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Office of Teaching and Learning Philosophy
 
The Office of Teaching and Learning believes that educating our students requires children to pursue learning in ways that are culturally engaging and academically rigorous. To accomplish this goal, we understand curriculum as dynamic rather than static. This means the teacher is always in conversation with the curriculum as informed by student voice, needs, strengths, culture, interests, and the world. Curriculum documents are not meant as scripts to dictate what happens each moment in the classroom, but instead serve as guides to create lived moments that are full of invention, inquiry, joy, creativity, and academic rigor. We believe that curriculum should be culturally responsive and sustaining, putting the student at the center of the learning process. 

The success of curricular implementation calls for teachers to make informed choices as they use the materials in meaningful and purposeful ways. These choices include, but are not limited to making learning student-centered, differentiating learning, and infusing past and current events to critique the world. Both teachers and students bring with them a wealth of knowledge and experience to the classroom. These experiences are a resource that should be leveraged to make choices that continually invent and reinvent the curriculum. 

The Office of Teaching & Learning values:
· Teachers as Intellectuals,
· Culturally Responsive and Sustaining Teaching,
· Equity, and
· Academic Rigor

The Office of Teaching & Learning affirms the following beliefs:
· We believe in the power and freedom of inquiry, imagination, and joy.
· We believe that all students bring with them valuable knowledge. 
· We believe that the knowledge and expertise of teachers is critical to the development, implementation, and success of the curriculum process.
· We believe that teachers should co-construct curriculum with students. 
· We believe that teachers are advocates of students.
· We believe in teaching and learning that is culturally responsive and sustaining. 
· We believe that teaching, learning, and curriculum, as Bettina Love reminds us, should help students thrive instead of merely survive. 
· We believe that teaching, learning, and curriculum should move us toward social justice and a more equitable society. 
· We believe teaching, learning, and curriculum should develop the critical consciousness of learners and asks them to identify, analyze, and deconstruct various forms of oppression that affect their lived realities. 
· We believe teaching, learning, and curriculum should be trauma-informed and consider the ways young people are affected by their environments. 
· We believe, as bell hooks reminds us, that teachers, like any helping professional, are healers and that curriculum should be a reflection of a healing environment.
· We believe that teaching, learning, and curriculum should be anti-racist and help students identify bias, reduce stereotypes, and develop a sense of social justice.
· We believe that curriculum and instruction should be inclusive, valuing all students as an asset to the learning environment. 
· We believe in the importance of continuous professional growth for all educators to develop a growth mindset and remain intellectually stimulated. 
· We believe in the importance of preparing students for college and careers in the twenty first century. 
[bookmark: _heading=h.tyjcwt]
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Through a Culturally Responsive-Sustaining Education (CR-SE) framework for curriculum and instruction, each content area includes inquiry-based, culturally responsive, and student-centered prekindergarten to grade twelve curricula that is designed to meet the needs of all students. In a districtwide effort to establish a culture of equity, Clarity 2020 calls for a “A Rigorous and Relevant Framework for Curriculum & Instruction” (Priority 2). This means reimagining the landscape of teaching and learning to see diversity and difference as indispensable assets that should be leveraged for student engagement in classrooms with high expectations.

Our curriculum draws on the backgrounds, identities, and experiences of our students to make their connections to learning relevant and meaningful. Understanding the role of culture in the process of education means thinking about the ways identity (race, ethnicity, gender, sexual orientation, language, social class, nationality, ability, and religion) influences teaching and learning, gets reflected in the curriculum, and affects each individual student’s educational experience. 

Developing the media literacy, critical consciousness, and civic engagement of students in the twenty first century is a priority that must happen alongside the growth of academic skills. This is an interdisciplinary, democratic, and socially just approach to culturally responsive teaching that highlights the injustices that have characterized vast inequalities in the education system. A culturally responsive-sustaining approach to teaching necessitates that teachers and students work alongside one another to confront bias and disrupt educational inequities. 

