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	          Model - remove/replace information in this table with information from your course --
Unit
MP/Trimester
Weeks
Principles of design
1

            2
Design thinking
1

           2
Sculpture in the Community
1
           1
Media Exploration
2,3,4
          10
 


	Unit Overview

	· Solve artistic problems involving materials and techniques

· Modify materials and techniques to create 3-D art

· Design works of art using 3-D materials and techniques

· Compose aesthetic visual arrangements using 3-D materials and techniques

· Summarize the Design Thinking Process

· Utilize questioning, as an entry point in design

· Mind map

· Brainstorm

· Formulate a cumulative design incorporating input from 4 teammates.
· Use professional vocabulary in all artistic processes covered in Art Survey
· Use Pintrest as a platform to create and continually update a mood Board.
	

	Enduring Understandings

	Students will know how to design

Students will have the tools they need to create original designs that solve real-world 21st century problems.
Students will know how to work with others in design creation. 

 Student will be able to list and explain the steps of the Design Process. 

Student will be able to explain that design involves a set of steps that can be performed in different sequences and repeated as needed. 

Student will be able to create sketches drawn to scale, with annotations, in a sketchbook. 

Students will describe how engineers, architects, and others who engage in design use scientific knowledge to solve practical problems. 

Student will be able to utilize computer technology to access and retrieve data and insure their ideas are original. 



	Essential Questions

	How do I use visual art in my everyday life? 

What is the function of art?
IS it enough that the function of art is purely aesthetic?
How can an artist’s identity be revealed in a work if it is not a portrait?

How do I use the principles in creating art? 

What problem solving skills do I need to create visual art? 

How do I use my knowledge of visual art vocabulary, concepts and skills to create visual art? 

How do I show my growing knowledge of visual art? 

How can I apply mind mapping, questioning, and brainstorming techniques to other disciplines?

Now that I have learned the processes of design thinking, how will I initiate and proceed with  group projects with colleagues?
How can what you work on today, help you become a global worker? 

How does your understanding of technology help guide you in your career? 

What 21st century skills do you possess which will help you in a global economy? 

How are your problem-solving skills applied to everyday lives?
Why is aesthetic design important in the process of making art?

How can an artist visually describe an emotion, thought, concept, or story? 
How can an artist fulfill a need through invention?


	New Jersey Student Learning Standards (No CCS)

	Standard 1.1 Aesthetics:  ALL STUDENTS WILL USE AESTHETIC KNOWLEDGE IN THE CREATION OF AND IN RESPONSE TO VISUAL ART.


1.1.12 A. Knowledge

1. Formulate responses to fundamental elements within an art form, based on observation, using the domain-specific terminology of that art form.

2. Discern the value of works of art, based on historical significance, craftsmanship, cultural context, and originality using appropriate domain specific terminology.

3. Determine how historical responses affect the evolution of various artistic styles, trends and movements in art forms from classicism to post-modernism.


1.1.12 B. Skills

2. Formulate a personal philosophy or individual statement on the meaning(s) of art.

STANDARD 1.2 Creation and Performance:  ALL STUDENTS WILL UTILIZE THOSE SKILLS, MEDIA, METHODS, AND TECHNOLOGIES APPROPRIATE TO EACH ART FORM IN THE CREATION, PERFORMANCE, AND PRESENTATION OF VISUAL ART.


1.2.12 D. Visual Art

1. Interpret themes using symbolism, allegory, or irony through the production of two or three-dimensional art.

2. Perform various methods and techniques used in the production of works of art.

3. Produce an original body of work in one or more mediums that demonstrates mastery of methods and techniques.

4. Outline a variety of pathways and the requisite training for careers in the visual arts.

STANDARD 1.3   Elements and Principles: ALL STUDENTS WILL DEMONSTRATE AN UNDERSTANDING OF THE ELEMENTS AND PRINCIPLES OF VISUAL ART.


1.3.12 D. Visual Art

1. Compare and contrast innovative applications of the elements of art and principles of design.

2. Analyze how a literary, musical, theatrical, and/or dance composition can provide inspiration for a work of art.

STANDARD 1.4 Critique:  ALL STUDENTS WILL DEVELOP, APPLY AND REFLECT UPON KNOWLEDGE OF THE PROCESS OF CRITIQUE.


1.4.12 A. Knowledge

1. Examine the artwork from a variety of historical periods in both western and non-western culture(s).

2. Categorize the artistic subject, the formal structure, and the principal elements of art used in exemplary works of art.

3. Determine the influence of tradition on arts experience, as an arts creator, performer, and consumer.


1.4.12 B. Skills

1. Develop criteria for evaluating art in a specific domain and use the criteria to evaluate one’s personal work and that of their peers, using positive commentary for critique.

2. Provide examples of how critique may affect the creation and/or modification of an existing or new work of art.

STANDARD 1.5  History/Culture:  ALL STUDENTS WILL UNDERSTAND AND ANALYZE THE ROLE, DEVELOPMENT, AND CONTINUING INFLUENCE OF THE ARTS IN RELATION TO WORLD CULTURES, HISTORY, AND SOCIETY.


1.5.12 A. Knowledge

1. Parallel historical events and artistic development found in visual art.

2. Summarize and reflect upon how various art forms and cultural resources preserve cultural heritage and influence contemporary art.




