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What Is the Big Landscape?

The Big Landscape Is an Atlas of Creative Possibllities.

It can function like an ailde-mémoire of possible approaches,
contexts and rich connections, to help educators explore and build
memorable learning experiences.

It challenges all of us to think about the quality of the learning, the
Impact and legacy this contributes to creative growtnh.

Exploring the whole art & design curriculum T —————, B
Use our interactive atlas to explore B I g L a n d S Ca - e : . o

https:// biglandscape.nsead.orq
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Experience
Concrete

Experience
’ (doing / having an \
Exp( experience)
(plan Active Reflective
whaty Experimentation Observation

(planning / trying out (reviewing / reflecting
what you have leamed) on the experience)
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Dmrmmm!mewp after Taxonomy of
Knowledge; Learning Domains; Bloomet al (1956)
© Now~D Big Landscape: Special Intereedav et DERARIGIDT Best Practice v2 2024

© NSEAD Big Landscape: Special Interest Group - Definition of Best Practice v2 2024
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k Abstract l
Conceptualisation
Tree (concluding / learning Content, Fom, P(L\ess & Nbe i Conceptual
y from the experience)
DigQfar 1 1o Lo or e Loout gy structure for dscussing art &, artefacts, Té!/k"r (1993)
NcLeblR AleAg SR Kb (1984 Diagy pesgirMDOd T Concentual
eambiagrons The Experientia Leaming Oycle structure for dscussing art & artefects, Taylor (1999)

Diagram: Gast (2022) after Taylor

Knowledge &
Understanding

Informsdevelopment & control of:
The Artistic Hements, Sake,
Compasition, Perspedive, Dynamics
Physical, Analtical, Representative/
Descriptive & Expressive qualities.

Theyinform the selection & choice
of Tools, Media, Equipment,
Materials, Techniques& Processes.

AsKnowledge & Understandingis
acquired/congructed, this should
be usedto inform the analysis &
response to works of art, craft &
desgn, other media& information -
building Oeative & Qultural Learning
- to inform Qreative Outcomes.
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BREADTH & BALANCE : Interdisciplinary - A range of materials -

dscape WebS|te as guidance which visually classifiesand maps the scope of potential curriculum content. This has been created as an
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Processes & Techniques - Use Sketchbooks/ Journalsto record, design & support creativity

Develop knowledge, skills & understanding by applying the Artistic Hements of: Line, Shape, Tone, Glour, Pattern, Texture, Space & Form - when creating outcomes using arange of
| visual, physical & virtua media, or conceptual processes & techniques. Develop Knowledge, Understanding, Proficiency & Gontrol of skills through e.g. applying rules and principles of
| Oolour, Gomposition, Perspective, Proportion & Sae - Working from Observation, Memory & Imagination, workingwith e.g. research/study, sketchbook/journal, photos, maguettes &

¥ | design studiesto plan & create increasingly personal outcomes.  Work in: 2D, Graphic & 3D media, Textile/Tactile, Digital/ Virtual, Conceptual, Print, Sreen & Web based Media.

4 QULTUREGENERATING& QULTUREUSING: Qritical & Gontextual Sudies - Gritique - Looking at pictures & objects - History of Art, Graft & Design - Exploring Aesthetics (principles of beauty & taste)

(@ Develop Knowledge, Understanding & Response to the work of (selected, significant, relevant) Artists, Designers, Qreatives & Makers, Disability arts. Question what is Great Art?? Introduce understanding of Periods, Movements,

¥ Syles, Genres & Quitures from past to present. Explore Historic, Contemporary & Whole World examples without bias or prejudice - selected to contextualise projects, to inform designing & meaning-making activities, informing the
4 oreatlon of outcomes inart, craft & desgp Avoid Haglarlsm Qultural Plundering or uncritica Approprlatlon Development of deeper & wnder understandlng about the Worksstudled & contextsin whloh the work is'was created.

