
Criteria for your finished exam project:

20% - Idea development
15% - Creativity & observation

15% - Technique for your materials
20% - Texture

20% - Composition
10% - Goal setting and progress

Final Project
 
____/10 Idea development 

Development so far: ________

____/10 Goal setting/work in progress

Viktoriia Svyrydenko, Spring 2025

Matt Inkpen, Spring 2025

Leon Pacanan, Spring 2025

Gabriel Correia, Spring 2025

Kalousi Nacro Garo, Spring 2025 Zoey Berezowski, Spring 2025

Sarah Hasener, Spring 2025

Paetra Van Ritchie, Spring 2025

Mariah Wentzell, Spring 2025

Claire Mercier, Spring 2025

Avery Comeau, Spring 2025



Idea

Generation

Use the same criteria as the graphic organizers: (25 pts total )

6 pts — total number of ideas

1 pt — recording the number of ideas

2 pts — selecting and connecting the best ideas

Creativity &

Observation

Technique

for

Medium

• Effective use of contour, detai l ,

proportion

• Shading with smoothness and

blending

• Use of detai l and contrast to show

depth

• Effective use of detai l , proportion,

l ight and dark

• Effective paint mixing, blending, and

appl ication

• Use of detai l , contrast, and

warm/cool colours to show a sense

of depth

Texture • A wide variety of different kinds

of marks

• High qual ity with each kind of

mark

• Complex and wel l -executed

pattern

• Wel l -observed real istic texture

• A wide variety of different kinds of

marks

• High qual ity with each kind of mark

• Complex and wel l -executed pattern

• Wel l -observed real istic texture

• Painterly brushstrokes

Composition

Peer

Feedback

• Specific, detai led suggestions for improvement for others in your class

• Fol low the instructions on the handout

Drawing Painting

20%

15%

15%

20%

20%

10%

Evaluation Criteria for the Final Project

• Aim for: complex, emotional , ground-breaking, insight, original ity,

qual ity, respectful or the subject, sensitivity, uniqueness, unusualness,

and wel l -observed

• Non-central composition • Wel l -balanced with respect to

texture, shape, l ine, l ight and

dark, and colour



6 pts — reference drawings

4 pts — thumbnai l compositions

6 pts — developmental sketch

Fol low the instructions in your idea generation booklet.

• Effective use of detai l , proportion, l ight and

dark

• Effective crisp, precise carving

• Crisp-edged prints with smooth and

consistent areas of ink.

• Strong and durable construction

• Wel l -crafted surface qual ity: wel l -smoothed

and clean textures

• Great handfeel

• A wide variety of different kinds of marks

• High qual ity with each kind of mark

• A variety of different l ine weights

• Wel l -observed real istic texture

• A wide variety of different kinds of marks

• High qual ity with each kind of mark

• Complex and wel l -executed pattern

• Wel l -observed real istic texture

• Wel l -balanced in three dimensions

• Balance of shapes, texture, and pattern

• Wel l -balanced weight in the hand

• Specific, detai led suggestions for improvement for others in your class

• Fol low the instructions on the handout

Printmaking Sculpture

Visual Arts 1 1

• Your artwork should be unusual and

creative and/or insightful ly observed with

care

• Your artwork should clearly communicate

your idea without non-visual explanation

• If created in colour, the artwork should hold

to a specific colour scheme: complementary,

analogous, spl it complementary, or — less

effectively — triad, rectangular, square.