Studies across the country have shown that Culturally Responsive-Sustaining Education (CR-SE), “increases student participation, attendance, grade point averages, graduation rates, civic engagement, self-image, and critical thinking skills” (NYC DOE). This approach to teaching and learning requires an inclusive curriculum that integrates support for English Language Learners, students with disabilities, students at risk of school failure, gifted and talented students, and students with 504 plans. It is a framework for teaching that means advocating for students who have been historically marginalized and denied access to an equal education by creating opportunities for these students to be educated alongside their general education peers. It also involves the identification of successful practices that reduce referrals and placements in more restrictive environments. 

Through the implementation of a plan to integrate civics, the Amistad Curriculum, and Holocaust/Genocide studies at all grade levels across the district, students will learn about the history of Newark, the contributions of African Americans and other ethnic groups to the city, and how to become civically engaged, democratic citizens in the twenty first century.  Further, students will learn about the evils of bias, prejudice and bigotry and how these may lead to a genocide and that the evil period of slavery in the United States exhibited a number of components seen in genocides throughout the centuries. This curricula, project-based and interdisciplinary in nature, spans the content areas and grade levels. 
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Co-Teaching Models 

One Teach, One Observe:  One of the advantages in co-teaching is that more detailed observation of students engaged in the learning process can occur.  With this approach, for example, co-teachers can decide in advance what types of specific observational information to gather during instruction and can agree on a system for gathering the data.  Afterward, the teachers should analyze the information together.  The teachers should take turns teaching and gathering data, rather than assuming that the special educator is the only person who should observe.

Station Teaching:  In this co-teaching approach, teachers divide content and students.  Each teacher then teaches the content to one group and subsequently repeats the instruction for the other group.  If appropriate, a third "station" could give students an opportunity to work independently.  As co-teachers become comfortable with their partnership, they may add groups or otherwise create variations of this model.

Parallel Teaching:  On occasion, students' learning would be greatly facilitated if they just had more supervision by the teacher or more opportunity to respond.  In parallel teaching, the teachers are both teaching the same information, but they do so to a divided class group within the same room.  Parallel also may be used to vary learning experiences, for example, by providing manipulatives to one group but not the other or by having the groups read about the same topic but at different levels of difficulty.

Alternative Teaching:  In most class groups, occasions arise in which several students need specialized attention.  In alternative teaching, one teacher takes responsibility for the large group while the other works with a smaller group.  These smaller groups could be used for conferences, remediation, pre-teaching, to help students who have been absent catch up on key instruction, assessment, and so on.

How can the various models and co-partner roles help?
· It increases the Instructional Intensity for students.  Instruction is least effective if one teacher is “off” while the other teacher is “on”.  For example, the most common ICS model, “One Teach One Assist” is the least effective if implemented every day.  For improved results, both teachers should be engaged with students at the same time.
· The use of various ICS Models promotes and embeds differentiation of instruction, flexible grouping, unique discussion, and questioning techniques.
· Be sure to explain to students and parents the benefits of two teachers.  Avoid using the term “special education or special education teacher” to describe the environment.  Instead, use terms such as Content Specialist and Learning Strategist to define your roles.  
· When providing feedback, consider using different pen/ink colors (stay away from red).  This reduces confusion when students have a question to ask.  
· It helps to establish a more balanced role of authority between co-partners.  Students need to experience instruction and directives from both co-partners.  

