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KNOWLEDGE ORGANISER
Art & Design 
Year 9 – 2D Studies (Half Term 1)
Topic: Toys and Games

Key Knowledge 
DEVELOP ideas: AO1
You will learn:
 The role of the Renaissance in shaping Western art 

traditions.
 The principles of Linear Perspective.
 About Photo-realists and/or Cubist artists.
 To develop existing skills with comparative and 

recount/report writing. 

EXPLORE ideas: AO2
You will learn to:
 Compose using cut-off, scale and the Rule of Thirds for 

spatial and pleasing effect.
 To render with pencil, biro and colouring pencil

 RECORD ideas: AO3
You will study approaches to drawing and painting which 
focus on:
 How to create illusion of depth on a flat surface, using 

linear perspective.
 How to suggest form and depth through tonal and 

chromatic blending.
 How to record thoughts/observations in annotation.
PRESENT ideas: AO4
 Create a pleasing composition using Compositional 

principles of asymmetry –Rule of Thirds. 

1. Linear Perspective The technique of creating an 
illusion of depth by using 
vanishing points and 
converging lines. Invented 
by Italian architect 
Brunelleschi in the early 
1400s

2. Renaissance (1400-1600) A period of cultural rebirth 
in Europe that marks the 
transition from the Middle 
Ages to modernity. Without 
the Renaissance, Europe 
would never have the rich 
culture that it has now.

3. Cubism An early 20th century 
movement in which multiple 
vantage points were used  to 
fracture images into 
geometric forms and 
subvert traditional ideas of 
depth.

4. Photorealism (1960s-
present)

A movement which employs 
an extremely realistic style 
of painting or drawing, in 
which the artwork is based 
entirely on a photograph

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

6. Render The process of creating the 
effects of light, shade and 
light source to achieve 
contrast in drawings

7. Contour Lines that are used to define 
the shape or form of an 
object

Prior Learning Check
 Understanding of colour theory: colour wheel, 

cool/warm, harmonious/complementary
 How to use a pencil to create tonal range and surface 

(texture)
 Use of contour lines to suggest 3D form
 How to use symmetry to scaffold drawing
 How to use asymmetry to compose imagery
 How to describe artworks using the Formal Elements

POSSIBLE OUTCOMES: examples of excellence

Motor Skills 1: Tonal Gradients

Motor Skills 2: Form and Contour Gestures

Controlling pressure, layering and mark to create 
seamless transitions between tone without smudging
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