ビジュアルアーツの語彙 11
Analogous colours groups of colours that are next to each other on the colour wheel
類似色 カラーホイール上で隣り合う色のグループ

Colour composition the arrangement of colours in an artwork
色の構成 作品内の色の配置

Colour scheme the balanced choice of colours in an artwork
カラースキーム アートワーク内のバランスの取れた色の選択

Colour wheel a circle of coloured sections that shows the relationships between colours
カラーホイール 色の間の関係を示す色付きのセクションの円

Complementary colours colours that are opposites on the colour wheel
補色 色相環上で反対の色

Composition the arrangement of things in an artwork
構成 芸術作品の中の物事の配置

Cool colours colours that are calm and soothing, such as blues and greens
クールな色 ブルーやグリーンなどの落ち着いた色

Creativity ideas that are useful, unique, and insightful
創造性 有益で、ユニークで、洞察力に富んだアイデア

Cross-hatching drawing using close parallel lines that cross each other at an angle
クロスハッチング ある角度で交差する近い平行線を使用して描画する

Cyan a greenish-blue colour that is one of the colour primaries
シアン 原色の1つである緑がかった青の色

Dry brush painting creating scratchy brushstrokes using a brush that is mostly dry
ドライブラシ塗装 ほとんど乾いたブラシを使用してチクチクとしたブラシストロークを作成する

Dull colours colours that are weak, and not very vivid
くすんだ色 色が弱く、あまり鮮やかではない

Hatching drawing using close parallel lines
孵化 近い平行線を使用して描画する

Idea development a process that is used to create useful, insightful, and unique ideas
アイデア開発 有益で洞察力に富んだユニークなアイデアを生み出すために使用されるプロセス

Intense colours colours that are strong and very vivid
強烈な色 強くてとても鮮やかな色

Magenta a reddish purple (hot pink) that is one of the colour primaries
赤紫色 原色の一つである赤紫（ホットピンク）

Negative space the shape of the space between the things you would normally look at (the positive
space)

ネガティブスペース あなたが普段見ているものの間の空間（ポジティブスペース）の形

Pointillism drawing or painting with small dots or dashes
点描法 小さな点や破線で描画またはペイントする

Positive space the contour of the things you would normally look at



ポジティブスペース 普段見ている物の輪郭

Primary colour a colour that cannot be mixed using other colours, for example: cyan, yellow, and
magenta

原色 他の色と混合できない色 (例:シアン、イエロー、マゼンタ)

Reference images photographs you look at carefully so you can make a better artwork
参考画像 写真を注意深く見ると、より良いアートワークが作成できます

Secondary colour a colour that is created by mixing two primary colours, for example: red, green, and
blue

二次色 2つの原色を混合することによって作成される色 (例:赤、緑、青)

Split complementary colour scheme a colour scheme using one base colour, and two colours on either side of
the complementary

分割補色スキーム 1つの基本色とその補色の両側に 2つの色を使用する配色

Square colour scheme a colour scheme in which colours are balanced around the colour wheel in the
shape of a square

正方形の配色 正方形の形をしたカラーホイールの周囲で色のバランスがとれた配色

Stippling drawing using small dots
点描 小さな点を使って絵を描く

Texture drawing that looks the same as what it feels like
テクスチャ 感じたことと同じように見える絵

Thumbnail drawings small drawings that are used to develop the composition of an artwork
サムネイル描画 芸術作品の構成を発展させるために使用される小さな図面

Triangle colour scheme a colour scheme in which colours are balanced around the colour wheel in the
shape of a triangle

三角形の配色 三角形の形をしたカラーホイールの周りで色のバランスがとれた配色

Warm colours colours that are suggestive of heat or passion: yellows, oranges, and reds
暖色系 熱や情熱を連想させる色：黄色、オレンジ、赤

Wet-on-wet painting adding a different colour of wet paint to a painting that is already wet
ウェット・オン・ウェット塗装 すでに濡れている絵に別の色の濡れた絵の具を追加する



1 . Al low events to change
you.
You have to be wi l l ing to grow. Growth is

d ifferent from someth ing that happens to

you. You produce it. You l ive i t. The

prerequisi tes for growth: the openness to

experience events and the wi l l ingness to be

changed by them.

2. Forget about good.
Good is a known quanti ty. Good is what we

al l agree on. Growth is not necessari ly good.

