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What is the Big Landscape?

The Big Landscape is an Atlas of Creative Possibilities.

It can function like an aide-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 growth.

Big Landscape   

An Atlas of Possibility

https://biglandscape.nsead.org/



The Big Landscape : Purpose, Context & Values

- What is the big landscape- An Atlas – NOT a Map

- Who would use it?- Why would we us it?



The A2 PosterBig Landscape of the art & design curriculum  
This poster version sets out just one layer of the NSEAD Big Landscape Website, as guidance which visually classifies and maps the scope of potential curriculum content. This has been created as an 
aide-memoire to inform discussion and debate on curriculum design, planning, pedagogy and learning approaches, alongside supporting research for individuals and professional development of teams. 

© NSEAD Big Landscape: Special Interest Group - Definition of Best Practice v2  2024   

  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

WHAT? 

WHAT might the 
scope and breadth of 
the subject be in: 
▪ PRIMARY 

▪ SECONDARY 
 

WHAT does pupil 
Entitlement mean? 
 

WHAT adds Breadth & 
Depth to knowledge, 
understanding & 
skills?  
 

A subject that is 
Concept and not 
Content Driven 
 

A subject that is 
evolving/changing 

Developing learning 
habits & behaviours   
to promote creativity  
 

A Curriculum formed from broad 
experiential opportunities in varied media, 
processes and techniques, alongside  
rigorous  cognitive challenges, to inform 
ideas, discourse, practical and creative 
challenges, with respect for other cultures. 
 

Using Projects,  Briefs & Assignments: 
•To organise the learning experience 

through tasks & contextual information.  
•To determine the Knowledge  &  skills to 

be acquired/developed/gained. 
•Use assessment to improve outcomes, 

understanding & improve progress. 
 
▪ Increasing the Challenge 
▪ Clear Learning Intentions & 

success criteria 
▪ Convergent/Divergent goals 
▪ Assessment for Learning 
▪ Developmental feedback 
▪ Flexibility of thinking & action 
▪ Progression in learning 

 

Knowledge Development 
 

 

Practical, Theoretical & Disciplinary 
Knowledge is Powerful, informing art 

making & the application of broad 
cultural understanding to inform 
creative action & skill building. 

 
 

4  Knowledge Domains informing learning: 
 

▪ 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) 

 

HOW? 
PEDAGOGY 
 

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

 
These illustrations  or 
visual models,  exemplify 
concepts  for the 
organisation of thinking 
about learning processes 
to support teaching  
 
 

Pedagogical models,  
learning approaches  
& paradigms  may    
inform best practice. 
 
 

Learning & Knowledge models Curriculum models 

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

WHY are Aspects, 
Themes & Dimensions 
so valuable when 
promoting Creative, 
Critical Thinking & 
Action and used to 
inform  creating, 
designing & making? 

Aspects 
▪  Creativity & Innovation 

▪  Explore Curriculum Links 

▪  Digital & Visually Literate 

▪  Literate & Numerate 

▪  Communication 

▪  Career Opportunities 

▪  Enjoyment - Lifelong Learning 

▪  Equity, Diversity & Inclusivity 

▪  Develop Wisdom & Kindness 

▪  Celebrate success 

▪  Manage own learning 

▪  Mental Wellbeing 

▪  Disability Arts awareness 

Curriculum Themes & Dimensions 
 

▪  Local & Global Dimensions - Empathy 

▪  Issues & Human Rights – Conflict Resolution 

▪  Interdependence – Sustainable Development 

▪  Economic Understanding & Employability 

▪  Disability Arts 

▪  Healthy lifestyle – Mindfulness – Compassion 
 
Cross-curricular Links: 

o Language, Literacy & Numeracy 

o Spiritual, Moral, Social Cultural Development 

o Citizenship & Society 'British’ & UK values 

o Race & Racism - Equity, Diversity & Inclusion 

o Personal & Physical Development 

o Environmental Awareness & Sustainability 

Cultural Development  
(Cultural Capital) 

 

To achieve the broadest cultural 
development possible, making 

connections between issues & across 
subjects, connected with practice to 

promote awareness & enjoyment 
through: Art & Design, Music & 

Performance, Drama, Theatre & Dance, 
Literature, Classics, Humanities, 
Mathematics & the Sciences to 

Inform/promote plurality, so that 
Critical & Contextual knowledge 

contributes to success. 
Contextualise learning & work 

Respectfully making Connections 
between all knowledge & information. 
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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.  
 

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

Links to information about: 
▪ Examinations 
▪ Assessment 

ENGLAND SCOTLAND 

N. IRELAND WALES 

HOW? 
How will students 
learn? 
 

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

Regional Art & 
Design Curriculum : 

• England Gov.UK 

• Wales HWB 

• N. Ireland CCEA 

• Scotland SQA 
 

HOW might our 
curriculum promote 
better learning?  

• Engage & Inform 

• Excite & Inspire 

• Challenge 

• Fun/Playful 

 
 

Conceptualize, Develop, Design & Create Expressive 
Outcomes that are increasingly original. Engage with artistic 
elements as a visual language to explore the grammar of art.    
Explore personal intentions, signs & symbols to make 
meaning, defining your own aesthetic, understanding & 
applying commonly agreed aesthetic conventions. 
Investigate & Experiment with media, materials, creative 
processes & techniques to develop knowledge, refine skills  
& apply their understanding to create original outcomes. 
 
CREATING: image, sculpture, portrait, landscape, mural, 
illustration, still-life, abstraction, virtual, print, film & 
photography, perspective, installation, conceptual work. 