Adaptations
Instructional adaptations for students with disabilities, English Language Learners, students At Risk of School Failure, Gifted and Talented students, and students with 504 plans include, but are not limited to, the below approaches. For students with disabilities, self-determination and interdependence are two core principles of citizenship education that applies directly to their educational needs and interests.
· Student Motivation: Expanding student motivation to learn content and acquire skills in English Language Arts can occur through: activity choice, appeal to diverse learning styles, choice to work with others or alone, hands-on activities, and multimodal activities.
· Instructional Presentations:  The primary purpose of these adaptations is to provide special education students with teacher-initiated and teacher-directed interventions that prepare students for learning and engage students in the learning process (Instructional Preparation); structure and organize information to aid comprehension and recall (Instructional Prompts); and foster understanding of new concepts and processes (Instructional Application) e.g. relating to personal experiences, advance organizers, pre-teaching vocabulary and/or strategies; visual demonstrations, illustrations, models.
· Instructional Monitoring: Social Studies and English Language Arts instruction should include opportunities for students to engage in goal setting, use of anchor papers, work with rubrics and checklists, reward systems, conferences.
· Classroom Organization: The primary purpose of classroom organization adaptations is to maximize student attention, participation, independence, mobility, and comfort; to promote peer and adult communication and interaction; and to provide accessibility to information, materials, and equipment.
· Student Response: The primary purpose of student performance responses is to provide students with disabilities a means of demonstrating progress toward the lesson objectives related to reading and writing activities.
 

[bookmark: _heading=h.4d34og8]SAMPLE DIFFERENTIATION STRATEGIES AND ACTIVITIES TO ENRICH LEARNING FOR ADVANCED STUDENTS
 
Anchor Activities: Self-directed specified ongoing activities in which students work independently.
Curriculum Compacting: Curriculum Compacting is an instructional technique that is specifically designed to make appropriate curricular adjustments for students in any curricular area and at any grade level. Essentially, the procedure involves (1) defining the goals and outcomes of a particular unit or segment of instruction, (2) determining and documenting which students have already mastered most or all of a specified set of learning outcomes, and (3) providing replacement strategies for material already mastered through the use of instructional options that enable a more challenging and productive use of the student's time.
Flexible Grouping: Flexible grouping is a range of grouping students together for delivering instruction. This can be as a whole class, a small group, or with a partner. Flexible grouping creates temporary groups that can last an hour, a week, or even a month.
Jigsaw Activities: Jigsaw is a strategy that emphasizes cooperative learning by providing students an opportunity to actively help each other build comprehension. Use this technique to assign students to reading groups composed of varying skill levels. Each group member is responsible for becoming an "expert" on one section of the assigned material and then "teaching" it to the other members of the team.

[bookmark: _heading=h.2s8eyo1]
Differentiated Instruction - English Language Learners

ENGLISH LANGUAGE LEARNERS
Instructional Supports:
· Hands-on materials
· bilingual dictionaries
· visual aids
· teacher made adaptations, outlines, study guides
· varied leveled texts of the same content
· assisted technologies
Preparing students for lessons:
1. Building Background Information through brainstorming, semantic webbing, use of visual aids and other comprehension strategies.
2. Simplifying Language for Presentation by using speech that is appropriate to students’ language proficiency level. Avoid jargon and idiomatic speech.
3. Developing Content Area Vocabulary through the use of word walls and labeling classroom objects. Students encounter new academic vocabulary in literature, editing conventions, and the study of language arts.
4. Giving Directions - Stated clearly and distinctly and delivered in both written and oral forms to ensure that LEP students understand the task. In addition, students should be provided with/or have access to directional words such as: circle, write, draw, cut, underline, etc.
5. Leveraging assisted technologies.

WIDA Language Proficiency Levels

The five language proficiency levels outline the progression of language development implied in the acquisition of English as an additional language, from 1, Entering the process, to 6, Reaching the attainment of English language proficiency. The language proficiency levels delineate expected performance and describe what ELLs can do within each domain of the standards. The Performance Definitions define the expectations of students at each proficiency level. The definitions encompass three criteria: linguistic complexity—the amount and quality of speech or writing for a given situation; vocabulary usage—the specificity of words or phrases for a given context; and language control—the comprehensibility of the communication based on the amount and types of errors.


[image: ]
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Additional Assessments are included in Units
· Daily Instructional Tasks 
· Culminating Tasks 
· Extended Learning Tasks
· Entry Tasks
· Independent Practice 
· Observation
· Essays
· Interviews
· Performance tasks
· Exhibitions and demonstrations
· Portfolios
· Journals/Notebooks
· Teacher-created tests
· Rubrics
· Self- and peer-evaluation
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Each unit includes Priority, Supporting and Additional standards. While Priority standards are the focus of learning for each unit, students interact continuously with Supporting standards in the process of art making. Additional standards indicate connections across other art forms and / or other content area standards including literacy and 21st Century Skills.
The Arts are central to the curriculum, they are a bridge that unites content areas in logical and meaningful ways. DBAE, CAE, or integrated curriculum provides a model for extending interdisciplinary connections across the curriculum through art. These connections create an educational environment that contributes to improved learning outcomes. 