Growth is an exploration of un l i t recesses

that may or may not yield to our research. As

long as you stick to good you' l l never have

rea l growth.

3. Process is more
important than outcome.
When the outcome drives the process we wi l l

on ly ever go to where we've a lready been. I f

process drives outcome we may not know

where we’re going, but we wi l l know we

want to be there.

4. Love your experiments
(as you would an ugly
child).
J oy is the engine of growth. Exploi t the

l iberty in casting your work as beautifu l

experiments, i terations, attempts, tria l s, and

errors. Take the long view and a l low yoursel f

the fun of fa i lure every day.

5. Go deep.
The deeper you go the more l ikely you wi l l

d iscover someth ing of va lue.

6. Capture accidents.
The wrong answer is the right answer in

search of a d ifferent question. Col lect wrong

answers as part of the process. Ask d ifferent

questions.

7. Study.
A stud io is a place of study. Use the necessi ty

of production as an excuse to study.

Everyone wi l l benefi t.

8. Drift.
Al low yoursel f to wander a imlessly. Explore

ad jacencies. Lack judgment. Postpone

cri ticism.

9. Begin anywhere.
J ohn Cage tel l s us that not knowing where to

begin is a common form of para lysis. H is

advice: begin anywhere.

1 0. Everyone is a leader.
Growth happens. Whenever i t does, a l low it

to emerge. Learn to fol low when it makes

sense. Let anyone lead.

1 1 . Harvest ideas. Edit
applications.
I deas need a dynamic, flu id , generous

environment to susta in l i fe. Appl ications, on

the other hand, benefi t from critica l rigor.

Produce a high ratio of ideas to appl ications.

1 2. Keep moving.
The market and its operations have a

tendency to reinforce success. Resist i t. Al low

fa i lure and migration to be part of your

practice.

1 3. Slow down.
Desynchronize from standard time frames

and surprising opportun ities may present

themselves.

1 4. Don’t be cool.
Cool is conservative fear dressed in black.

Free yoursel f from l imits of th is sort.

1 5. Ask stupid questions.
Growth is fueled by desire and innocence.

Assess the answer, not the question. Imagine

learn ing throughout your l i fe at the rate of an

infant.

1 6. Collaborate.
The space between people working together

is fi l led with confl ict, friction, strife,

exh i laration, del ight, and vast creative

potentia l .

1 7. ____________________.
I n tentiona l ly left blank. Al low space for the

ideas you haven’t had yet, and for the ideas

of others.

1 8. Stay up late.
Strange th ings happen when you’ve gone too

far, been up too long, worked too hard, and

you're separated from the rest of the world .

1 9. Work the metaphor.
Every object has the capacity to stand for

someth ing other than what is apparent. Work

on what i t stands for.

20. Be careful to take risks.
Time is genetic. Today is the ch i ld of

yesterday and the parent of tomorrow. The

work you produce today wi l l create your

future.

21 . Repeat yourself.
I f you l ike i t, do it aga in . I f you don’t l ike i t, do

it aga in .

22. Make your own tools.
Hybrid ize your tools in order to bui ld unique

th ings. Even simple tools that are your own

can yield entirely new avenues of

exploration . Remember, tools ampl ify our

capacities, so even a smal l tool can make a

big d ifference.

23. Stand on someone’s
shoulders.
You can travel farther carried on the

accompl ishments of those who came before

you. And the view is so much better.

An Incomplete Manifesto for
Growth - Bruce Mau

(www.brucemaudesign.com)



24. Avoid software.
The problem with software is that everyone

has it.

25. Don’t clean your desk.
You might find someth ing in the morning that

you can’t see tonight.

26. Don’t enter awards
competitions.
J ust don’t. I t’s not good for you.

27. Read only left-hand
pages.
Marsha l l McLuhan did th is. By decreasing

the amount of information, we leave room

for what he ca l led our "noodle."

28. Make new words.
Expand the lexicon. The new conditions

demand a new way of th inking. The th inking

demands new forms of expression. The

expression generates new conditions.

