet production. They may even be able to visit the wardrobe department of a local theatre and make sketches or take photographs of the costumes.

Questions to prompt discussion:
· What do you call this sort of performance? Is it ballet? Is it a musical?

· How would you describe the music in this performance? 

· Do you know the role of the person who creates dance movements?

· Do the costumes add to the performance?

· Do the costumes tell you if this performance is set in past times or in modern times? 

· Do the costumes tell you about the character or status of the person?

· What artistic skills do you think a costume designer needs?

· What other people in the theatre need artistic skills? What does a set designer do? What does a lighting director do? 

· Do you think the set designer and costume designer work closely together?

This activity is an opportunity for you to collaborate with music and drama or language teachers in order to put on an end-of-year performance for which the learners can design the costumes. 

If there is no actual performance, you might create a number of simple design briefs to set for small groups of learners. For example:

· Group 1 is creating costumes for a ballet set in Ancient Greece

· Group 2 is creating costumes for a musical set in South Africa

· Group 3 is creating costumes for a pantomime set in the Middle Ages.

This task links to history as learners may be designing costumes for a performance set in a historical period. 

If learners are designing costumes for an actual school performance, they may have the opportunity to make or help make some of the costumes. 

Remind learners to keep copies of their work in their visual journals as well as notes on any feedback they receive.




Unit 2.3 Places

	Unit 2.3 Places 

	Outline of unit:

	This unit encourages learners to explore and represent their own environment and that of others. They will work in two and three dimensions, using different media and techniques. 

People who have artistic and design skills are valued because of their ability to generate futuristic, innovative and exciting ideas. Such people rarely work in isolation, they work in teams with people who have other skills and who communicate with clients and customers. This unit enables learners to imitate these working practices, participating in a number of collaborative projects in which they can share ideas, experiment and test their ideas. 

Learners will investigate urban environments around the world and be challenged to construct model buildings that are suitable for those environments. They will be introduced to the work of influential architects and will reflect on how these architects work with engineers and builders to realise their ideas. Learners make architectural designs for the facade of a public building, possibly using simple CAD (Computer Aided Design) software. They will create their models and design their own mini-city. 

Learners will then compare natural environments in different places around the world. They will develop understanding of the work of pointillist artists and use the technique of pointillism to create a landscape painting. 

At the end of the unit, learners will explore how visual ideas are inspired and how they influence designers around the world. They will investigate the tea trade and how Chinese tea ware inspired ceramic artists in Japan and Europe. Learners experience the ritual of tea drinking and design and make their own tea bowl. 

Learners think and work artistically by responding to challenges and by working with their peers to share and develop ideas. They have opportunities to explore artwork and designs from other countries, including Europe and the Far East. They have opportunities to select and use a range of tools and processes when creating their two- and three-dimensional work. Learners celebrate their artistic experiences and learning by performing their version of the Japanese tea ceremony. 



	Knowledge, understanding and skills progression:

	This unit requires learners to understand the constraints under which artists work, as well as the opportunities that they are able to exploit. Learners are increasingly able to justify their ideas when they discuss them during the collaborative projects. There are opportunities to practise and experiment with a range of materials as well as explore new techniques, such as pointillism. Learners will show increased independence in selecting materials and tools and in completing the artwork for their final project. They will use their visual journals regularly for sketching ideas and recording experiments, as well as for recording their achievements. Learners have opportunities to critique artwork using a range of art and design terminology during all activities. 
Learners will build on art and design skills developed in earlier stages:

· drawing lines and shapes 

· using texture in painting of objects from nature

· making marks in clay

· sharing ideas.



	Resources:

	These resources are suggested for the example activities described in this unit. You and your learners may choose to use different media depending on preference, confidence and availability:

· a globe or map of the world

· paper

· pencils and felt-tip pens

· large sheets of thin card

· craft materials such as wooden dowelling rods and lollipop sticks

· recycled materials including bubble wrap, thin faux leather, textiles

· air dry clay

· tools to make marks in clay

· paint, including watercolour and acrylic/paint brushes

· string

· scissors

· sticky tape

· glue

· rulers

· erasers

· digital cameras

· samples of loose-leaf tea

· small bowls

· learners’ visual journals.