[bookmark: _heading=h.26in1rg]Integration of 21st Century Skills 

The following standards are addressed within the units:
· 9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.
· 9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
· 9.3.12.AR‐VIS.3 Analyze and create two and three‐dimensional visual art forms using various media.  

The following Career Ready Practices are addressed within the units:
· 9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
· 9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g., 1.1.12prof.CR3a).







Core Instructional and Supplemental Materials

Additional materials and resources are included in Units
The list provided here gives guidelines to common supplies and equipment used to support sequential standards-based arts education instruction. Replenishment of consumables is essential for program success.

Textbooks & Course Resources:

Textbook & Reference Publications:
(Note: Textbooks and other publications available for reference in the classroom or online)
 
· Abling, Bina. Fashion Sketchbook, 7th Edition. New York: Bloomsbury, 2019 
· Abling, Bina & Felice DeCosta. Fashion Flats and Technical Drawing. New York: Bloomsbury, 2017 
· DK, Smithsonian Institution. Fashion, New Edition: The Definitive Visual Guide (Smithsonian). Washington, D.C: Smithsonian, 2019
· Genova, Aneta. Accessory Design. New York: Bloomsbury, 2011 
· Access to additional classroom and e-publication collections of relevant reference books, magazines, and periodicals.

Technology and Equipment Resources: 
· Access to a school provided laptop and mouse, and other digital devices for design.
· Access to school provided digital devices for design such as scanners, graphics tablets & pens, IPads & Apple Pencils, etc. (based on availability).
· Student access to Adobe Creative Cloud Apps (Photoshop, Illustrator, Acrobat Pro, etc.)

Materials & Supplies:
· Tote-style portfolio to transport and safely store student work
· Sleeve portfolio for presentation and archival of student work
· Digital camera (mobile device cameras are suitable)
· All-purpose paper sketchbook 
· Newsprint paper
· Mixed media paper
· Drawing paper (white)
· Watercolor Paper
· Marker paper
· Found/reclaimed media for creating collages (paper, cardstock, cardboard, newspapers, magazines, photos, fabrics and trim scraps, found objects, etc.)
· Variety pack of graphite sketching pencils (prioritize 2B-9B)
· Graphite sketching pencils (HB)
· Graphite sketching pencils (jet black, extra smooth)
· Watercolor Pencils
· Pencil Sharpener
· Eraser
· Charcoal for drawing
· Drawing pens (variety of thicknesses, fine and thicker)
· Variety of illustration markers (assorted skin tones, gray scale, etc.)
· Brush-style marker pens (black and range of grays)
· Watercolor paint
· Watercolor Paint Brushes (round, assorted sizes prioritizing sizes #10 & #12)
· Paint Tray Wells
· Ruler
· Tape Measure 
· Paper scissors
· Fabric scissors
· X-Acto Knife
· Glue/glue stick
· Tape
· Push pins/pins







Curricular Requirements

RE: N.J.A.C. 6A:8-1.1
The curriculum includes: 
· NJSLS for Visual and Performing Arts (NJSLS-VPA) is banded for grades K-2, 3-5, 6-8, and 9-12. 
· Curricula reflect that all students in grades K-5 are given exposure to all four arts disciplines. 
· Curricula reflect that there is a choice of arts disciplines offered in grades 6 through 8 and 9 through 12.