29. Think with your mind.
Forget technology. Creativi ty is not device-

dependent.

30. Organization = Liberty.
Real innovation in design, or any other field ,

happens in context. That context is usua l ly

some form of cooperatively managed

enterprise. Frank Gehry, for instance, is on ly

able to rea l i ze Bi lbao because his stud io can

del iver i t on budget. The myth of a spl i t

between "creatives" and "su its" is what

Leonard Cohen ca l l s a 'charming artifact of

the past. '

31 . Don’t borrow money.
Once aga in , Frank Gehry’s advice. By

mainta in ing financia l control , we mainta in

creative control . I t’s not exactly rocket

science, but i t’s surprising how hard it is to

mainta in th is d iscipl ine, and how many have

fa i led .

32. Listen carefully.
Every col laborator who enters our orbit

brings with h im or her a world more strange

and complex than any we cou ld ever hope to

imagine. By l isten ing to the deta i l s and the

subtlety of their needs, desires, or ambitions,

we fold their world onto our own. Neither

party wi l l ever be the same.

33. Take field trips.
The bandwidth of the world is greater than

that of your TV set, or the Internet, or even a

tota l ly immersive, interactive, dynamica l ly

rendered, object-oriented, rea l -time,

computer graphic–simulated environment.

34. Make mistakes faster.
This isn ’t my idea -- I borrowed it. I th ink it

belongs to Andy Grove.

35. Imitate.
Don’t be shy about i t. Try to get as close as

you can. You ' l l never get a l l the way, and the

separation might be tru ly remarkable. We

have only to look to Richard Hami l ton and his

version of Marcel Duchamp’s large glass to

see how rich, d iscred ited , and underused

imitation is as a technique.

36. Scat.
When you forget the words, do what El la d id :

make up someth ing else . . . but not words.

37. Break it, stretch it, bend
it, crush it, crack it, fold it.

38. Explore the other edge.
Great l iberty exists when we avoid trying to

run with the technologica l pack. We can’t find

the lead ing edge because it’s trampled

underfoot. Try using old-tech equipment

made obsolete by an economic cycle but sti l l

rich with potentia l .

39. Coffee breaks, cab
rides, green rooms.
Real growth often happens outside of where

we intend it to, in the intersti tia l spaces --

what Dr. Seuss ca l l s "the waiting place."

Hans Ulrich Obrist once organized a science

and art conference with a l l of the

infrastructure of a conference -- the parties,

chats, lunches, a irport arriva ls — but with

no actua l conference. Apparently i t was

hugely successfu l and spawned many

ongoing col laborations.

40. Avoid fields.
J ump fences. Discipl inary boundaries and

regu latory regimes are attempts to control

the wi ld ing of creative l i fe. They are often

understandable efforts to order what are

manifold , complex, evolutionary processes.

Our job is to jump the fences and cross the

fields.

41 . Laugh.
People visi ting the stud io often comment on

how much we laugh. Since I 've become

aware of th is, I use it as a barometer of how

comfortably we are expressing ourselves.

42. Remember.
Growth is on ly possible as a product of

h istory. Without memory, innovation is

merely novel ty. H istory gives growth a

d irection . But a memory is never perfect.

Every memory is a degraded or composite

image of a previous moment or event. That’s

what makes us aware of i ts qua l i ty as a past

and not a present. I t means that every

memory is new, a partia l construct d ifferent

from its source, and, as such, a potentia l for

growth itsel f.

43. Power to the people.
Play can only happen when people feel they

have control over their l ives. We can't be free

agents if we’re not free.



Final Exam Name:

Mary-Eve Simoneau, Spring 201 4.

Gayathri Ponneri , Spring 201 4.

Marissa Cruz, Spring 201 4.



See these in deta i l a t our

onl ine ga l lery

David Matyas, Spring 201 4.

Yuri Jung, Spring 201 4.