 

 
 

Making with increasing levels of skill using hands & tools.   
To Craft an outcome. Respect for and response to 
materials, techniques and the development of skills. 
Explore Bespoke, Commissioned and Small Scale 
Production/ Edition outcomes with  sensitivity to 
material, the tactile & expressive qualities of process & 
technique. Explore Function & Non-functional products. 
 
MAKING: ceramic, pottery, glass work, textile, applique, 
embroidery, garment construction, weaving, jewellery, 
monoprint, block print, screen print, batik, paper-craft, 
assemblage, automata, decoupage, collage & casting. 

 

 
 

Applying Creative Design Processes as part of a ‘designerly 
thinking’ approach to creative, conceptual, original, applied  
& real-world contexts - using digital, physical & tactile media. 
Explore & investigate Creative, Personal, Social,  Ethical, 
Environmental & Sustainable challenges  to tackle Aesthetic, 
Functional and Real World design problems. Design should 
model problems of form & function, making & manufacture.  
 
DESIGNING: Image (created, printed, virtual & manufactured), 
mural, object, installation, product, construction, poster, signs 
/ symbols, typefaces, web, screen, virtual,  photography, film, 
animation, cards, packaging, theatre, architecture & display. 

Conceptualist      Fine Art – Artist      Creative      Craft – Maker       Product Maker      Design – Designer      Architect       Media Designer 
 

Conceptual Models Teaching Models 

CULTURE GENERATING & CULTURE USING : Critical & Contextual Studies - Critique - Looking at pictures & objects - History of Art, Craft & Design - Exploring Aesthetics (principles of beauty & taste) 
Develop Knowledge, Understanding & Response to the work of (selected, significant, relevant) Artists, Designers, Creatives & Makers, Disability arts.  Question what is Great Art?  Introduce understanding of Periods, Movements, 
Styles, Genres & Cultures 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 
creation of outcomes in art, craft & design.  Avoid Plagiarism, Cultural Plundering or uncritical Appropriation. Development of deeper & wider understanding about the works studied & contexts in which the work is/was created. 

 

England DfE – www.gov.uk 
• Develop ideas, explore & work creatively 
• Make art & design / improve proficiency 
• Evaluate & critically analyse to inform practice 
• Develop Knowledge about & how to… 
Scotland SQA – www.sqa.org.uk  
• develop & use skills creatively & expressively 
• develop understanding of expressive & design 

processes 
• develop & refine creative ideas 
• problem-solve & evaluate creative processes 
• analyse &  critically reflect on other artists & 

designers' work 
Wales HWB – https://hwb.gov.wales   
• Develop Skills & Range 
• Understanding, Investigating & Making  
N. Ireland CCEA – www.ccea.org.uk 
• Research & manage information 
• Show deeper artistic understanding 
• Demonstrate creativity & initiative 
• Work effectively with others 
• Demonstrate self-management 
• Communicate effectively 

2D           Drawing/Sketching        Painting               Collage                 Printmaking/Monoprint                Sketchbooks/Journals            Chemical Photography 
Investigate, Experiment, Explore, Iterate, Imagine, Ideate, Express, Respond, Revise, Improve, Evaluate, Problem solve, Conceptualise, Edit, Design, Create & Make :- Explore drawing, mark-
making, painting using a range of tools/techniques for Two Dimensions in Dry (Pencils, graphite, charcoal, pastels, dry-brush) & Wet (wash, watercolour, ink, pen, paint, splatter) media. 
USING: Pencils, Graphite, Ink, Paints (water, tempera, Gouache, acrylic & oil paints), Pastels, Charcoal, Brushes, Pens, Glue, Lino, Scissors, Markers, Sketchbooks/Paper/Board/Canvas. 
To:  Sketch, Draw, Draft, Illustrate, Paint, Pattern, Print, Stencil, Cut, Stick, Assemble, Analyse, Explore, Express, Detail, Explain, Annotate, Research, Respond, Iterate, Review, Evaluate & Make. 

3D     Sculpture     Ceramics         Assemblage      Theatre Design     Jewellery    Construction         Textiles/Weaving         Appliqué      3D Design 
Research, Express, Investigate, Create, Design, Imagine, Ideate, Experiment, Model, Refine, Improve, Craft & Make skilfully in diverse media, using hands, tools & equipment to Form :- 
USING: Card, Paper, Plaster, Clay, Wood (sheet, block timber, limb), Plastics, Resin, Stone, Metal (sheet, Wire, Chicken-wire/mesh), Found Materials, Fabrics, Yarns, Fibres, Glue, Adhesives. 
To: Carve (reductive), Construct (additive), Fabricate, Stack, Laminate, Cast, Mould, Assemble, Beat, Bend, Form, Weave, Sew, Stitch, Embroider, Stencil, Print, Sketch, Draw, Design, Plan, 
Model, Prototype, Test, Explain, Research, Respond, Review, Evaluate, Interact, Function, Action/Animate - Cut, Stick, Join, Tie, Tape, Nail, Screw, Rivet, Weld, Solder, Weave, Wrap & Bind. 

 

Design        Graphics/Advertising              Surface pattern             Illustration        Typography/Lettering     Packaging             Signs/Symbols/Logo Design 
Research/Investigate, Imagine, Iterate, Ideate/Imagine, Refine/Edit, Explore, Evaluate, Prototype, Model, Design & Make – applied & real-world products which Communicate/Function:- 
USING: Digital, Virtual & diverse physical media, Inks, Paints, Markers, Fine-Line, Flat colour, Paper, Card, Board, Film, Chemicals, Fabric, Print, Silk-screen, Stencil, Batik, Plastics, Tape, Stamp. 
To: Draft, Sketch, Design, Cut, Crease, Fold, Prototype, Illustrate, Select, Paint, Colour, Construct, Assemble, Communicate, Explain, Research, Respond, Iterate, Review, Evaluate.   Carry out 
process steps in: Brief analysis, Market Research, Mood-boarding, Ideation, Thumbnailing, Concept Development, Visual Exploration, Concept Refinement, Client Interaction & approval. 