Oeallve ills

Practicd ills are developed through Applied Knowledge&
Iteration. They are essential to the Technical & Aesthetic
Improvement necessary for devebpment of sophisticated
control (Mastery). ills are Integrated into activities to enalle
pupilsto acquire, practise & improve asthey create visual,
physical, tactile, conceptual, digital & virtual works.

Develming increasng control of Fne/ Gross motor skills,
Dexterity, Expression, Huengy, Acauracy& lteration, by
making creative Connedions, underganding the vaue of Risk.

Qreativity
Emphasising Divergent over Gonvergent thinkingto devebp
& apply original, imaginative & inventive ideasin the creation
of outcomes which have value. Exploring Connections,
Qoincidence, Dissonance, Random & Ordered Juxtaposition,
workingin the Qreative How to organise, present & inform
concepts & ideas outcomes & dvleaning Makingd
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Bybee et al (2006); oag;am:;ouﬁln:ﬁfej AASL Knowledge Quest (2013)
knowledgequest.aas|.org/the-5-es-ofinquiry-based-leaming/

ANALYSING

Reconsidered, Eisner (1994); Revised tyegesm nd zooo
A cygéud,{@nmlmg.m the Arts i Cognition and the Quicuium
PedRedised by Segesmund (2000),

Nagr:
frameure® ™% 2864, Diagram: Gast, after Segesmund (2021) ‘
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Diagram: Gast. Revised Wth Atmbuts & Behaviours, after Qlaxton,

OJIturaI Development
(Qultural Capital)

Toachievethe broades cultural
devebpment possible, making
connedionsbetween issues& across
subjects, conneced with practiceto
promote awareness & enjoyment
through: Art & Design, Music &
Performance, Drama, Theatre & Dance,
Literature, dassics Humanities,
Mathematics& the Siencesto
Inform/promote plurality, sothat
Qiticd & Contextual knowledge
contributesto sucaess.
Contextualise learning & work
Respedfully making Gonnecions
between all knowledge & information.

THE CREATIVE PROCESS IS ¢ mqm_Y CONNECTED, OFTEN FUZ.ZY AND NEVER LINEAR

BEGINNING /@VVM CONCLUBING

Dagram Gast. (2@3) after TheMrtual Instrctor (2AL5)
TheQreative Process Joumey is Conrected, Fuzzy and Non-linear
Diagram: Gast. (2@3) after TheMirtual Instrictor (2AL5)

tes.com/teaching-resources/creative-process-poster-11971601
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Diagram: Tung. International Joumal of Design, after Sanders & Stappers (2012)

The A2 Poster

Familiarise and
discuss




Using the Big Landscape : Peace and

Knowledge Development

Practical, Theoretical & Disciplinary
Knowledge is Powerful, informing art making §
& the application of broad cultural 3
understanding to inform creative action & {
skill building.

4 Knowledge Domains informing learning:

anning for learnin

Big Landscape of the art & design curriculum
This A3 NSEAD Big Landscape template, shows how we set out the curriculum. The white boxes cover the content, so you can write your plan for how you migh Name:

organise learning as a project or sequence of lessons. Starting with the WHY section, select key statements (in the text blocks) and link these to your written iJade paper title:

planning in the What and Why sections to construct the connections, learning focus and the content you plan to include. Then show how you would . . )
link this to the How section, clarifying how you will organise and structure the teaching and learning. Suggests Project Title and focus:

Email:

Overview Planner

WHAT?

WHAT might the scope
and breadth of the
subjectbein:

= PRIMARY

= SECONDARY

WHAT does pupil
Entitement mean?
WHAT adds Breadth &
Depth to knowledge,
understanding & skills?
Asubjectthatis
evolving /changing,
concept & not

content driven.

WHY?

———— e — e —

Conceptual & Technical Development [ Conceptualist ¢ Fine Art — Artist ¢ Creative < Craft - Maker & Product Maker < Design — Desi'é-ner & Architect <> Media Designer
Learning & knowledge taught: <|Learners will learn about and apply, in order to:

National & Regional
Curriculum Requirements

Curriculum decisions shaped by Regional
Policies and Priorities. Regional guidance
adds further content definition or makes
links with arts, creative & media and
cross-curricular links.