Tara Vran jes, Spring 201 4.



Visual Arts: Oblique Strategies Dartboard
Oblique Strategies is a set of cards that was created by musician Brian Eno to use when stuck. If you don't know what to 
do next, close your eyes, poke your finger into the middle of the numbers on the next page. Then follow the advice.

1. A line has two sides
2. A very small object. Its center
3. Abandon desire
4. Abandon normal instructions
5. Accept advice
6. Adding on
7. Always give yourself credit for having more than 

personality
8. Always the first steps
9. Ask people to work against their better judgement

10. Ask your body
11. Balance the consistency principle with the 

inconsistency principle
12. Be dirty
13. Be extravagant
14. Be less critical
15. Breathe more deeply
16. Bridges — build — burn
17. Cascades
18. Change ambiguities to specifics
19. Change instrument roles
20. Change nothing and continue consistently
21. Change specifics to ambiguities
22. Children — speaking — singing
23. Cluster analysis
24. Consider different fading systems
25. Consider transitions
26. Consult other sources -- promising -- unpromising
27. Convert a melodic element into a rhythmic 

element
28. Courage!
29. Cut a vital connection 
30. Decorate, decorate
31. Destroy nothing; Destroy the most important 

thing
32. Discard an axiom
33. Disciplined self-indulgence
34. Discover your formulas and abandon them
35. Display your talent
36. Distort time
37. Do nothing for as long as possible
38. Do something boring
39. Do something sudden, destructive and 

unpredictable
40. Do the last thing first
41. Do the washing up
42. Do the words need changing?

43. Do we need holes?
44. Don't avoid what is easy
45. Don't break the silence
46. Don't stress one thing more than another
47. Emphasize differences
48. Emphasize repetitions
49. Emphasize the flaws
50. Faced with a choice, do both
51. Feed the recording back out of the medium
52. Fill every beat with something
53. Find a safe part and use it as an anchor
54. From nothing to more than nothing
55. Get your neck massaged
56. Ghost echoes
57. Give the name away
58. Give way to your worst impulse
59. Go outside. Shut the door.
60. Go slowly all the way round the outside
61. Go to an extreme, come part way back
62. How would someone else do it?
63. How would you have done it?
64. Idiot glee
65. Imagine the piece as a set of disconnected events
66. In total darkness, or in a very large room, very 

quietly
67. Infinitesimal gradations
68. Intentions -- nobility of -- humility of -- credibility 

of
69. Into the impossible
70. Is it finished?
71. Is something missing?
72. Is the intonation correct?
73. Is the style right?
74. It is quite possible (after all)
75. It is simply a matter of work
76. Just carry on
77. Left channel, right channel, center channel
78. Listen to the quiet voice
79. Look at the order in which you do things
80. Lost in useless territory
81. Lowest common denominator 
82. Magnify the most difficult details
83. Make a blank valuable by putting it in an exquisite 

frame
84. Make it more sensual
85. Make what's perfect more human 
86. Mechanize something idiosyncratic



87. Move towards the unimportant
88. Mute and continue
89. Not building a wall; making a brick
90. Once the search has begun, something will be 

found
91. Only a part, not the whole
92. Only one element of each kind
93. Openly resist change
94. (Organic) machinery
95. Put in earplugs
96. Question the heroic
97. Reevaluation (a warm feeling) 
98. Remember quiet evenings
99. Remove a restriction

100. Repetition is a form of change
101. Retrace your steps
102. Reverse
103. Short circuit (example: a man eating peas with the 

idea that they will improve his virility shovels them 
straight into his lap)

104. Simple subtraction 
105. Slow preparation, fast execution
106. Spectrum analysis
107. State the problem as clearly as possible
108. Take a break
109. Take away the important parts
110. Tape your mouth
111. The inconsistency principle
112. The most easily forgotten thing is the most 

important
113. The tape is now the music
114. Think -- inside the work -- outside the work
115. Think of the radio
116. Tidy up