Standards-Based Curriculum for the Visual Arts

The visual arts help human beings organize and make sense of what they observe and experience in the world. They appear in many forms, including traditional and contemporary painting and drawing, sculpture and installations, photography, ceramics, folk arts and crafts of all kinds, and new media and electronic technology. Also included are experiments and performance art that cross the boundaries between all art forms. Through study and the experience of producing works of art, students learn the basic visual arts vocabulary, based on the elements of art and the principles of design. Art students at any grade level work with those elements: line, shape, color, texture, form, value, and space. With the application of the principles of design, such as contrast, rhythm, proportion, movement, harmony, balance, and emphasis student artists can create unique and original statements through endless combinations, variations, and innovations. The resulting art can depict everyday reality or the imagination or dreams of the artist.
At all levels students learn how the visual arts connect to the world around them, to other curriculum areas, and to careers. 
To become artistically literate, it is essential that students are provided with the type of learning experiences that will enable them to engage with the four artistic processes. These processes are the cognitive and physical actions by which arts learning and making are realized across all arts disciplines and include practices reflecting steps that artists undergo in the process.
Artistic processes and practices are the foundation for developing artistic literacy and fluency in visual arts.
· Creating (explore, plan, revise)
· Responding (perceive, analyze, interpret)
· Presenting (select, analyze, share)
· Connecting (synthesize, relate)
Success and achievement in the arts demands engagement in the four fundamental creative practices of imagination, investigation, construction, and reflection in multiple contexts. These meta-cognitive activities nurture the effective work habits of curiosity, creativity and innovation, critical thinking and problem solving, communication, and collaboration, each of which transfers to the many diverse aspects of learning and life in the 21st century.

A student engaged in creative practices:
· Imagines a mental image or concept.
· Investigates and studies through exploration or examination.
· Constructs a product by combining or arranging a series of elements.
· Reflects and thinks deeply about his or her work.
Creative practices:
· Evoke deep, meaningful engagement in the arts.
· Can be fluid, though there is purpose and meaning to the order in which they occur.
· Vary from person to person, project to project, and moment to moment.
· Require intense cognition that can be developed through arts engagement










Enduring and Essential Questions

A. Creating
· What conditions, attitudes, and behaviors support creativity and innovative thinking? What factors prevent or encourage people to take creative risks? How does collaboration expand the creative process? How does knowing the contexts, histories, and traditions of art forms help us create works of art and design? Why do artists follow or break from established traditions? How do artists determine what resources and criteria are needed to formulate artistic investigations? 
· How do artists work? How do artists and designers determine whether a particular direction in their work is effective? How do artists and designers learn from trial and error? How do artists and designers care for and maintain materials, tools, and equipment? Why is it important for safety and health to understand and follow correct procedures in handling materials, tools, and equipment? What responsibilities come with the freedom to create? How do objects, places, and design shape lives and communities? How do artists and designers determine goals for designing or redesigning objects, places, or systems? How do artists and designers create works of art or design that effectively communicate? 
· What role does persistence play in revising, refining, and developing work? How do artists grow and become accomplished in art forms? How does collaboratively reflecting on a work help us experience it more completely?

B. Presenting
· What methods and processes are considered when preparing artwork for presentation or preservation? How does refining artwork affect its meaning to the viewer? What criteria are considered when selecting work for presentation, a portfolio, or a collection?
· How are artworks cared for and by whom? What criteria, methods, and processes are used to select work for preservation or presentation? Why do people value objects, artifacts, and artworks, and select them for presentation?
· What is an art museum? How does the presenting and sharing of objects, artifacts, and artworks influence and shape ideas, beliefs, and experiences? How do objects, artifacts, and artworks collected, preserved, or presented, cultivate appreciation and understanding?

C. Responding
· How do life experiences influence the way you relate to art? How does learning about art impact how we perceive the world? What can we learn from our responses to art? What is visual art? Where and how do we encounter visual arts in our world? How do visual arts influence our views of the world?
· How does one determine criteria to evaluate a work of art? How and why might criteria vary? How is a personal preference different from an evaluation?
· What is the value of engaging in the process of art criticism? How can the viewer "read" a work of art as text? How does knowing and using visual art vocabulary help us understand and interpret works of art?