	Language:

	· Vocabulary related to places (urban environment, natural environment, architecture, inhabitants, facade, construction materials)

· Vocabulary related to art media (sketch, landscape painting, pointillism, optical mixing, montage, frieze, clay work, stoneware, porcelain)

· Vocabulary related to ideas generation (inspiration, starting point, brief, clients, customers)




	Learning objectives
	Suggested teaching activities 
	Comments

	Experiencing
E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.

E.03 Gather and record experiences and visual information.
Making
M.02 Select appropriate media, materials, tools, technologies and processes for a purpose.
Reflecting
R.01 Celebrate artistic experiences and learning.
Thinking and Working Artistically
TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.

TWA.02 Embrace challenges and opportunities, working with growing independence.

	Experiencing: environments and dwellings
Learners search for, or are shown, images of houses in different environments from around the world. They discuss the images.

Images might include:
· Inuit domed igloo made from snow blocks

· Scandinavian log cabin with sloping roof

· Saharan African round mud houses with thatch

· Japanese Shoji houses constructed from panels made from a wooden frame and translucent paper

· Native American tepee with poles covered with skins

· Stilt houses in Assam India

· Chinese Tanka junk boat. 

Display copies of the images on the walls so that learners can see them while completing this activity.

Learners work in small groups of two or three learners to build a model of one of the homes from the list above. Give each group a cardboard box with different materials in it. The challenge is for them to work out which home they can build from the materials. All groups have access to string, sticky tape, glue and scissors.

The different boxes might include:

· lollipop sticks to make walls and a roof (log cabin) 

· short wooden craft dowelling sticks, paper and card (Shoji house)

· sugar cubes and transparent bubble wrap (igloo)

· wooden dowelling rods and faux leather cloth (tepee).

Reflecting
Learners display their homes and the other groups guess which type of home they have built. Learners discuss:

· What were the problems in making this house?

· What skills would you need to build this home?

Experiencing: architect-designed buildings

Explain that the role of an architect is to design the overall look of a building.

Give groups of four or five learners a set of cards. On each card is written a skill that an architect needs. These might include: 

· mathematical skills

· science skills

· design skills 

· team-building skills

· communication skills

· problem-solving skills

· creative skills

· financial skills

· CAD skills.

Learners discuss the list in groups and negotiate to list the skills in order of priority with the most important skills at the top and the least important skills at the bottom. They compare their lists with those of other groups.

Learners justify their choices by giving examples of when these skills are used, for example science skills are needed so that architects know the properties of the materials from which the building is constructed.

Tell learners that they will have the opportunity to design their own building and to make a model of it. 

Learners discuss the designs of famous buildings by well-known architects and describe the geometric shapes used in their designs. Support the discussion by displaying images, such as:

· Imhotep, Step Pyramid of Djoser, Sakkara (27th century BC)

· Iktinos, Kallikrates and Karpion, The Parthenon, Athens (432 BC)

· Ustad Ahmad Lahauri, Taj Mahal, Agra (1653)

· Antoni Gaudí, La Sagrada Familia, Barcelona (1883)

· Walter Gropius, Bauhaus School of Design, Dessau (1926)

· Shreve, Lamb and Harmon, The Empire State Building, New York (1931)

· Eero Saarinen, JFK terminal, New York (1962)

· Richard Rogers, Pompidou Centre, Paris (1977)

· Norman Foster, Khan Shatyr Entertainment Centre, Astana (2006)

· Jeanne Gang, The Aqua Tower, Illinois (2009)

· Renzo Piano, The Shard, London (2012)

· Zaha Hadid, The Heydar Aliyev Center, Baku (2012).

Learners make a rough sketch of their two favourite designs in their visual journals. 

Thinking and working artistically and making: architectural designs
Each learner designs an imaginative facade for a public building in an imaginary city. The designs should be inspired by the buildings that they have discussed. They make an initial rough sketch of their idea and share and discuss these with a partner. Learners must make at least one suggestion for a change to each other’s design. 