117. Trust in the you of now
118. Try faking it
119. Turn it upside down
120. Twist the spine
121. Use "unqualified" people
122. Use an old idea
123. Use an unacceptable color
124. Use cliches
125. Use fewer notes
126. Use filters
127. Use something nearby as a model
128. Use your own ideas
129. Voice your suspicions
130. Water
131. What are the sections sections of?
132. Imagine a caterpillar moving
133. What are you really thinking about just now?
134. What context would look right?
135. What is the reality of the situation?
136. What is the simplest solution?
137. What mistakes did you make last time?
138. What to increase? What to reduce? What to 

maintain?
139. What would your closest friend do?
140. What wouldn't you do?
141. When is it for?
142. Where is the edge?
143. Which parts can be grouped?
144. Work at a different speed
145. Would anyone want it?
146. You are an engineer
147. You can only make one dot at a time
148. Your mistake was a hidden intention

Poke your finger into these numbers for random advice: 146 62 40 130 61 81 119 128 122 50 81 20 110 130 95 58 66 49 1 
142 59 5 36 116 5 40 85 142 97 43 117 77 88 118 49 5 122 117 29 97 27 103 117 84 81 107 116 123 35 24 86 27 82 54 72 108 52 
74 37 148 61 58 36 35 71 88 122 16 78 147 19 48 54 117 108 139 66 109 87 51 111 114 13 55 64 17 97 119 102 18 84 259 21 
115 127 147 21 137 22 74 121 16 9 56 92 7 119 133 2 92 95 67 131 36 63 43 90 59 143 116 70 35 62 73 143 21 131 110 125 70 
93 12 4 25 32 10 16 75 51 18 5 74 71 62 18 110 59 66 112 120 36 37 26 114 14 15 127 79 67 6 106 130 103 28 118 146 57 54 12 
45 73 2 150 73 38 83 119 97 140 81 71 147 23 57 49 45 136 111 3 80 48 106 136 62 116 86 135 6 81 69 108 85 34 55 132 20 2 
60 122 47 1 117 36 35 20 32 95 49 90 44 21 122 92 41 22 90 141 126 45 5 19 13 2 69 34 51 2 108 138 82 121 71 51 135 38 59 78 
29 135 4 127 72 28 27 126 3 71 112 112 44 95 29 86 14 65 108 95 20 75 29 57 107 134 3 77 98 58 146 19 69 126 81 23 107 123 
61 13 119 3 74 123 18 110 67 135 29 43 102 24 S7 112 56 73 106 144 15 59 5 73 96 126 135 96 4 37 20 84 76 4 133 10 19 80 
136 64 104 19 83 140 20 11 25 91 121 50 118 17 60 124 97 32 17 13 109 68 21 142 7 143 70 88 47 37 75 78 78 19 108 47 31 95 
47 71 12 89 100 97 139 18 138 91 121 134 130 41 11 8 120 148 66 12 126 37 1 15 132 83 37 42 41 10 96 47 123 99 77 5 137 45 
141 106 27 18 98 58 60 66 36 69 88 81 134 16 105 3 51 148 49 51 45 79 50 16 23 129 7 104 139 28 48 23 21 146 140 33 2 127 
117 122 107 66 120 87 62 137 26 126 34 137 63 42 44 56 122 39 58 56 41 83 30 88 85 113 71 56 45 20 92 61 142 133 42 58 64 
107 28 127 4 57 110 94 113 71 84 129 50 39 57 22 98 110 36 118 66 82 15 17 76 79 28 10 60 15 116 82 110 80 37 88 19 138 72 
118 139 106 110 51 121 67 36 6 123 36 20 55 58 146 129 25 19 53 86 118 75 87 105 73 112 83 23 94 124 64 35 15 117 73 49 11 
59 44 67 31 147 67 59 142 33 3 34 116 33 85 130 21 98 81 53 87 146 81 57 119 37 27 43 4 34 86 79 16 26 57 141 24 87 119 22 
39 14 130 43 76 25 35 35 97 20 73 43 109 9 144 108 69 127 62 75 100 56 84 38 36 62 66 51 138 46 113 109 95 19 66 112 137 38 
41 130 148 24 32 130 106 70 70 54 82 26 66 127 45 114 11 7 118 57 93 79 107 10 64 116 135 33 107 132 111 58 143 21 79 88 
33 147 114 78 23 16 72 81 45 53 81 31 20 3 102 44 25 108 90 120 21 4 28 39 40 115 142 84 125 114 41 82 22 47 41 815 95 17 
123 111 70 119 70 84 126 14 144 63 73 63 58 7 70 78 105 113 140 78 78 41 77 98 24 37 70 107 101 80 32 138



