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POSSIBLE OUTCOMES: examples of excellence
KNOWLEDGE ORGANISER
Art & Design 
Year 8 – 2D Studies (Half Term 1)
Topic: Near and Far

Key Knowledge 
DEVELOP ideas: AO1
You will learn:
 How to describe the use of Aerial Perspective in artworks
 About Impressionism (Berthe Morisot) and Post 

Impressionism (Van Gogh)
 How to explain connections between your own art and 

others
 How to carry out artist research making links to key art 

movements

EXPLORE ideas: AO2
You will learn:
 Mark-making - ways of creating texture and pattern through 

various tools/implements and repetition of gesture
 Collage: tearing, placement and assembling
 How to make an asymmetric composition which has balance, 

and visual interest.

RECORD ideas: AO3
You will study approaches to drawing which focuses on:
 How to create illusion of depth on a flat surface, including 

overlap, scale and aerial perspective.
 How to suggest form and depth through mark-making.
 How to record thoughts/observations in annotation.

PRESENT ideas: AO4
 Create a pleasing composition using compositional principles 

of asymmetry – Rule of Thirds. 

Tone The lightness or darkness 
of colour. This can be 
used to suggest 3D form 
or depth.

Depth The illusion of distance 
between the background 
and the foreground of a 
composition

Proportion The size of one element 
in relation to another.

Aerial
Perspective

The technique of creating 
an illusion of depth by 
depicting distant objects 
as paler, less detailed, 
and usually bluer than 
near objects.

Asymmetry Refers to anything that 
isn't symmetrical. Balance 
is the visual principle of 
making a design appear 
equally weighted 
throughout the 
composition.

Rule of Thirds A compositional device 
that helps artists create 
balanced asymmetric 
compositions

Post-
Impressionism

Art movement that 
developed in the 1890s. It 
is characterized by a 
subjective approach to 
painting, as artists opted 
to evoke emotion rather 
than realism in their 
work.

Prior Learning Check
 How to use a pencil to vary line qualities and show texture
 Controlling pressure/ space to create tone
 How to check accuracy using shape and proportion
 How to compose using symmetry
 How to describe artworks using the Formal Elements

Motor Skills 2: Mark Making

Motor Skills 1: Tone and Mark

Motor Skills 3: Mark Making



COMPUTER SCIENCE 1



COMPUTER SCIENCE 2



COMPUTER SCIENCE 3



ENGLISH 1 



ENGLISH 2 



GEOGRAPHY 1



GEOGRAPHY 2



HISTORY 1



HISTORY 2
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SCIENCE 1



SCIENCE 2



SPANISH 1



SPANISH 2



SPANISH 3



SPANISH 4
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