Their designs should be for a range of different public buildings that might be found in a city, for example a shopping centre, sports centre, bank, hospital, theatre, cinema, block of flats.

Show learners examples of architectural plans which can be downloaded from the internet. Learners discuss how these plans have been drawn, e.g. by hand, using a ruler or using a CAD package.

Learners redraw their initial sketches neatly using either a pencil and ruler or a CAD package. They include the change suggested by their partner. 

Thinking and working artistically and making: planning and making a mini-city
Learners work in two groups to create mini-cities. They review the homes they made earlier in the activity and decide:

· whether they want their city to have homes in one style or a range of styles

· whether they might decide on a totally different design

· how they might make public buildings using design features from their architectural drawings. 

Learners can complete this project by:

· making a few public buildings and more homes for their city using craft and recycled materials

· arranging the buildings on a large sheet of plastic

· painting roads and green areas

· making trees using dowelling rods and tissue paper

· adding small toy figurines of people or cars.

Reflecting
The two groups compare their cities and discuss:

· their choice of homes and public buildings

· the problems they encountered

· whether their problems were also experienced by professional architects and builders, for example the need to meet a deadline, lack of materials, disagreement within the design team

· what they would do differently if they designed their city again.


	Questions to prompt discussion:

· Where might you find these homes?

· Can you locate the places on a globe or map?

· Do you know of places where people live in tents called yurts? 

· What is the natural environment where they are built? In a forest? Where there is lots of snow? Near a river? 

· What shapes are the homes? What is the advantage of a sloping roof?

· What materials are they made from?

· Do you think this home would be expensive to build?

· Will this home last a long time?

· Why do you think the homes are designed out of mud or wood? Is it because these are the materials that are available locally? 

· If a home is in an earthquake area, what is a good material to use in its construction? Stone or paper?

· How do houses on stilts protect the people who live in them?

· What is the home where you live made from? 

· What materials are used in most cities?

This task should help learners to realise that creative people need a wide range of skills if they are to succeed. 

There is no correct answer to this task. Sorting cards supports learners in contributing to meaningful and focused discussions. 

Questions to prompt discussion:
· Are these private buildings or can the public visit them?

· Are they large-scale or small-scale buildings?

· What is most eye-catching in their design?

· How would you describe the overall shape of each building? Do they use straight or flowing lines?

· Can you spot a building which has a curved dome? Can you sport a building that looks like the wings of a bird? Can you spot a building with columns? 

· Do the architects intend these buildings to last a long time? What makes you think that? What materials are used in their construction?

Learners might visit public buildings in their own city or town and make drawings or take photographs of the architecture. 

There is an opportunity here for learners to create their architectural drawing using a simple CAD package for children. 

Learners should be allowed to complete this project by making as many decisions as possible for themselves. You may need to circulate to ensure that their ideas are feasible and that they have sufficient materials and time to realise their ideas. 



	Experiencing
E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.

E.02 Explore media, materials, tools, technologies and processes.
Making
M.01 Learn to use a range of media, materials, tools, technologies and processes with increasing skill, independence and confidence. 
Reflecting
R.02 Analyse, critique and connect own and others’ work as part of the artistic process.
Thinking and Working

Artistically
TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.

TWA.03 Review and refine own work.

	Experiencing: pointillism
Explain that the painting technique pointillism uses tiny separate dots of primary and secondary colours. When lots of these dots are placed close together, from a distance the colours will appear to blend. This illusion is known as optical mixing.

Demonstrate the effect of colour contrasts on the eye. Ask learners to look intently at a coloured piece of paper, such as yellow on a white background. After a minute of staring at the paper, learners will begin to see a flickering purple colour. They can experiment by drawing a blue or red dot and staring at it to see what other colour will appear. 

Working in pairs, one learner paints random red and blue dots close together within a small square or circle while their partner stands at a distance and describes which colour they see (purple).

Remind learners to use a clean brush to paint the different colours and make sure the colours do not mix on the paper. 

The learners swap roles and the second learner experiments with different colours such as red and yellow or orange and blue. 