Starting with the WHY select from
the Curriculum Themes &
Dimensions.

= EXPLICIT — Know What (facts & theory)

® TACIT —Know How (experiential learning)

® CONCEPTUAL - Know About (critical &
contextual, aesthetics, diverse cultures)

® AFFECTIVE - Know Self (self-perception,
reflection, metacognition, motivation,
feelings & emotions, making meaning)

- Ty IR ii

«uLIURE GENERATING & CULTURE USING : Critical & Contextual Studies - Critique - Lo kin at icture= o _sects - History or A, ...~ @ Nesign - Exploring Aesthetics (principles of beauty & taste

Consider which knowledge and
Conceptual/Technical
Development in the WHAT along
with Media specialist knowledge
and How this will be taught.

An evolving Curriculum that should
address the needs of each cohort,
including the Local & Regional
Community and Cultures.

Links to information about:

" Examinations

BREADTH & BALANCE : Interdisciplina
| Media and processes:

- A range of materials - Processes & Techt. 'ques - Use Sketchbooks/Journals to record, design & suppori treativi

- | Applied cultural learning:

¥ Assessment

— — i —

Thinking, Dispr .itions , ttitudes & Attributes

supporti' g Creativ. Habits of Mind
Develop Leaming Be aviours, Habits % Routines of Young Creatives

Learners will work ghd behave as:

RN

2D Drawing/Sketching CET T Collage Printmaking/Monoprint Sketchbooks/Journals Chemical Phot graphy

Investigate, Experiment, Explore, Iterate, Imagine, Ideate, Express, Respond, Re ise, Improve, Evaluate, Problem solve, Conceptualise, Edit, Design, Create & Make :- USING:

 —

Knowledge % Understai ding
Why this knowfdge:

Creative Skills Curriculum Tn.mes & Dimensions

Cultural Development
(Cultural Capital)
Learning about:

Aspects

Which skills: " e oeaiomal DIMENSIONS = Ciipa

| * Issues & Human Rights - Confiict Resolution B

- ! s mmdanea . Clirkainall-
Mive.

Development
= Economic Understanding & Employability
® Disability Arts
® Healthy lifestyle / Mindfulness / Compassion
Cross-curricular Links:
o Language, Literacy & Numeracy
o Spiritual, Moral, Social & Cultural

Dewsl~=="_"

o Citizenship & Society 'British’ & UK values

‘ o Race & Racism - Equity, Diversity & Inclusion '

L

o Persui., 2.7 I n et

Creativity & Innova’ on
Explore Curriculur /Links
Digital & Visually iterate
Literate & Nurmy rate
®  Communicatio
®  Career Opport nities
WHY are Aspects, . LIt ~aming |
Themes & Dimensions l' Equity, Diversity & Inclusivity

sovalua.ble _ Develop Wisdom & Kindness ‘ '
p rg crem’ | w ' lewmdn cl1Arace “

Critical Thinking &
Actionand used to 1
inform creating, -
designing & making? "

HOW?

How students learn?

WHY is the scopeand
stimulus used in Art,
Craft & Designso
broad ranging?

Plot a route of connections
through the blocks of content and
context to build the learning
journey and define the project.

Creativity

Enies m—="" . . e
: n Which creative capacities:

-<
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Manage own leaming
Mental Wellbeing
Disability Arts awareness

Consider other linked contexts In
the Themes & Dimensions or the
Aspects.