 

BREADTH & BALANCE :  Interdisciplinary - A range of materials - Processes & Techniques - Use Sketchbooks/Journals to record, design & support creativity 
Develop knowledge, skills & understanding  by applying the Artistic Elements of: Line, Shape, Tone, Colour, Pattern, Texture, Space & Form - when creating outcomes using a range of 
visual, physical & virtual media, or conceptual processes & techniques.   Develop Knowledge, Understanding, Proficiency & Control of skills through e.g. applying rules and principles of 
Colour, Composition, Perspective, Proportion & Scale - Working from Observation, Memory & Imagination, working with e.g. research/study, sketchbook/journal, photos, maquettes & 
design studies to plan & create increasingly personal outcomes.    Work in: 2D, Graphic & 3D media, Textile/Tactile, Digital/Virtual, Conceptual, Print, Screen & Web based Media.   

Virtual/Digital                Image Manipulation             Digital Photography                  Web & App Design               Film, Animation & Time Based media                Typography 
Research, Investigate, Iterate, Imagine, Ideate, Design, Code, Refine, Edit, Explore, Express, Test, Model & Make for Print, Virtual, Web, Projection & Screen based applications :- 
USING: Researching, Designing, Creating, Iterating, Refining, Copying, Pasting, Layering with Computers, Cameras, Software/Apps, Image-processing, Multi-Media, Time-Based media To: 
Design, Plan, Code, Thumbnail sketch, Conceptualise, Visualise, Prototype, Illustrate, Select, Colour, Animate, Assemble, Communicate, Explain, Narrate, Respond, Review, Evaluate, Refine. 

Visual Literacy – Perception & Conception               Art History               Critical & Contextual Thinking      Applying the study of Art, Craft & Design 
Research, Study, Analyse, Classify, Label, Critique, Describe, Explain, Explore, Evaluate, Annotate, Respond, Review, Reflect, Write, Draft, Discuss, Label, Appreciate, Communicate, Qualify :- 
USING: Reading, Writing, Recording, Visual Research, Annotation, Scanning, Selecting, Explaining, Discussing, Evaluating - Learning from & applying this when ‘Meaning-Making’. Analysing the 
impact of social, cultural & other influences on the work & practice of artists/designers. Pupils define their own Aesthetic, Taste & Style, understanding the Aesthetic of diverse Cultures & Times. 

Subject matter 
• Landscape/Seascape/Environment 

• Figurative,  Life & Still-life, Nature 

• Narrative, Descriptive, Historic, 

Representation & Non-representation. 

• Decoration/Pattern/Ornamentation 

• Expressive/Responsive/Interpretative 

• Abstract/Conceptual/Symbolic/Issue- 

based/ Meaning/Satire/Comic/Street art 

• Cultural/Social/Humorous/Existential 
 

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

Conceptual Structures 
• Instruction, induction, deduction 

• Research & Investigation 

• Creativity & Personalised learning 

• Improving Memory & Imagination 

• Dialogic Learning, Discussion & Critique 

• Link new learning to knowledge 

• Threshold Concepts 

• Metacognition & Feedback to Improve 

Learning, Self-Reliance & Progress 

Conceptual Curriculum Diagram – Art & Design National 
Curriculum for England 

Diagram: China, Expert Subject Group & NSEAD (2015) 

Knowledge Domains – Big Landscape of the Art & Design 
Curriculum Special Interest Group; after Taxonomy of  
Knowledge; Learning Domains; Bloom et al (1956)      
Diagram: Gast & NSEAD (2022) 

The experiential learning cycle, Kolb (1984) 
Diagram: The Experiential Learning Cycle; 
McLeod (2013), as cited in Experiential 

Learning Cycle Model 

The BSCS 5E Instructional Model – Origins and Effectiveness, 
Bybee et al (2006); Diagram source: AASL Knowledge Quest (2013)  
knowledgequest.aasl.org/the-5-es-of-inquiry-based-learning/ 

Taxonomy of Learning –Taxonomy of 
Educational Objectives; Bloom (1956) 
Diagram: Gast (2015) Revised framework 
after Anderson & Krahtwohl (2001) 

Creative Habits of Mind Wheel – Centre for Real World Learning, 
Claxton, Lucas & Spencer (2013)  
Diagram: Gast. Revised with Attributes & Behaviours, after Claxton, 
Lucas & Spencer (2022) 

The Creative Process – Poster (2018)  
Diagram: TES Resources - Creative Commons ‘Sharealike’ 
tes.com/teaching-resources/creative-process-poster-11971601 

Learning Behaviours Model –  
Education Endowment Foundation (2020)  
Diagram: EEF, (2020) 

Social Cognitive Learning Theory, Bandura (1986)  
Diagram: Gast. (2023) after Pajares (2002) 

Craft-design Collaboration Process – adapted from The Co-creation Process.  
Sanders & Stappers (2008)  
Diagram: Tung. International Journal of Design, after Sanders & Stappers (2012) 

Content, Form, Process & Mood – Conceptual 
structure for discussing art & artefacts, Taylor (1993) 
Diagram: Gast (2022) after Taylor  

The Creative Process Journey is Connected, Fuzzy and Non-linear  
Diagram: Gast. (2023) after The Virtual Instructor (2015) 

Critical Thinking in the Arts – Cognition and the Curriculum 
Reconsidered, Eisner (1994); Revised by Siegesmund (2000), 
 A Cycle of Artistic Inquiry  
Diagram: Gast, after Siegesmund (2021) 

Big Landscape    
 

The Overview 

The Art & Design Studio 
▪  A stimulating Environment 

▪  A Creative Learning Space 

▪  Specialist Areas of Practice/Zones 

▪  Digital Learning Resources 

▪  Supports Independent Learning 

▪  Career & Creative Industry Info. 