	


	Interdisciplinary Connections

	Architecture, Engineering, Robotics partnership.
VPA.1.1.12.D

VPA.1.3.12.D

VPA.1.2.12 

VPA.1.2.12.A

VPA.1.3.12

VPA.1.3.12.D

VPA.1.4.12

VPA.1.4.12.A

VPA.1.4.12.B


	Technology Standards

	VPA.1.4.12.B.CS3 - [Content Statement] - Art and art-making reflect and affect the role of technology in a global society.


	21st Century Themes/Careers

	· function successfully as both global citizens and workers in diverse ethnic and organizational cultures.

· Six Strands to prepare students to fully engage in civic and work life.

· Critical Thinking and Problem Solving 

· Creativity and Innovation 

· Collaboration, Teamwork, and Leadership 

· Communication and Media Fluency 

· Accountability,  Productivity, and Ethics

· 9.3          Career Awareness, Exploration, and Preparation

· All students will apply knowledge about and engage in the process of career awareness, exploration, and preparation in order to navigate the globally competitive work environ

· 9.4          Career and Technical Education 

· All students who complete a career and technical education program will acquire academic and technical skills for careers in emerging and established professions that lead to technical skill proficiency, credentials, certificates, licenses, and/or degrees. 

· Describes knowledge and skills that prepare students for postsecondary education, training, and employment in a chosen career pathway. Unlike Standards 9.1, 9.2, and 9.3, which apply to all students from grades K-12, Standard 9.4 applies only to high school students enrolled in career and technical education programs.
· All students will demonstrate the creative, critical thinking, collaboration, and problem-solving skills needed to 

· Enduring Understandings (The big ideas):

· Aesthetic knowledge stimulates judgment and imagination empowering students to interpret, appreciate and extract meaning from the arts.

· Aesthetics fosters artistic appreciation, interpretation, imagination, significance and value. 

· The point of studying the arts is to foster meaning making, deeper emotional response and more inventive decision making.

· Active participation in the arts leads to a comprehensive understanding of the imaginative and creative process.

· The arts serve multiple functions: enlightenment, education, and entertainment. 

· Though the artist’s imagination and intuition drive the work, great art requires skills and discipline to turn notions into a quality product. 

· The artistic process can lead to unforeseen or unpredictable outcomes. 

· An understanding of the elements and principles of art is essential to the creative process and artistic production.

· Underlying structures in art can be found via analysis and inference. 

· Breaking accepted norms often gives rise to new forms of artistic expression
Create outcome based artwork that helps students synthesize, analyze and evaluate. 

Work is research driven fostering active learners, assessed by students and peers. 

Curriculum instruction addresses student diversity and is connected to students’ interests, experiences, talents and the real world


	Instructional Strategies & Learning Activities

	Teaching Strategies –
Teacher Modeling with an example
Large Group Instruction

Small Group Instruction

Individualized Instruction

Large Group Demonstrations

Multimedia Presentations

Interactive Comp. Software

Journal Activities/Writing

Hands-On Activities

Cooperative Learning

Learning Activities –

3D design sketching 
Design Challenges

Design games
Students will fabricate their designs (see Unit 3)


	Differentiated Instruction

	· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Learning through play 

· Meaningful Student Voice & Choice

· Relationship-Building & Team-Building

· Self-Directed Learning

· Mastery Learning (feedback toward goal)

· Goal-Setting & Learning Contracts

· Game-Based Learning

· Grouping

· Socratic Seminar
· Rubrics

· Flipped Classroom

· Mentoring

· Student Interest & Inventory Data


	Formative Assessments

	Every student receives formative assessment every day based on visual evidence.


	Summative Assessment

	Multiple quiz grades; 20 points. Spelling not graded.



	Benchmark Assessments

	Design thinking Assessments (groups of 3-4 students): 
Questioning techniques led by students verbally: why this project?, What organization will we help?, How will we help them? What are the local groups that I am already a part of? What organization would I like to be a part of?
Mind mapping for an outreach project: characteristics of (any given prompt), materials for (any given prompt), methods of attachment for (any given materials), methods of manipulation (for any given materials), student interest based.
Sketching Assessments: individual grades.



	Alternate Assessments

	Participation grades for special education students, need be.


	Resources & Technology

	Pintrest, youtube, PowerPoint, Google Drive, multiple resources for sculpture

DESIGN THINKING

Civic association

Markeim Arts Center

School organizations such as drama club, and non-profits

Instagram, twitter, facebook, email




	

	


	Closure

	·  Have students give examples of how incorporation of principles in design can benefit a business.

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have student orally describe a principal to a random student in the hallway, giving the random student the opportunity to draw the principal.
· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

· Ask students to write what they learned, and any lingering questions on an "exit ticket". As they leave class, they put their exit ticket on a board next to the door. 




	ELL

	Such as:

· Extended Time

· Partner Modeling
· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks




	Special Education

	List is not inclusive but may include examples such as:
· Mind mapping is timed.  Allow students to bring home their map and take more time need be.
· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide  lists with definitions.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Spelling not graded.
· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.




	504

	Examples of accommodations in 504 plans include but are not limited to:

· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy




	At Risk

	· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools- email messages

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects
· video supplements- my YouTube channel
· model expected behavior

· Use peer supports and mentoring

· Chart progress and maintain data



	Gifted and Talented

	Focus on effort and practice

Offer choice

Allow G/T students to work together
Encourage risk taking
 

 

 

 

 