The Art & Design Studio
Facilities that support & promote:

Developing learning Subject matter

habits & behaviours
to promote creativity 3D Sculpture Ceramics Assemblage  Theatre Desi n Jewellery Construction Textiles/Weaving
Research, Express, Investigate, Create, Design, Imagine, Ideate, Experiment, Mot I, Refine, Improve, Craft & Make skilfully, to construct and form :- USING:
Design Graphics/Advertising Surface pattern lllus ration Typography/Lettering Packaging Signs/Symbols/Logo )esign
Research/Investigate, Imagine, Iterate, Ideate, Refine/Edit, Explore, Evaluate, Pro. type, Model, Design & Make — applied/real-world products to Communicate/Function:- U ING:

Virtual/Digital Image Manipulation Digital Photograyhy = Web & App Design  Film, Animation & Time Based media lypography

 wnudLdPE/>EasCaAPE/ENVI Ve,
‘l- Figurative, Life & Still-life, Nature [
Marrative. Descriptive. Historis
Representation/Non representation
» Decoration/Pattern/Ornamentation
; .~ -=~atative

_____ TRRLEE] TATF ETL R

Appliqué D Design

Organisation of facilities:

A Curriculum formed from broad
experiential opportunities in varied
media, processes and techniques,
alongside rigorous cognitive

HOW best to
organise concepts &

o Fvn--
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subject philosophy to
promote the best
learning & ensure
progression?

HOW might our

curriculum promote

better learning?
Engage & Inform
Excite & Inspire
Challenge
Fun/Playful

HOW?
PEDAGOGY

HOW can selected
teaching approaches,
best promote the
highest standards of
Creative Learning?

challenges, to inform ideas, discourse,

practical and creative challenges, with

respect for other cultures.

Using Projects, Briefs&

Assignments:

¢ To organise the learing experience
through tasks & contextual
information.

¢ To determine the Knowledge & skills
to be acquired/developed/gained.

e Use assessment to improve progress,
outcomes & understanding

® Increasing the Challenge

® Clear Learning Intentions &
success criteria

® Convergent/Divergent goals

® Assessment for Learning

® Developmental feedback

® Flexibility of thinking & action

® Progression in learning

Research, Investigate, Iterate, Imagine, Ideate, Design, Code, Refine, Edit, Explore, \ 'press, Test, Model & Make for Print, Virtual, Web, Projection & Screen based applicatio s :- USING:

Visual Literacy - Perception & Conception ArtHist ry Critical & Contextual Thinking Applying the study of Art, Cr: ft & Design
Research, Study, Analyse, Classify, Label, Critique, Describe, Explain, Explore, Evaluate, » \notate, Respond, Review, Reflect, Write, Draft, Discuss, Appreciate, Communicate, Qual fy :- USING:

How teaching and learning will be organised:

e Abstract/Conceptual/Symbolic/
‘ Issue- based/Meaning/Satire/Comic/

Street art
® Clituien, - _

Existential

L

A balance of Vocational or Academic
contexts in Projects, Briefs & Activities.

Conceptual Structures
o Instruction, induction, deduction
o Research & Investigation
o Creativity & Personalised leaming
o Improving Memory & Imagination
o Dialogic Learning, Discussion & Critique
o Link new learning to knowledge
o Threshold Concepts
o Metacognition & Feedback to Improve
Learning, Self-Reliance & Progress

Connect these other contexts to
Creativity Skills, Conceptual/
Technical knowledge, Media
specialist knowledge and How
this will be taught.

ldentify subject matter and what
the outcomes will be.
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Overview Planner

WHAT?
WHAT might the scope
and breadth of the
subjectbein:

= PRIMARY

= SECONDARY

WHAT does pupil
Entitterent mean?
WHAT adds Breadth &
Depth to knowledge,
understanding & skills?
Asubjectthatis
evolving /changing,
concept & not

content driven.

WHY?

WHY is the scope and
stimulus used in Art,
Craft & Designso
broad ranging?

WHY are Aspects,
Themes & Dimensions
sovaluable when
promoting Creative,
Critical Thinking &
Actionand used to
inform creating,
designing & making?

HOW?

How students learn?

HOW best to
organise concepts &
subject philosophy to
promote the best
learning & ensure
progression?

HOW might our

curriculum promote

better leaming?
Engage & Inform
Excite & Inspire
Challenge
Fun/Playful

HOW?
PEDAGOGY

HOW can selected
teaching approaches,
best promote the

highest standards of
Creative Learning?