D. Connecting
· Essential Questions: How does engaging in creating art enrich people's lives? How does making art attune people to their surroundings? How do people contribute to awareness and understanding of their lives and the lives of their communities through artmaking?
· Essential Questions: How does art help us understand the lives of people of different times, places, and cultures? How is art used to impact the views of a society? How does art preserve aspects of life?



















	Office of Teaching and Learning

	Fashion Drawing & History



Course Description

This course is a foundation-level exploration of fashion drawing using a variety of art media and digital technology. Students observe and draw the fashion figure and basic silhouettes, develop flat sketches, and learn techniques for rendering figures and textiles. The body for fashion is explored as an inclusive representation of diverse changing cultures and a global population. Students survey fashion history and pioneers of fashion design and illustration. Through historical investigation, students discover how societal events and attitudes transform fashion design and how it continues to reflect in our contemporary culture. Student’s document and reflect upon phases of the creative process to design presentations reflecting skills learned and personal design aesthetics. Individual portfolio development will begin during the freshman year with continuous development throughout each year of study.



















Curriculum Map

	NJSLS-VPA Standards
	Unit 1
	Unit 2
	Unit 3
	Unit 4
	Unit 5
	Unit 6
	Unit 7
	Unit 8
	Unit9
	Unit 10

	1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors. 
	X
	X
	X
	X
	X
	
	
	
	X
	X

	1.5.12prof.Cr1b: Shape an artistic investigation of an aspect of present-day life using a contemporary practice of art and design. 
	
	
	
	
	
	X
	
	
	
	

	1.5.12prof.Cr2a: Engage in making a work of art or design without having a preconceived plan. 
	
	X
	
	
	X
	
	
	
	
	

	1.5.12prof.Cr2b: Explain how traditional and non-traditional materials may impact human health and  the environment, and demonstrate safe handling of materials, tools and equipment. 
	
	X
	
	
	X
	
	
	
	
	

	1.5.12prof.Cr2c: Collaboratively develop a proposal for an installation, artwork, or space design that transforms the perception and experience of a particular place.
	
	
	
	
	
	X
	
	
	
	

	1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress.
	
	X
	
	X
	X
	
	X
	X
	X
	X

	1.5.12prof.Pr4a: Analyze, select and curate artifacts and/or artworks for presentation and preservation. 
	X
	
	
	
	
	
	
	
	X
	

	1.5.12prof.Pr5a: Analyze and evaluate the reasons and ways an exhibition is presented.
	
	
	
	
	
	
	
	
	X
	

	1.5.12prof.Pr6a: Analyze and describe the impact that an exhibition or collection has on personal awareness of social, cultural or political beliefs and understandings.
	
	
	
	
	
	
	
	
	X
	X

	1.5.12prof.Re7a: Hypothesize ways in which art influences perception and understanding of human experiences. 
	
	
	X
	
	X
	
	X
	X
	
	

	1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by experiencing visual arts. 
	X
	
	X
	X
	X
	X
	X
	
	X
	

	1.5.12prof.Re8a: Interpret an artwork or collection of works, supported by relevant and sufficient evidence found in the work and its various contexts. 
	
	
	X
	
	
	
	X
	
	X
	

	1.5.12prof.Re9a: Establish relevant criteria in order to evaluate a work of art or collection of works.  
	
	X
	
	
	
	
	
	
	
	

	1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated ideas.
	X
	X
	X
	X
	X
	X
	
	X
	X
	X

	1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal responses to art. 
	