The learners share the results of their experiments with other pairs.

Display images created using the pointillism technique. Introduce learners to the work of Seurat and Signac, two major artists who were pioneers in pointillism. Display each image electronically so that learners can see an enlarged version. Images might include:
· Georges Seurat, Le Bec du Hoc, Grandcamp (1885)

· Camille Pissarro, Eragny Landscape (c.1886)

· Georges Seurat, The Seine seen from La Grande Jatte (1888) 

· Charles Angrand, Hay Ricks in Normandy (1889)

· Paul Signac, Saint-Tropez, Fontaine des Lices (1895)

· Paul Signac, The Pine Tree at Saint-Tropez (1909)

· Yayoi Kusama, Fields in Spring (1988)

· Angelo Franco, Virginia Forest Abstraction 1 (2011)

· Ton Dubbeldam, Elysian Fields (2013).

Experiencing: experimenting with pointillism to create a tree 

Learners draw the outline of a small tree with three or four main branches on a piece of A4 white paper. They select colours and use pointillism to colour the tree trunk and the leaves. They can use a small round-ended brush or the end of a dowelling stick to paint the dots. 

Ask some learners to experiment by using small dots (as in the work of Georges Seurat and others) or by using large dots (as in the work of Yayoi Kusama).

If some learners complete their work before others, they might look at the artwork of Ana Enshina, who paints animals using pointillism, and create their own pointillist painting of an animal of their choice. They might use a template to draw the shape of the animal to save time. 

Reflecting
Learners display their paintings on the wall and consider which were most successful in terms of:

· choice of contrasting colours

· size of dots. 

Working and thinking artistically and making: creating a painted frieze of the environment

Learners create a montage showing different environments, for example desert, forest, sea, mountains. They make their montage from:

· images downloaded and printed from the internet 

· photographs and postcards brought from home

· images cut from travel brochures and magazines.

Using the images of the montage as a starting point, learners work in small groups to create a section of a frieze showing different natural environments. Each group will select a different environment they wish to recreate on the mural.

Each group will decide:

· the main background colour of their environment

· details such as rocks, trees, flowers, animals that might exist in this environment

· the colours that will be used for these details

· the size of the dots they will use

· how individual members will contribute to the painting, such as by outlining the main features, drawing animals, mixing colours, painting background dots, painting animals and vegetation.

The groups create their environment on a large sheet of paper in a landscape format. 

When each group has completed their composition, all pieces are joined together to form a frieze to decorate the wall. 

Working and thinking artistically and making: alternative activities related to depicting the environment using pointillism
· Learners experiment with using a pixel-art drawing tool to create a landscape in the style of the pointillist painters. 

· Learners take photographs of their local environment. They upload them into a photographic editing programme and enlarge them until the photographs become pixelated. They print the results and compare their scenes with the work of the pointillist painters. 

Reflecting
In small groups, learners compare the success of their paintings. They consider:

· the colours they used

· the size of the dots

· how well they kept the dots separate

· where they had to stand in relation to the painting in order for their eye to blend the colours.


	Learners who have a degree of colour blindness may find this activity difficult. Working in pairs will enable these learners to participate in the activity. They should be told at each step which colours they are using and the result of the optical mixing. 

A good idea to support this experimentation in pointillism is to display a simple colour wheel which shows primary and secondary colours. This helps learners to experiment with contrasting colours that are opposite each other on the wheel.

Questions to prompt discussion:

· Do the dots overlap or are they separate?

· What different colours do you see side by side when the images are enlarged?

· What colour do you see when the image is made smaller?

· Might you describe this colour as an illusion?

· Do the dots give movement to the painting?

· Do any parts of the image appear to shimmer? How has the artist achieved this?

Learners might also carry out this task using felt-tip pens if they have enough colours. 

You might research online tutorials creating pointillist art and share these with learners.

Originally associated with film editing, montage is now used in different contexts. Here, various types of image (i.e. postcards and cut-outs) are placed together to form a united composition on the theme of an environment.

Pointillism is a very time-consuming technique.  If time is limited, the groups may wish to create their part of a frieze using two sheets of A4 paper joined together at the narrow end. 