 

Facilities that support & promote: 

▪  Innovation & Spontaneity 

▪  Flexible Thinking & Learning 

▪  Risk Taking for Creativity 

▪  Experiential learning 

▪  Disability & Anti-ableism 

▪  Modelling & Exemplification 

▪  Scope for Virtual/Blended learning 

▪  Display for Learning 

▪  Artefacts & Resources for Learning 

▪  Exhibition & Celebration 

▪  Working Independently & Teams 

▪  The role/use of Artificial Intelligence 

▪  Health & Safety embedded 

Conceptual & Technical Development 
Perception/Conception - Meaning Making - Issues 
focused - Risk-taking - Playful - Ambiguity - Truth. 

 

The Artistic Elements – 2D, 3D &  Virtual. 
Colour Theory & colour mixing. Surface Pattern & 
Print, Cast & Armature, Construct in sheet & form. 

Compositional Rules (Crop, Centre, Symmetry, Thirds, 
Odds, Depth, Frame in Frame, Golden Circle, Leading 

Lines & Proportion) Scale & Ratio. 
Perspective (Plan, 1, 2 & 3 Point, Foreshortening & 
Dynamic). Balance, Harmony, Contrast, Emphasis, 

Pattern, Rhythm, Movement & Abstraction, 
Representation, Non-representation & Image Capture. 
Physical/Virtual Sketchbook & Model to design, think, 
plan/resolve & determine action – Creative Process. 

 

Western/Non-Western & other cultural traditions.    
Museums, Galleries, Exhibitions (artistic forms, periods, 

styles, genres, movements, cultures. 
Careers & breadth of the Creative Industries 

 

Functions of Drawing: 
Perception/Communication/Invention/Manipulation 

 

Core & Threshold Concepts 
 
 

 

 
Knowledge & 

Understanding 
 

Informs development & control of:  
The Artistic Elements, Scale, 

Composition, Perspective, Dynamics, 
Physical, Analytical, Representative/ 
Descriptive & Expressive qualities. 

 

They inform the selection & choice  
of Tools, Media, Equipment, 

Materials, Techniques & Processes. 
 

As Knowledge & Understanding is 
acquired/constructed, this should   
be used to inform the analysis & 
response to works of art, craft & 

design, other media & information - 
building Creative & Cultural Learning 

- to inform Creative Outcomes. 

Creative Skills 
 

Practical Skills are developed through Applied Knowledge &  
Iteration. They are essential to the Technical & Aesthetic 

Improvement necessary for development of sophisticated 
control (Mastery). Skills are Integrated into activities to enable 

pupils to acquire, practise & improve as they create visual, 
physical, tactile, conceptual, digital & virtual works.  

 

Developing increasing control of Fine/Gross motor skills, 
Dexterity, Expression, Fluency, Accuracy & Iteration, by      

making creative Connections, understanding the value of Risk.  
 

Creativity 
Emphasising Divergent over Convergent thinking to develop   

& apply original, imaginative & inventive ideas in the creation 
of outcomes which have value.  Exploring Connections, 

Coincidence, Dissonance, Random & Ordered Juxtaposition, 
working in the Creative Flow to organise, present & inform 

concepts & ideas, outcomes & ‘Meaning Making’.  

Thinking, Dispositions Attitudes & Attributes 
supporting Creative Habits of Mind 

 

Develop Learning Behaviours, Habits & Routines of Young Creatives  
 

Develop intellectual & personal behaviours & dispositions to promote:  
Courage, Curiosity, Listening, Questioning, Conceptualising, Reasoning, 

Imagining, Defining, Analysing, Synthesising, Risk-taking, Resilience, 
Speculating, Tolerance, Respect, Self-confidence, Integrity, Empathy, 
Personal Responsibility, awareness  & response to Prejudice & Bias. 

 
Develop the thinking capacities of: 
   Critical & Creative Thinking        Cognition & Metacognition  
   Personal Learning & Thinking Skills           Learning to Learn  
   Collaborative Thinking & Action         Critique   

Developed through: Reasoning, Evaluating, Information Processing, 
Thinking & acting Imaginatively, Flexibly with managed Risk. Use 
Problem Solving to inform their Design Processes.  Be Resourceful, 
Resilient, Reflective, Reciprocal & Responsible as a learner.   
 

Big Landscape of the art & design curriculum  
This poster version sets out just one layer of the NSEAD Big Landscape Website, as guidance which visually classifies and maps the scope of potential curriculum content. This has been created as an 
aide-memoire to inform discussion and debate on curriculum design, planning, pedagogy and learning approaches, alongside supporting research for individuals and professional development of teams. 

© NSEAD Big Landscape: Special Interest Group - Definition of Best Practice v2  2024   

  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

WHAT? 

WHAT might the 
scope and breadth of 
the subject be in: 
▪ PRIMARY 

▪ SECONDARY 
 

WHAT does pupil 
Entitlement mean? 
 

WHAT adds Breadth & 
Depth to knowledge, 
understanding & 
skills?  
 

A subject that is 
Concept and not 
Content Driven 
 

A subject that is 
evolving/changing 

Developing learning 
habits & behaviours   
to promote creativity  
 

A Curriculum formed from broad 
experiential opportunities in varied media, 
processes and techniques, alongside  
rigorous  cognitive challenges, to inform 
ideas, discourse, practical and creative 
challenges, with respect for other cultures. 
 

