Exercise walk-through

3.1

Drawing Media
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L Drawing & painting

Drawing media

Media are the materials an artist
works with. Drawing marks a surface
directly — the foundation of most 2-D work.

Dry media

graphite, charcoal, conté, chalk,
oil pastel, coloured pencil

Wet media

The tooth of the paper changes _ _
pen and ink, brush and ink, markers

the line and the value you can reach.

Marks: hatching , cross-hatching , stippling , blending, scribbling.
Drawing both investigates ideas and makes finished work.
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Drawing & painting

Painting media

Painting applies pigment
held in a binder to a
surface. Watercolour (transparent),

gouache (opaque), acrylic (fast), oil

(slow).
The support and ground
(paper, canvas, board; primer
or gesso ) change

how paint behaves. Techniques:
washes, glazing, wet-on-wet,
impasto.

Oil painting: binder, support and mark as process

evidence
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Exercises 2.1:2.2

2.1 The medium best suited to bold, smudgy, high-contrast tonal drawing is

D A ink pen

B charcoal
C hard graphite
D ballpoint

2.2 State one strength of graphite and one of ink.



AP 2-D Art and Design

Exercises 2.1:2.2

2.1 The medium best suited to bold, smudgy, high-contrast tonal drawing is 1]
D A ink pen
B charcoal

C hard graphite
D ballpoint

2.1B

o charcoal excels at bold, smudgy value

2.2 State one strength of graphite and one of ink. 2]

2.2

 graphite: precise, erasable, good for detail /value; ink: crisp, permanent, strong line
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Exercise 2.3

2.3 Explain how pressure changes a graphite mark.

3 Studio & portfolio tasks

3.1 Make a media sampler.

(a) Render the same small object twice: once in graphite, once in charcoal.

3.2 Choose a medium for an idea.
(a) Name your portfolio idea’s medium and justify it.

(b) Thumbnail showing the effect you expect.
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Exercise 2.3

Full solution on next slide

2.3 Explain how pressure changes a graphite mark. 1

3 Studio & portfolio tasks

3.1 Make a media sampler.

(a) Render the same small object twice: once in graphite, once in charcoal. [4]

3.2 Choose a medium for an idea.
(a) Name your portfolio idea’s medium and justify it. 1]

(b) Thumbnail showing the effect you expect. [

[S)

2.3
o harder pressure makes a darker, wider mark; lighter pressure a paler, finer one

3.1
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Full solution 2.3

2.3
o harder pressure makes a darker, wider mark; lighter pressure a paler, finer one
3.1

e Look for: graphite version shows controlled detail /value (2); charcoal version shows
bolder tonal range (2)

3.2

o Look for: medium justified by the intended effect (1); thumbnail’s marks suit that
medium (2)



