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2 Select the best and join together ideas BEDO7 A T7ERRL. ThoE—#ITSMLET
Circle the best ideas 4 — VI &REDTATT
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4 Thumbnail compositions AR A JLEAR Y
thumbnails ¥ L1 )L x 8% = %
5 Rough copy THZ
drawing H#&ME x 25% = %
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NOTE: If you simply copy a picture from the internet, your mark drops to 25%.
FEHLTF, BITAUA—RIMSEBREIE—T DB AL, HIE-DT—II1F 25%ITETLET,



Generate ideas 74T 7Z4ERLET !

Use lists, a web map, or simple drawings to come up with a LOT of ideas! If you already have an idea in
mind, choose that as your central theme and expand upon it. Let your ideas wander - one idea leads to
another. Drawings can be details of source images, different viewpoints, textures, technical experiments,
etc.
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Adding up points for ideas 74T 7 D= DRA P EBMLET :

Number of words EEN#H —-_ +3=_ %
Number of simple sketches fERZRA 7Y FDH—>_ x2%=__ %
Number of better sketches KYBWWRTyFDEH— _ x4%=__ %



Select the best B N)ER

Draw circles or squares around your best ideas HEE=OEREDTAT7eRDICACEEREREEY
[0 You have selected the best 3-7 ideas = 5% HLEEBRBED3-7TOTAT7EBIRLTLS 5%

Link the best into groups ¥ IL—FIZREZ)>H
Draw dashed or coloured lines to link your best ideas into groups that could work well together
F—RIBEBNTEDDY VLT HBI-DHREDTATTE )T 5-OICHRF - FRASTOREBELET,

O You have joined the best ideas with lines =5% &%71-I&, = 5% TREDTZAT7ISSMLTLET



Print references EIRlJ)27L >R

Print SIX reference images so you can accurately observe the challenging parts of your artwork. Taking and
using your own photographs is preferred, but image searches are also fine.
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Do not simply copy a picture that you find. The idea is to edit and combine source images to create your
own artwork. If you simply copy a picture, you are plagiarizing and will earn a zero for your idea generation
and any criteria involving creativity in your final artwork.
BICHEEMROGTECLBEIE—LLENTESVNT A T 7 ERmETSHETI L. HhUE-BHEOT7— T —IZERT
BT V—RAA—DERREATVET, Haf=E. BICEBZIE—TL5E(E. BRI, HET-OT7ATT7EER
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Up to half of your pictures may be of drawings, paintings, or other artworks of others to use as inspiration.
The other images must be realistic photographs.

HEOBEEDFRETEAVAREL—2aVELTHERTHRME. KRB, EOMDERTHOTHELNTY  thDERIF.
HEMLGBEETRITNIERYEE A,

You must hand in the printed copy of the images to earn the marks.
HEIET—VFEET L5012 BROMRBIESN-OE—ICFRITIEEVER A,

Number of reference photos 8EEHEDH I — x 5% = %



Thumbnail compositions HY-LARA LR

e  Create TWO or more thumbnail drawings anywhere in the idea development section.
ECISTETAT7 ORI A TREO Y LARAIL DU EEERLET .

e  These should be based on combinations of ideas that you come up with. Include your background.
INSEHLEEDARBIMIKDTAT T DHAEOEICEIRETT . HU-DERETEHET,

e  Experiment with unusual angles, viewpoints, and arrangements to help make your artwork stand out.
ANT~DEBIOAE. R, TLTTLUDEHLT, $B=0O7—+I—V%BiI-EFT,

e  Draw aframe around your thumbnails to show the edges of the artwork.
T—bhT—=0DTyOZRT =0, HET-DH LRAILDEYICTIL—LEEEET,

Adding up points for THUMBNAIL drawings ¥ AR JLEEO RS MENE
Number of thumbnail drawings Y AR A ILEEDH - _ x8% = %




Rough drawing S|
e  Take the best ideas from your thumbnails and combine them into an improved rough copy.
HEI=DY LRAIDOEEDTAT7ERY . HESTAIE—ITThLElBAELEET.

e  Use this to work out the bugs and improve your skills before you start the real thing.
HETIEARYERB T DRNNTESIFL, HEF=DRAF )L ERLEIEL-HIC. ChEFERALET,

e  If you are using colour, use paint or coloured pencil to show your colour scheme.
HRI=DHAZ—AX—LERTTDICE, B FREHOBRELEALTLDIES,

e  Draw in aframe to show the outer edges of your artwork.
T—bO—0DNGERTT=HIZ. TIL—LRNITHBELFET

° Remember to choose a non-central composition.
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Examples of ROUGH drawings @ a#i
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