Using Projects,  Briefs & Assignments: 
•To organise the learning experience 

through tasks & contextual information.  
•To determine the Knowledge  &  skills to 

be acquired/developed/gained. 
•Use assessment to improve outcomes, 

understanding & improve progress. 
 
▪ Increasing the Challenge 
▪ Clear Learning Intentions & 

success criteria 
▪ Convergent/Divergent goals 
▪ Assessment for Learning 
▪ Developmental feedback 
▪ Flexibility of thinking & action 
▪ Progression in learning 

 

Knowledge Development 
 

 

Practical, Theoretical & Disciplinary 
Knowledge is Powerful, informing art 

making & the application of broad 
cultural understanding to inform 
creative action & skill building. 

 
 

4  Knowledge Domains informing learning: 
 

▪ 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) 

 

HOW? 
PEDAGOGY 
 

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

 
These illustrations  or 
visual models,  exemplify 
concepts  for the 
organisation of thinking 
about learning processes 
to support teaching  
 
 

Pedagogical models,  
learning approaches  
& paradigms  may    
inform best practice. 
 
 

Learning & Knowledge models Curriculum models 

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

WHY are Aspects, 
Themes & Dimensions 
so valuable when 
promoting Creative, 
Critical Thinking & 
Action and used to 
inform  creating, 
designing & making? 

Aspects 
▪  Creativity & Innovation 

▪  Explore Curriculum Links 

▪  Digital & Visually Literate 

▪  Literate & Numerate 

▪  Communication 

▪  Career Opportunities 

▪  Enjoyment - Lifelong Learning 

▪  Equity, Diversity & Inclusivity 

▪  Develop Wisdom & Kindness 

▪  Celebrate success 

▪  Manage own learning 

▪  Mental Wellbeing 

▪  Disability Arts awareness 

Curriculum Themes & Dimensions 
 

▪  Local & Global Dimensions - Empathy 

▪  Issues & Human Rights – Conflict Resolution 

▪  Interdependence – Sustainable Development 

▪  Economic Understanding & Employability 

▪  Disability Arts 

▪  Healthy lifestyle – Mindfulness – Compassion 
 
Cross-curricular Links: 

o Language, Literacy & Numeracy 

o Spiritual, Moral, Social Cultural Development 

o Citizenship & Society 'British’ & UK values 

o Race & Racism - Equity, Diversity & Inclusion 

o Personal & Physical Development 

o Environmental Awareness & Sustainability 

Cultural Development  
(Cultural Capital) 

 

To achieve the broadest cultural 
development possible, making 

connections between issues & across 
subjects, connected with practice to 

promote awareness & enjoyment 
through: Art & Design, Music & 

Performance, Drama, Theatre & Dance, 
Literature, Classics, Humanities, 
Mathematics & the Sciences to 

Inform/promote plurality, so that 
Critical & Contextual knowledge 

contributes to success. 
Contextualise learning & work 

Respectfully making Connections 
between all knowledge & information. 
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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.  
 

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

Links to information about: 
▪ Examinations 
▪ Assessment 

ENGLAND SCOTLAND 

N. IRELAND WALES 

HOW? 
How will students 
learn? 
 

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

Regional Art & 
Design Curriculum : 

• England Gov.UK 

• Wales HWB 

• N. Ireland CCEA 

• Scotland SQA 
 

HOW might our 
curriculum promote 
better learning?  

• Engage & Inform 

• Excite & Inspire 

• Challenge 

• Fun/Playful 

 
 

Conceptualize, Develop, Design & Create Expressive 
Outcomes that are increasingly original. Engage with artistic 
elements as a visual language to explore the grammar of art.    
Explore personal intentions, signs & symbols to make 
meaning, defining your own aesthetic, understanding & 
applying commonly agreed aesthetic conventions. 
Investigate & Experiment with media, materials, creative 
processes & techniques to develop knowledge, refine skills  
& apply their understanding to create original outcomes. 
 
CREATING: image, sculpture, portrait, landscape, mural, 
illustration, still-life, abstraction, virtual, print, film & 
photography, perspective, installation, conceptual work. 

 

 
 

Making with increasing levels of skill using hands & tools.   
To Craft an outcome. Respect for and response to 
materials, techniques and the development of skills. 
Explore Bespoke, Commissioned and Small Scale 
Production/ Edition outcomes with  sensitivity to 
material, the tactile & expressive qualities of process & 
technique. Explore Function & Non-functional products. 
 
MAKING: ceramic, pottery, glass work, textile, applique, 
embroidery, garment construction, weaving, jewellery, 
monoprint, block print, screen print, batik, paper-craft, 
assemblage, automata, decoupage, collage & casting. 

 

 
 

Applying Creative Design Processes as part of a ‘designerly 
thinking’ approach to creative, conceptual, original, applied  
& real-world contexts - using digital, physical & tactile media. 
Explore & investigate Creative, Personal, Social,  Ethical, 
Environmental & Sustainable challenges  to tackle Aesthetic, 
Functional and Real World design problems. Design should 
model problems of form & function, making & manufacture.  
 
DESIGNING: Image (created, printed, virtual & manufactured), 
mural, object, installation, product, construction, poster, signs 
/ symbols, typefaces, web, screen, virtual,  photography, film, 
animation, cards, packaging, theatre, architecture & display. 