Don't choose to do a huge project that exceeds your skil l .

You have got l imited time and you wil l find it harder as

you go. Pick one that can that shows your skil ls that

you've learned during the past year and make it

artistical ly complete. - YJ

Really focus the first fews days of the final exam as it

becomes a rush. -JB

Try to think of ideas for the final project before the project official ly

starts. This project is worth the most and you want al l the time you

can to work on your artwork. -IW

Do something you enjoy to do. This is your choice so you should make

the best of it. You've waited al l year for this! -SW

Don't waste time. If you have a project not finished come in

during lunch time, mornings, or afternoons depending on

the teacher's schedule. Don't rush your exam. Use more

than one medium while creating your final project. -AA

“

”

Advice from former students
Final exam



Idea Development/アイデア開発

1 Generate ideas/アイデアを生み出す maximum of 50%/最大50%
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.

リスト、Web マップ、または簡単な図を使用して、たくさんのアイデアを考え出します。すでに頭の中にアイデアがある場合

は、それを中心テーマとして選択し、それを拡張してください。アイデアを自由に放浪しましょう - 1 つのアイデアが別のアイデ

アにつながります。図面には、ソース イメージ、さまざまな視点、テクスチャ、技術的な実験などの詳細を含めることができま

す。

Number of words/単語数 → _____ ÷ 3 = _____%

Number of simple sketches/単純なスケッチの数 → _____ ⨉ 2% = _____%

Number of better sketches/より良いスケッチの数 → _____ ⨉ 4% = _____%

2 Select the best and join together ideas/最適なものを選択し、アイデアを結合する

Circle the best ideas/最高のアイデアを丸で囲みます

circled/丸で囲まれた =  ▢ 5%

Link into groups of ideas/アイデアのグループにリンクする

linked/リンクされた =  ▢ 5%

3 Print reference images/参考画像を印刷する maximum of 8 images
● Print EIGHT reference images so you can accurately observe the challenging parts of your artwork. Taking your 

and using own photographs is preferred, but image searches are also fine. 
● 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. 

● 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. 

● You must hand in the printed copy of the images to earn the marks.

● 8 枚の参考画像を印刷して、アートワークの難しい部分を正確に観察できるようにします。自分で撮影した写真を使用すること

が望ましいですが、画像検索も問題ありません。

● 見つけた写真をただコピーしないでください。アイデアは、ソース画像を編集して組み合わせて、独自のアートワークを作成す

ることです。単純に写真をコピーした場合は盗作となり、アイデアの創出や最終的なアートワークの創造性に関する基準では

ゼロ点が与えられます。

● 写真の最大半分は、インスピレーションとして使用できる他人の図面、絵画、またはその他の芸術作品である場合がありま

す。他の画像は写実的な写真でなければなりません。

● マークを獲得するには、画像を印刷したコピーを提出する必要があります。

_____ images/画像 x 5% = _____%



Idea Development/アイデア開発

4 Compositions/組成物 maximum of 10 thumbnails
● Create thumbnail drawings anywhere in the idea development section.
● These should be based on combinations of ideas that you can up with. Include your background. 
● Experiment with unusual angles, viewpoints, and arrangements to help make your artwork stand out.
● Draw a frame around your thumbnails to show the edges of the artwork.
● Selecting a colour scheme counts as a composition, and so do rough digital collages