Take a photograph of the completed frieze for learners to store in their visual journals.

	Experiencing
E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.

E.02 Explore media, materials, tools, technologies and processes.

E.03 Gather and record experiences and visual information.
Making
M.01 Learn to use a range of media, materials, tools, technologies and processes with increasing skill, independence and confidence. 

M.02 Select appropriate media, materials, tools, technologies and processes for a purpose.
Reflecting
R.01 Celebrate artistic experiences and learning.

R.02 Analyse, critique and connect own and others’ work as part of the artistic process.
Thinking and Working Artistically
TWA.01 Generate, develop, create, innovate and communicate ideas by using and connecting the artistic processes of experiencing, making and reflecting.
TWA.02 Embrace challenges and opportunities, working with growing independence.

TWA.03 Review and refine own work.

	Experiencing: tea time!

As a warm-up activity, hand out small bowls containing different types of leaf tea, for example lapsang souchong, Earl Grey, jasmine, green tea, rose tea, peppermint tea.

Ask learners to smell the tea. Offer some learners small cups of cold tea to taste. 

Learners discuss the experience. 

Experiencing: how ideas spread 
Tell learners the mythological story of Shennong, a herbalist who was probably the same person as the Emperor Yandi. Show an image and explain how he discovered tea when he accidentally dropped some tea leaves into boiling water. 

Display images, such as:
· Mural painting of Shennong (151 AD)

· Tang Yin, Making Tea (1470–1524)

· Wen Zhengming, Tasting Tea hanging scroll (1470–1559)

· Guo Xu, Shen Nong (1503)

· Unknown Chinese artist, Shen Nung (1920).

Learners make their own imaginative sketch of the scene in their visual journals. 

Explain to learners how tea was first drunk in China before becoming popular in Japan and other countries in the Far East and then spreading to Western Europe and America. 

Show learners images of ceramics used in tea drinking:

· Chinese Song period stoneware tea bowls and teapots with feather or hare designs

· Chinese Ming period blue and white and coloured porcelain cups, bowls, teapots and caddies

· Japanese Raku teapots decorated with themes from nature and used in Japanese tea ceremonies

· Japanese Kutani porcelain using five colours – blue, green, yellow, purple and red

· English porcelain from the eighteenth century copying Chinese designs

· French Sèvres blue coloured porcelain with decorative scenes and gilding 

· Modern stainless-steel teapots including the Italian Alessi teapot.

Inspired by the images they have seen, learners sketch possible designs for their own tea bowl in their visual journals. These might be abstract patterns or motifs from nature. 

Experiencing, making and reflecting: designing and making a tea bowl from clay
Show learners a short film of a traditional Japanese tea ceremony (Ocha). Learners discuss what they have seen. 

Demonstrate how to make a clay bowl out of a ball of clay using the pinching, rolling or coil pot method.

For the pinching method:

· Use a tool to poke a hole in the centre of the bowl large enough to get a thumb in. 

· Keeping turning the cup and pinching the walls of the bowl until the intended shape is achieved.  

· Make sure the bottom is flat so that the bowl does not fall over.

For the rolling method:

· Roll out a ball of clay.

· Cover a small plastic bowl or pot with the clay.

· Cut away any extra clay at the bottom that is not needed.

· Leave the clay to dry and then remove the plastic mould.

For the coil pot method:

· Flatten a small ball of clay to make the bottom of the bowl.

· Roll the remaining clay into long snakes.

· Coil the snakes around the bottom of the bowl until the shape is built up.

· Squeeze the coils together and to the bottom circle so that there are no gaps where liquid could escape. 

Tell learners that they should scratch their initials on the bottom so that they know which bowl is theirs after it has been left to dry.

Learners make their tea bowls and leave them to dry. They then decorate their bowls using acrylic paints. 

Learners might also fill their bowls with water to test whether they are fit for purpose.

Between different parts of the process learners should take time to reflect on the challenges in making their pots and how they might improve their pieces. They talk about their work with their peers and with you.