Conceptualist      Fine Art – Artist      Creative      Craft – Maker       Product Maker      Design – Designer      Architect       Media Designer 
 

Conceptual Models Teaching Models 

CULTURE GENERATING & CULTURE USING : Critical & Contextual Studies - Critique - Looking at pictures & objects - History of Art, Craft & Design - Exploring Aesthetics (principles of beauty & taste) 
Develop Knowledge, Understanding & Response to the work of (selected, significant, relevant) Artists, Designers, Creatives & Makers, Disability arts.  Question what is Great Art?  Introduce understanding of Periods, Movements, 
Styles, Genres & Cultures 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 
creation of outcomes in art, craft & design.  Avoid Plagiarism, Cultural Plundering or uncritical Appropriation. Development of deeper & wider understanding about the works studied & contexts in which the work is/was created. 

 

England DfE – www.gov.uk 
• Develop ideas, explore & work creatively 
• Make art & design / improve proficiency 
• Evaluate & critically analyse to inform practice 
• Develop Knowledge about & how to… 
Scotland SQA – www.sqa.org.uk  
• develop & use skills creatively & expressively 
• develop understanding of expressive & design 

processes 
• develop & refine creative ideas 
• problem-solve & evaluate creative processes 
• analyse &  critically reflect on other artists & 

designers' work 
Wales HWB – https://hwb.gov.wales   
• Develop Skills & Range 
• Understanding, Investigating & Making  
N. Ireland CCEA – www.ccea.org.uk 
• Research & manage information 
• Show deeper artistic understanding 
• Demonstrate creativity & initiative 
• Work effectively with others 
• Demonstrate self-management 
• Communicate effectively 

2D           Drawing/Sketching        Painting               Collage                 Printmaking/Monoprint                Sketchbooks/Journals            Chemical Photography 
Investigate, Experiment, Explore, Iterate, Imagine, Ideate, Express, Respond, Revise, Improve, Evaluate, Problem solve, Conceptualise, Edit, Design, Create & Make :- Explore drawing, mark-
making, painting using a range of tools/techniques for Two Dimensions in Dry (Pencils, graphite, charcoal, pastels, dry-brush) & Wet (wash, watercolour, ink, pen, paint, splatter) media. 
USING: Pencils, Graphite, Ink, Paints (water, tempera, Gouache, acrylic & oil paints), Pastels, Charcoal, Brushes, Pens, Glue, Lino, Scissors, Markers, Sketchbooks/Paper/Board/Canvas. 
To:  Sketch, Draw, Draft, Illustrate, Paint, Pattern, Print, Stencil, Cut, Stick, Assemble, Analyse, Explore, Express, Detail, Explain, Annotate, Research, Respond, Iterate, Review, Evaluate & Make. 

3D     Sculpture     Ceramics         Assemblage      Theatre Design     Jewellery    Construction         Textiles/Weaving         Appliqué      3D Design 
Research, Express, Investigate, Create, Design, Imagine, Ideate, Experiment, Model, Refine, Improve, Craft & Make skilfully in diverse media, using hands, tools & equipment to Form :- 
USING: Card, Paper, Plaster, Clay, Wood (sheet, block timber, limb), Plastics, Resin, Stone, Metal (sheet, Wire, Chicken-wire/mesh), Found Materials, Fabrics, Yarns, Fibres, Glue, Adhesives. 
To: Carve (reductive), Construct (additive), Fabricate, Stack, Laminate, Cast, Mould, Assemble, Beat, Bend, Form, Weave, Sew, Stitch, Embroider, Stencil, Print, Sketch, Draw, Design, Plan, 
Model, Prototype, Test, Explain, Research, Respond, Review, Evaluate, Interact, Function, Action/Animate - Cut, Stick, Join, Tie, Tape, Nail, Screw, Rivet, Weld, Solder, Weave, Wrap & Bind. 

 

Design        Graphics/Advertising              Surface pattern             Illustration        Typography/Lettering     Packaging             Signs/Symbols/Logo Design 
Research/Investigate, Imagine, Iterate, Ideate/Imagine, Refine/Edit, Explore, Evaluate, Prototype, Model, Design & Make – applied & real-world products which Communicate/Function:- 
USING: Digital, Virtual & diverse physical media, Inks, Paints, Markers, Fine-Line, Flat colour, Paper, Card, Board, Film, Chemicals, Fabric, Print, Silk-screen, Stencil, Batik, Plastics, Tape, Stamp. 
To: Draft, Sketch, Design, Cut, Crease, Fold, Prototype, Illustrate, Select, Paint, Colour, Construct, Assemble, Communicate, Explain, Research, Respond, Iterate, Review, Evaluate.   Carry out 
process steps in: Brief analysis, Market Research, Mood-boarding, Ideation, Thumbnailing, Concept Development, Visual Exploration, Concept Refinement, Client Interaction & approval. 

 

BREADTH & BALANCE :  Interdisciplinary - A range of materials - Processes & Techniques - Use Sketchbooks/Journals to record, design & support creativity 
Develop knowledge, skills & understanding  by applying the Artistic Elements of: Line, Shape, Tone, Colour, Pattern, Texture, Space & Form - when creating outcomes using a range of 
visual, physical & virtual media, or conceptual processes & techniques.   Develop Knowledge, Understanding, Proficiency & Control of skills through e.g. applying rules and principles of 
Colour, Composition, Perspective, Proportion & Scale - Working from Observation, Memory & Imagination, working with e.g. research/study, sketchbook/journal, photos, maquettes & 
design studies to plan & create increasingly personal outcomes.    Work in: 2D, Graphic & 3D media, Textile/Tactile, Digital/Virtual, Conceptual, Print, Screen & Web based Media.   

Virtual/Digital                Image Manipulation             Digital Photography                  Web & App Design               Film, Animation & Time Based media                Typography 
Research, Investigate, Iterate, Imagine, Ideate, Design, Code, Refine, Edit, Explore, Express, Test, Model & Make for Print, Virtual, Web, Projection & Screen based applications :- 
USING: Researching, Designing, Creating, Iterating, Refining, Copying, Pasting, Layering with Computers, Cameras, Software/Apps, Image-processing, Multi-Media, Time-Based media To: 
Design, Plan, Code, Thumbnail sketch, Conceptualise, Visualise, Prototype, Illustrate, Select, Colour, Animate, Assemble, Communicate, Explain, Narrate, Respond, Review, Evaluate, Refine. 