National & Regional
Curriculum Requirements

N. RELAND | WALES

Curriculum dedsions shaped by Regional
Policies and Priorities. Regional guidance
adds further content definition or makes
links with arts, creative & media and
cross-curricular links.

An evolving Curriculum that should
address the needs of each cohort,
including the Local & Regional
Community and Cultures.

Links to information about:

® Examinations
= Assessment

Aspects

Creativity & Innova’ on
Explore Curriculur  Links
Digital & Visually jterate
Literate & Num rate

Communicatio |
Career Opport nities

e ———

= Equity, Diversity & Inclusivity ’

®  Develop Wisdom & Kindness

o
e e e s
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Manage own leaming
Mental Wellbeing
Disability Arts awareness

Big Landscape of the art & design curriculum

This A3 NSEAD Big Landscape template, shows how we set out the curriculum. The white boxes cover the content, so you can write your plan for how you migh Name:

organise learning as a project or sequence of lessons. Starting with the WHY section, select key statements (in the text blocks) and link these to your written iJade paper title:
planning in the What and Why sections to construct the connections, learning focus and the content you plan to include. Then show how you would
link this to the How section,

clarifying how you will organise and structure the teaching and learning.

Conceptual & Technical Development [ Conceptualist 4 Fine Art — Artist ¢ Creative +» Craft — Maker «» Product Maker Design — Desfé_ner « Architect & Media Deiner

Learning & knowledge taught: <[Learners will learn about and apply, in order to:

- wWLTURE GENERATING & CULTURE USING : Critical & Contextual Studies - Cr
* | Applied cultural learning:

= |

Email:

Suggests Project Title and focus:

i — e e e e = e

que - Lo klnatlcturn-".,.ucts-Hhta ot An, w..... " Ma<ign - Exploring Aesthetics (principles of bea

Your Planning Activi

Knowledge Development

Practical, Theoretical & Disciplinary
Knowledge is Powerful, informing art making §
& the acrplicat[on of broad cultural 3
understanding to inform creative action & t
skill building. '

4 Knowledge Domains informing learning:
= EXPLICIT — Know What (focts & theory)
® TACIT - Know How (experiential leaming)

® CONCEPTUAL - Know About (critical &
contextual, aesthetics, diverse cultures)

® AFFECTIVE - Know Self (self-perception,
reflection, metacognition, motivation,
feelings & emotions, making meaning)

Knowledge & Understal ding Creative Skills Thinking, Dispr sitions . ttitudes & Attributes
Why this knowRdge: Which skills: supporti g Creativ ' Habits of Mind
Develop Leaming Be aviours, Habit: % Routines of Young Creatives

Learners will work #hd behave as!

Creativity

Which creative capacities:

= - " ———

Learning about:

Cultural Development
(Cultural Capital)

‘ o Citizenship & Society 'British’ & UK values b

Curriculum Tr."mes & Dimensions

" en et Q100G LIMENSIONS - EMipauy

‘l ® |ssues & Human Rights - Conflict Resolution P

- - wox dmnmn B Chinkalasll -
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Development
= Economic Understanding & Employability
= Disability Arts
= Healthy lifestyle / Mindfulness / Compassion
Cross-curricular Links:
o Language, Literacy & Numeracy
o Spiritual, Moral, Sodial & Cultural
Dews=l=—" _

o Race & Racism - Equity, Diversity & Indusion

ey Nl

[s] Penl.llluu-.. -' ) - I

Developing learning
habits & behaviours
to promote creativity

A Curriculum formed from broad

experiential opportunities in varied

media, processes and technigues,

alongside rigorous cognitive

challenges, to inform ideas, discourse,

practical and creative challenges, with

respect for other cultures.

Using Projects, Briefs&

Assignments:

= Toorganise the learing experience
through tasks & contextual
information.

* Todetermine the Knowledge & skills
to be acquired/developed/gained.