Experiencing and making: alternative activity for a multi-sensory project
· Learners carry out a similar project, but they explore the trade in other foods such as chocolate, coffee, spices or fruit.  

· Learners visit a local factory manufacturing biscuits, cakes or sweets. They research the history of bakery or confectionery and make designs for tins and other sorts of packaging. 

Reflecting
Learners celebrate the project by using their bowls to create a performance based on the Japanese tea ceremony. 

Some learners might act as narrators and describe:

· how tea and tea ware spread around the world

· how their bowls were made

· the inspiration behind their designs

· what is happening during their tea ceremony. 

The rest of the group will perform in pairs with one learner making the tea and one learner pretending to drink the tea. 

Learners plan:

· how they will sit

· what actions they will perform to show how tea is made

· what they will wear

· what other tea ware they might need

· whether to play soft Japanese music in the background. 

Learners perform their tea ceremony to an invited audience of other teachers and learners. 


	This activity has the potential to be a multi-sensory project involving five senses (smell, taste, sight, hearing and feeling). 

Questions to prompt discussion:

· How would you describe the smell or taste of the tea?

· Do you drink tea at home? What does that taste like?

· What do you add to the tea? Milk? Sugar? Lemon? Salt?

· Which countries produce tea? Can you find those countries on the map?

· If you drink tea, do you drink it from a bowl, cup or mug?

Images of Eastern ceramics can be downloaded from the websites of museums around the world such as:

· Metropolitan Museum of Art, New York

· Museum of Oriental Ceramics, Osaka

· Palace Museum, Beijing

· V&A Museum, London

· Sèvres National Ceramics Museum, Paris.

Learners might also visit a local museum to view ceramics associated with drinking and make notes on how they were made and decorated. 

Questions to prompt discussion:

· What different types of tea ware do you see?

· Are their designs simple or complex?

· Are patterns abstract or based on nature?

· What is the main colour used?

· Do you know what the difference between stoneware and porcelain is?

· How do the bowls and cups compare with the ones you drink from at home?

· What design do you like the best? Why is that?

You might research making bowls, cups and teapots online and share these with learners.

Questions to prompt discussion:

· What sort of tea ware is used?

· How do the tea drinkers sit?

· What do they wear?

· Why do you think the tea bowl does not have a handle? Is it because it is too difficult to make? Is it because it is traditional?

· Why does the person making the tea move slowly?

· Is the ritual like a performance?

· How important is to use the correct movements? Why is it important?

· What can people hear when they drink the tea? Loud music? Mobile phones? Birdsong? Silence?

· Does silence allow the people drinking tea to reflect on their life?

· Do you take time to reflect on your work when you are making it? 
· Do you need more time to reflect on your work?

If there is time, learners might experiment with making their tea bowls using different methods. 

For health reasons it is not recommended that learners actually drink from their bowls, but they can pretend to.

There is no need for them to follow the actions exactly of the Japanese tea ceremony, but they can create their own actions to capture the peaceful and ritualistic atmosphere. 

Some learners may have Japanese style clothing such as martial arts sportswear that they can wear for the performance.

You might take photographs or film the performance. The performance might take place as part of an end-of-year exhibition.


Sample lesson 1
	CLASS:   

	DATE:   

	Learning objectives
	Experiencing
E.01 Encounter, sense, experiment with and respond to a wide range of sources, including from a range of art from different times and cultures.
Reflecting
R.02 Analyse, critique and connect own and others’ work as part of the artistic process.



	Lesson focus / 

success criteria
	Learners understand how an image such as a painting or photograph can tell a story. They practise drawing from memory and begin planning a design for a poster

	Prior knowledge / Previous learning
	Drawing skills


Plan
	Lesson
	Planned activities
	Notes

	Introduction
	Icebreaker: moment in time
Learners cut out two or three photographs in newspaper and magazines which attract their eye.

They present their photographs to the whole group and discuss:

· why the photograph caught their eye

· the story that the photograph tells

· whether they needed to read the news story or article to know what the picture was about. 

Learners stick their found images onto a large sheet of paper to make a simple display for the wall.