Visual Literacy – Perception & Conception               Art History               Critical & Contextual Thinking      Applying the study of Art, Craft & Design 
Research, Study, Analyse, Classify, Label, Critique, Describe, Explain, Explore, Evaluate, Annotate, Respond, Review, Reflect, Write, Draft, Discuss, Label, Appreciate, Communicate, Qualify :- 
USING: Reading, Writing, Recording, Visual Research, Annotation, Scanning, Selecting, Explaining, Discussing, Evaluating - Learning from & applying this when ‘Meaning-Making’. Analysing the 
impact of social, cultural & other influences on the work & practice of artists/designers. Pupils define their own Aesthetic, Taste & Style, understanding the Aesthetic of diverse Cultures & Times. 

Subject matter 
• Landscape/Seascape/Environment 

• Figurative,  Life & Still-life, Nature 

• Narrative, Descriptive, Historic, 

Representation & Non-representation. 

• Decoration/Pattern/Ornamentation 

• Expressive/Responsive/Interpretative 

• Abstract/Conceptual/Symbolic/Issue- 

based/ Meaning/Satire/Comic/Street art 

• Cultural/Social/Humorous/Existential 
 

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

Conceptual Structures 
• Instruction, induction, deduction 

• Research & Investigation 

• Creativity & Personalised learning 

• Improving Memory & Imagination 

• Dialogic Learning, Discussion & Critique 

• Link new learning to knowledge 

• Threshold Concepts 

• Metacognition & Feedback to Improve 

Learning, Self-Reliance & Progress 

Conceptual Curriculum Diagram – Art & Design National 
Curriculum for England 

Diagram: China, Expert Subject Group & NSEAD (2015) 

Knowledge Domains – Big Landscape of the Art & Design 
Curriculum Special Interest Group; after Taxonomy of  
Knowledge; Learning Domains; Bloom et al (1956)      
Diagram: Gast & NSEAD (2022) 

The experiential learning cycle, Kolb (1984) 
Diagram: The Experiential Learning Cycle; 
McLeod (2013), as cited in Experiential 

Learning Cycle Model 

The BSCS 5E Instructional Model – Origins and Effectiveness, 
Bybee et al (2006); Diagram source: AASL Knowledge Quest (2013)  
knowledgequest.aasl.org/the-5-es-of-inquiry-based-learning/ 

Taxonomy of Learning –Taxonomy of 
Educational Objectives; Bloom (1956) 
Diagram: Gast (2015) Revised framework 
after Anderson & Krahtwohl (2001) 

Creative Habits of Mind Wheel – Centre for Real World Learning, 
Claxton, Lucas & Spencer (2013)  
Diagram: Gast. Revised with Attributes & Behaviours, after Claxton, 
Lucas & Spencer (2022) 

The Creative Process – Poster (2018)  
Diagram: TES Resources - Creative Commons ‘Sharealike’ 
tes.com/teaching-resources/creative-process-poster-11971601 

Learning Behaviours Model –  
Education Endowment Foundation (2020)  
Diagram: EEF, (2020) 

Social Cognitive Learning Theory, Bandura (1986)  
Diagram: Gast. (2023) after Pajares (2002) 

Craft-design Collaboration Process – adapted from The Co-creation Process.  
Sanders & Stappers (2008)  
Diagram: Tung. International Journal of Design, after Sanders & Stappers (2012) 

Content, Form, Process & Mood – Conceptual 
structure for discussing art & artefacts, Taylor (1993) 
Diagram: Gast (2022) after Taylor  

The Creative Process Journey is Connected, Fuzzy and Non-linear  
Diagram: Gast. (2023) after The Virtual Instructor (2015) 

Critical Thinking in the Arts – Cognition and the Curriculum 
Reconsidered, Eisner (1994); Revised by Siegesmund (2000), 
 A Cycle of Artistic Inquiry  
Diagram: Gast, after Siegesmund (2021) 

Big Landscape    
 

The Overview 

The Art & Design Studio 
▪  A stimulating Environment 

▪  A Creative Learning Space 

▪  Specialist Areas of Practice/Zones 

▪  Digital Learning Resources 

▪  Supports Independent Learning 

▪  Career & Creative Industry Info. 

 

Facilities that support & promote: 

▪  Innovation & Spontaneity 

▪  Flexible Thinking & Learning 

▪  Risk Taking for Creativity 

▪  Experiential learning 

▪  Disability & Anti-ableism 

▪  Modelling & Exemplification 

▪  Scope for Virtual/Blended learning 

▪  Display for Learning 

▪  Artefacts & Resources for Learning 

▪  Exhibition & Celebration 

▪  Working Independently & Teams 

▪  The role/use of Artificial Intelligence 

▪  Health & Safety embedded 

Conceptual & Technical Development 
Perception/Conception - Meaning Making - Issues 
focused - Risk-taking - Playful - Ambiguity - Truth. 

 

The Artistic Elements – 2D, 3D &  Virtual. 
Colour Theory & colour mixing. Surface Pattern & 
Print, Cast & Armature, Construct in sheet & form. 

Compositional Rules (Crop, Centre, Symmetry, Thirds, 
Odds, Depth, Frame in Frame, Golden Circle, Leading 

Lines & Proportion) Scale & Ratio. 
Perspective (Plan, 1, 2 & 3 Point, Foreshortening & 
Dynamic). Balance, Harmony, Contrast, Emphasis, 

Pattern, Rhythm, Movement & Abstraction, 
Representation, Non-representation & Image Capture. 
Physical/Virtual Sketchbook & Model to design, think, 
plan/resolve & determine action – Creative Process. 