= Use assessment to improve progress,
outcomes & understanding

" |ncreasing the Challenge

¥ Clear Learning Intentions &
success criteria

® Convergent/Divergent goals

® Assessment for Learning

" Developmental feedback

¥ Flexibility of thinking & action

® Progression in learning

2D Drawing/Sketching Painting Collage Printmaking/Monoprint Sketchbooks/Journals Chemical Phot »graphy

Investigate, Experiment, Explore, lterate, Imagine, Ideate, Express, Respond, Re ise, Improve, Evaluate, Problem solve, Conceptualise, Edit, Design, Create & Make :- USING:

3D  Sculpture Ceramics Assemblage  Theatre Desi m Jewellery Construction Textiles/Weaving Appliqué D Design
Research, Express, Investigate, Create, Design, Imagine, Ideate, Experiment, Mou 3, Refine, Improve, Craft & Make skilfully, to construct and form :- USING:

Design Graphics/Advertising Surface pattern lllus ration Typography/Lettering Packaging  Signs/Symbols/Logo Jesign
Research/Investigate, Imagine, Iterate, ldeate, Refine/Edit, Explore, Evaluate, Pro itype, Model, Deslgn & Make — applied/real-world products to Communicate/Function:-U ING:
Virtual/Digital Image Manipulation Digital Photogra,hy = Web & App Design  Film, Animation & Time Based media Typography
Research, Investigate, lterate, Imagine, Ideate, Design, Code, Refine, Edit, Explore, . tpress, Test, Model & Make for Print, Virtual, Web, Projection & Screen based applicatio s :- USING:
Visual Literacy - Perception & Conception ArtHist ry Critical & Contextual Thinking Applying the study of Art, Cr ft & Design
Research, Study, Analyse, Classify, Label, Critique, Describe, Explain, Explore, Evaluate, + 'notate, Respond, Review, Reflect, Write, Draft, Discuss, Apprediate, Communicate, Qua fy :- USING:

How teaching and learning will be organised:

The Art & Design Studio

Subject matter

Facilities that support & promote:

Organisation of facilities:

—anusCAPE/SEASCAPS/ ENVITUI .

‘l- Figurative, Life & Still-life, Nature [

Mawrativa. Descrintive. Hictari~

Representation/Non representation
= Decoration/Pattern/Ornamentation

- F"_'" e IWEIU |.'un.,-.. — _‘""fative
« Abstract/Conceptual/Symbolic/
‘ Issue- based/Meaning/Satire/Comic/
Street art

® CUiwa HI;‘-—---.-.‘...'j :_.... .
Existential

A balance of Vocational or Academic
contexts in Projects, Briefs & Activities.

Conceptual Structures
o Instruction, induction, deduction
o Research & Investigation
o Creativity & Personalised leaming
o Improving Memory & Imagination
o Dialogic Learning, Discussion & Critique
o Link new learning to knowledge
o Threshold Concepts
o Metacognition & Feedback to Improve
Learning, Setf-Reliance & Progress

1.

You have a copy of the:

A Atlas &/or weblink
A A3 Planner and template

Work In a pair or triad.

Based on the paper/s you are
presenting (or interest),
select one. Use this to
provide the context/focus to
plan a Lesson orSoW.

Complete your details in the
top right corner on the
template (so we can get in
touch with you later).

Collaborate to set out your
Intentions on the Planning
sheet for the Lesson or short
Project.

Then, complete the Template
sheet with clear statements
iIndicating the content in the
What, Why and How blocks.



The Big @
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The What, Why and How of the Big Landscape

Finding your pathway

The Big Landscape Map will help you Our Big Landscape Finding your

to plan, develop and review your art, Pathway - A checklist Curriculum

craft and design curriculum Design and Review will help you to
start your journey

O D @




Contact:

Book T see flyer

andrew.ash@ucl.ac.uk
pcarr8999@amail.com

BL

michelegregson@nsead.org
sophieleach@nsead.org

gedgast@nsead.org
anhdrew.ash@ucl.ac.uk
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