	Old newspapers and magazines

Large sheet of paper

Sticky tac

	Main activities


	Experiencing: storytelling in artwork from the past
Show learners the following images:

· Chinese Qin dynasty, Terracotta Warriors (221–206 BC)

· Michel Colombe, marble altarpiece, Saint George and the Dragon (1508–1509)

· Los Angeles Daily News, Amelia Earhart and her plane (1928)

· NASA, Moon landing photographs (1969)

· Poster advertising holidays in Miami.

Learners discuss what they see and how accurately it tells a story.
Thinking and working artistically and making: designing a poster for a school football match 
Show photographs of close-ups shots and establishing (long) shots.

Learners practise drawing different views of a person or object from memory in their visual journals.

Learners draw a couple of rough sketches of what image might be in a poster advertising their school football match.

	Access to the internet to show images

Photographs of a close-up of a person's face and a long shot of their whole body

Pencils and erasers

Learners’ visual journals



	End/Close/ Reflection/ Summary 
	Reflecting
Learners share their drawings and initial sketches for the poster with another learner.

Learners feed back to the whole group:

· something new they learned today

· what they found challenging 

· what help they might need in the next lesson.

Tell learners that in the next lesson they will be taking photographs to use in their poster. Ask some learners to bring in football kit and a football.


	


	Reflection
Use the space below to reflect on your lesson. Answer the most relevant questions for your lesson.

	Were the learning objectives and lesson focus realistic? What did the learners learn today?

What was the learning atmosphere like?

What changes did I make from my plan and why?
If I taught this lesson again, what would I change?

What two things went really well (consider both teaching and learning)?

What two things would have improved the lesson (consider both teaching and learning)?

What have I learned from this lesson about the class or individuals that will inform my next lesson?

	Next steps

What will I teach next, based on learners’ understanding of this lesson?


Sample lesson 2   
	CLASS:   

	DATE:   

	Learning objectives
	Thinking and Working Artistically
TWA.02 Embrace challenges and opportunities, working with growing independence.
TWA.03 Review and refine own work.
Experiencing
E.02 Explore media, materials, tools, technologies and processes.
Making
M.01 Learn to use a range of media, materials, tools, technologies and processes with increasing skill, independence and confidence. 
Reflecting
R.02 Analyse, critique and connect own and others’ work as part of the artistic process.


	Lesson focus / 

success criteria
	Designing and making a digital poster 

	Prior knowledge / Previous learning
	Word-processing skills, using a camera


Plan
	Timing
	Planned activities
	Notes

	Introduction


	Experiencing photography
Write basic guidelines on how to take photographs on the whiteboard. Explain:
· lighting 

· positioning of the main subject

· the use of establishing shots and close-ups 

· missing out unwanted or distracting objects
· checking the photographs you have taken.

Encourage learners who have never used a digital camera before to take the photographs.


	Digital cameras



	Main activities


	Making: a poster
Learners work in small groups. Based on ideas from their initial poster sketches in their visual journals they:

· take close-up and long shot photographs of learners wearing football kit

· upload photos into a poster template

· word-process a small amount of text

· arrange pictures and text within the template
· experiment with colour.  

	Digital cameras

Computers

Publishing software

A3 paper to print posters  

	End/Close/ Reflection/ Summary
	Reflecting
Learners create a display of their work on the wall. They discuss their work comparing:
· the effectiveness of the main picture in 'telling the story' of the event

· the arrangement of other elements such as colour and text in attracting the eye
· what the poster tells the viewer about what people wear in this century, and what hobbies are followed.

	Sticky tac


	Reflection
Use the space below to reflect on your lesson. Answer the most relevant questions for your lesson.

	Were the learning objectives and lesson focus realistic? What did the learners learn today?

What was the learning atmosphere like?

What changes did I make from my plan and why?

If I taught this lesson again, what would I change?

What two things went really well (consider both teaching and learning)?

What two things would have improved the lesson (consider both teaching and learning)?

What have I learned from this lesson about the class or individuals that will inform my next lesson?

	Next steps

What will I teach next, based on learners’ understanding of this lesson?
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