● アイデア開発セクションの任意の場所にサムネイル描画を作成します。

● これらは、考えられるアイデアの組み合わせに基づいている必要があります。あなたの背景を含めてください。

● アートワークを際立たせるために、珍しい角度、視点、配置を試してみましょう。

● サムネイルの周囲にフレームを描画して、アートワークの端を表示します。

● 配色の選択は構成としてカウントされ、ラフなデジタルコラージュも同様に構成されます。

_____ thumbnails/サムネイル x 8% = _____%

_____ digital collages/デジタルコラージュ x 8% = _____%

Selecting a colour scheme/配色の選択= ▢ 8% 

5 Rough copy/下書き great quality or better
● Take the best ideas from your thumbnails and combine them into an improved rough copy. 
● Use this to work out the bugs and improve your skills before you start the real thing. 
● If you are using colour, use paint or coloured pencil to show your colour scheme. 
● Draw in a frame to show the outer edges of your artwork. 
● Remember to choose a non-central composition. 

● サムネイルから最良のアイデアを取り出し、それらを組み合わせて改良されたラフコピーを作成します。

● 本格的な作業を開始する前に、これを使用してバグを解決し、スキルを向上させてください。

● 色を使用する場合は、絵の具または色鉛筆を使用して配色を示します。

● フレーム内に描画して、アートワークの外側の端を表示します。

● 中心ではない構成を選択することを忘れないでください。 

_____ drawing/描画  x 25% = _____%

Total/合計  =  _____%

NOTE: If you simply copy a picture from the internet, your mark drops to 25%.
注: インターネットから画像をコピーしただけの場合、マークは  25% に下がります。











Final project goal-setting
最終プロジェクト目標設定

At the end of each class, please take time to write your goal for the next class. Your artwork will be marked based on your ability 
to show close observation and creativity, your technical skills for the materials you choose to use, your ability to use texture, 
and how well you are creating a balanced, non-central composition with a clear colour scheme. Keep these criteria in mind 
when choosing your goals.

各クラスの最後に、次回のクラスの目標を書き留めてください。作品は、綿密な観察力と創造性、使用する画材の技術力、質感の活用力、そして

明確な配色でバランスの取れた、中心をぼかした構図をどれだけうまく描けているかに基づいて評価されます。目標を設定する際は、これらの基

準を念頭に置いてください。

Be specific: What parts of your drawing are you focusing on? What drawing skills do you need most to do this?

具体的に考えてみましょう。 絵のどの部分に焦点を当てていますか？そのために最も必要な描画スキルは何ですか？

➔ What should be improved and where: “Use complementary colours in the darks of the hair.”
改善すべき点と改善すべき箇所: 「髪の暗い部分に補色を使う」

➔ What should be improved and where: “I need to make my lines more parallel on the cliff.”
何を改善すべきか、どこを改善すべきか: 「崖の上でラインをもっと平行にする必要があります。」

➔ What can be added and where: “I should mix coloured ink on my prints.”
何をどこに追加できるか: 「プリントには色インクを混ぜる必要があります。」

➔ What you can do to catch up: “I need to come in at lunch with a friend.”
追いつくためにできること: 「友達と一緒にランチに行かなければなりません。」

1.

2.

3.

4.

5.

6.

7.

8.

_____/10



Sophia Hewitt, Spring 2023

Ella Stockley-Smith, Spring 2023

Liah Boddie, Spring 2023

Andrew O'Neil Santiago, Spring 2023

Seth Bennett-Crundwell, Spring 2023

Bible Omod, Spring 2023

Avery Myette, Spring 2023

Scarlett Reynolds, Spring 2025

Madeleine McEwen, Spring 2025