	
	X
	
	
	X
	X
	
	
	

	1.5.12prof.Cn11b: Describe how knowledge of global issues, including climate change, may influence personal responses to art.
	X
	
	
	
	
	
	X
	
	X
	









Pacing Guide

	Unit
	Topic
	Pacing

	1
	Research, Documentation & Design Practice
	5 lessons – 15 days

	2
	The Body: Introduction to Drawing & Figure
	5 lessons – 16 days

	3
	Fashion Collaboration I
	5 lessons – 10 days

	4
	The Body: Deconstructing the Figure
	5 lessons – 18 days

	5
	Fashion Flat Drawing & Surface Patterns
	5 lessons – 20 days

	6
	Fashion Collaboration II
	3 lessons – 15 days

	7
	The Body: Illustrating Identities Part 1
	5 lessons – 17 days

	8
	The Body: Illustrating Identities Part 2
	4 lessons – 14 days

	9
	Collaboration III: Accessories
	5 lessons – 15 days

	10
	The Body: Anthology
	3 lessons – 16 days



 










Course Proficiencies

Unit 1: Research, Documentation & Design Practice
1. Explore the broad scope of the fashion system, its categories, roles, functions, and impact on society and culture.
2. Explore how and why fashion designers gather research and inspiration for the development of current and future collections. 
3. Explore how fashion can be used for representation and advocacy.
4. Establish and evolve a design practice with creative artistic habits that will support current and future ideation processes.
5. Establish a design practice that includes all forms of research and methods.
6. Research, explore, reference, and implement resources used in fashion.
7. Synthesize disparate research content making connections to inspire ideation and design direction.
8. Explore and demonstrate drawing as a form of research and discovery.
9. Explore the use of preliminary drawing for observation, research, and documentation.
10. Demonstrate an understanding of the power of keeping a sketchbook in the role of the design practice.
11. Create digital art at an introductory level using Adobe Photoshop.
12. Explore and reference Ancient Fashion history and its evolution in a variety of cultures for design research and inspiration.
13. Make, explain, and justify connections between ancient fashion history and social, cultural, and representational ideology.

Unit 2: The Body: Introduction to Drawing & Figure
1. Develop sensitivity to body types for fashion that reflects inclusive and diverse representation.
2. Communicate a sensitivity to a variety of body types and their representation for fashion.
3. Explore Introductory observational drawing to depict the live model.
4. Develop a series of preliminary studies drawing the live model.
5. Explore introductory rendering styles and techniques to express materiality.
6. Perceive introductory physical and digital drawing media with an understanding of materials, applications, and input devices.
7. Utilize physical and digital drawing media on its own or in tandem.
8. Explore creative processes utilizing digital image editing and compositing.
9. Produce digital image-making and preliminary page layout design.
10. Recognize, analyze, and reflect on how the Medieval Romance and Trade period introduced fashion design due to automation and specifying between genders.
11. Document knowledge of Medieval Romance and Trade fashion history.

Unit 3: Fashion Collaboration I
1. Connect fashion history research findings to contemporary design explorations.
2. Synthesize research into the design process.
3. Improve and continue to build on physical drawing skills in sketchbooks.
4. Explore and demonstrate how fashion designs involve 2D & 3D development.
5. Recognize & draw silhouette shapes for fashion.
6. Recognize how and why a fashion designer would implement a sloper to make the first pattern.
7. Recognize how and why a fashion designer uses muslin, an inexpensive fabric, to create first samples in order to make corrections before creating the final garments.
8. Advance proficiency in creating fashion ideas using Adobe Photoshop.
9. Create concept boards and design ideation using Adobe Photoshop.
10. Distinguish that clothing became more gendered, structured, and ornamented during the Renaissance period.

Unit 4: The Body: Deconstructing the Figure 
1. Depict the fashion figure in a variety of poses, genders and body types using lines.
2. Experiment with foundational drawing techniques to block & refine the fashion figure drawing.
3. Differentiate between drawing a fashion figure that is evenly weighted compared to illustrating the high hip.
4. Recognize, at an introductory level, a variety of basic necklines and armhole shapes.
5. Apply color to the figure to create interest, variety, and emphasis.
6. Render basic color techniques on the figure. 
7. Translate 2D garment design on the 3D body.
8. Use in tandem physical and digital media for figure drawing.
9. Distinguish the key elements of the Baroque Era.
10. Recognize, analyze, and make connections between the Baroque Period of history and contemporary culture.