 

Western/Non-Western & other cultural traditions.    
Museums, Galleries, Exhibitions (artistic forms, periods, 

styles, genres, movements, cultures. 
Careers & breadth of the Creative Industries 

 

Functions of Drawing: 
Perception/Communication/Invention/Manipulation 

 

Core & Threshold Concepts 
 
 

 

 
Knowledge & 

Understanding 
 

Informs development & control of:  
The Artistic Elements, Scale, 

Composition, Perspective, Dynamics, 
Physical, Analytical, Representative/ 
Descriptive & Expressive qualities. 

 

They inform the selection & choice  
of Tools, Media, Equipment, 

Materials, Techniques & Processes. 
 

As Knowledge & Understanding is 
acquired/constructed, this should   
be used to inform the analysis & 
response to works of art, craft & 

design, other media & information - 
building Creative & Cultural Learning 

- to inform Creative Outcomes. 

Creative Skills 
 

Practical Skills are developed through Applied Knowledge &  
Iteration. They are essential to the Technical & Aesthetic 

Improvement necessary for development of sophisticated 
control (Mastery). Skills are Integrated into activities to enable 

pupils to acquire, practise & improve as they create visual, 
physical, tactile, conceptual, digital & virtual works.  

 

Developing increasing control of Fine/Gross motor skills, 
Dexterity, Expression, Fluency, Accuracy & Iteration, by      

making creative Connections, understanding the value of Risk.  
 

Creativity 
Emphasising Divergent over Convergent thinking to develop   

& apply original, imaginative & inventive ideas in the creation 
of outcomes which have value.  Exploring Connections, 

Coincidence, Dissonance, Random & Ordered Juxtaposition, 
working in the Creative Flow to organise, present & inform 

concepts & ideas, outcomes & ‘Meaning Making’.  

Thinking, Dispositions Attitudes & Attributes 
supporting Creative Habits of Mind 

 

Develop Learning Behaviours, Habits & Routines of Young Creatives  
 

Develop intellectual & personal behaviours & dispositions to promote:  
Courage, Curiosity, Listening, Questioning, Conceptualising, Reasoning, 

Imagining, Defining, Analysing, Synthesising, Risk-taking, Resilience, 
Speculating, Tolerance, Respect, Self-confidence, Integrity, Empathy, 
Personal Responsibility, awareness  & response to Prejudice & Bias. 

 
Develop the thinking capacities of: 
   Critical & Creative Thinking        Cognition & Metacognition  
   Personal Learning & Thinking Skills           Learning to Learn  
   Collaborative Thinking & Action         Critique   

Developed through: Reasoning, Evaluating, Information Processing, 
Thinking & acting Imaginatively, Flexibly with managed Risk. Use 
Problem Solving to inform their Design Processes.  Be Resourceful, 
Resilient, Reflective, Reciprocal & Responsible as a learner.   
 

Familiarise and 
discuss



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

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

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

Using the Big Landscape : Peace and Planning for learning

- Consider other linked contexts in 
the Themes & Dimensions or the 
Aspects.

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

- Identify subject matter and what 
the outcomes will be.



Your Planning Activity

1. You have a copy of the: 

• Atlas &/or weblink
• A3 Planner and template

2. Work in a pair or triad.

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

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

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

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



Feedback:

thoughts,  questions 
&  suggestions…



Contact:

Book – see flyer

andrew.ash@ucl.ac.uk

pcarr8999@gmail.com

BL

michelegregson@nsead.org

sophieleach@nsead.org

gedgast@nsead.org

andrew.ash@ucl.ac.uk
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Organising & Presenting Information

- Highly Visual – Not just text.

- Organised by WHAT, WHY & HOW..

- Uses the Metaphor – (colour coded, 
bands, blocks, layers).

- Encourages Exploration.

- The WHAT : Subject Specific Content.

- The WHY : Contexts - include Curricular 
Links, Behaviours/Habits, Culture & 
Critical Thinking.
o Layers of info – Aspects, Themes, 

Dimensions, Cognition, Behaviours.- The HOW: Teaching, Learning & 
Pedagogy



Organising & Presenting Information

- Asking: WHAT… WHY… & HOW...

- Organising Information: (so it 
builds a curriculum picture & 
relationships in the user’s mind)

- Pathways: (through the bands, 
blocks, layers & graphics)

- Provides Feedback to Users

- Responsive: Prompts/Pop-Ups

- Adding: Breadth & Depth, Case 
Studies, Exemplars, Flexibility & 
Interactivity

- Links Developing: Research, 
Practice & Exemplars



What we Learn - Engaging the Community

- Must be Interactive (Hyperlinked - with 
increasing ‘Wiki’ functions)- Illustrative – Models & Exemplifies- Evolve & Change with Current Thinking 
& Subject Development- Vision, Values & Subject driven- Landscape Metaphor drives use- An Atlas - NOT a Map (makes it infinite)- Creativity - must prevent Orthodoxy - Language is Key: Definition, Clarity, 
Succinct, Solution Focused- Pedagogy Integrated



Synergies, Integration& Interactive : 
the next stage of Development

-Pedagogical & Conceptual 
Models – through member 
exemplification & case studies- Content Clarification: depth & 
breadth- Routledge Practical Guide- Using the Big Landscape: to Plan 
a Curriculum, Schemes of Work 
or Projects & Lessons- Interactivity – ‘Wiki’ type 
functions: driving member 
engagement, challenge, new 
content & sharing practice
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