Unit 5: Fashion Flat Drawing & Surface Patterns
1. Draw fashion flat illustrations and understand their purpose and use.
2. Draw fashion flats using physical media.
3. Explore Adobe Illustrator tools and the processes used to create digital fashion flat illustrations.
4. Gain an introductory awareness of garment details communicated in flat illustration.
5. Apply color and pattern to fashion flats using Adobe Photoshop & Illustrator.
6. Create surface designs using Photoshop and Illustrator.
7. Explore introductory surface design and surface design repeat structures.
8. Continue to strengthen page design and layout skills.
9. Recognize and analyze key silhouettes of the Rococo Era such as the frock coat and sporting dress for men and women.
10. Investigate and document cultural changes that influenced simpler clothing styles in the Rococo Era.



Unit 6: Fashion Collaboration II
1. Create written and visual narratives to communicate fashion design.
2. Use 2D and 3D design development in tandem.
3. Continue to practice figure and flat illustration using physical and digital media.
4. Create fashion presentations that combine multimedia.
5. Research, plan and execute a fashion photoshoot.
6. Research, plan and execute a short fashion video.
7. Continue to build upon page design and layout skills.
8. Recognize and analyze the historical context of how the sewing machine influenced fashion design.
9. Recognize, analyze, and reflect on the evolution of dressmakers and tailors into fashion designers.


Unit 7: The Body: Illustrating Identities Part 1
1. Draw more advanced fashion silhouettes and garment details on figures and flats.
2. Develop observational & illustration skills to draw fashion heads, hands and feet.
3. Develop a sensitivity to inclusive representation depicting different identities drawing fashion heads.
4. Draw uniquely a variety of clothing silhouettes in different fabric weights draping on the body.
5. Recognize and demonstrate the importance of editing for drawing complex details.
6. Continue to practice physical and digital drawing skills expressing more refinement.
7. Recognize, analyze, and reflect on women’s changing roles in the early 20th Century influencing garment silhouettes and function.

Unit 8: The Body: Illustrating Identities Part 2
1. Practice becoming more experienced using physical and digital media and a combination of both for illustration.
2. Explore the use of Adobe Photoshop, Adobe Illustrator, and Procreate to render fashion illustrations.
3. Gain more experience in understanding construction and garment details for flat illustration.
4. Explore added experiences using physical media to understand its relationship to digital media.
5. Gain more experience creating fashion design presentations and layouts.
6. Gain additional experience in creating fashion design presentations using digital media.
7. Recognize, analyze, and reflect on how early and mid-20th-century societal world events affect fashion and attitudes toward dressing.

Unit 9: Collaboration III: Accessories
1. Explore at an introductory level accessory design concept development.
2. Recognize and reference, at an introductory level, the basics of footwear components.
3. Explore and demonstrate the use of physical media, digital media, and the synthesis of both for accessory illustration.
4. Research, analyze, and reference the key silhouettes of the Sixties Youthquake Movement.
5. Investigate major fashion movements that dominated the late 20th Century leading into the 21st Century next-gen designers.
6. Relate late 20th-century fashion to design in the current century.
7. Reflect upon and refine several fashion presentations into one presentation concept.

Unit 10: The Body: Anthology
1. Curate a collection of work into an anthology.
2. Depict the fashion figure at an introductory level in more than one style.
3. Incorporate mixed media at an introductory level to create fashion illustrations.
4. Explore multiple media formats for fashion illustration.
5. Reflect, refine, and continue developing page layout design skills using Adobe Photoshop and Adobe Illustrator.
6. Select type style with sensitivity toward content for visual harmony.
7. Analyze and edit multiple works to create a single presentation communicating a narrative.
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Unit 1
Research, Documentation & Design Practice



Unit 1 introduces and begins to establish a creative practice informed by observation, research, visual organization, and expression of ideas and representational forms. Primary and secondary research will introduce design habits to inform creative projects and beyond. These concepts will be demonstrated with examples to communicate the synergy of the fashion industry’s creative process. Design market/trend reports will be introduced becoming an ongoing activity to support the observation and documenting of new ideas and current events. Concept boards will be developed as a representation of research and communication tools. Photoshop will be introduced and instructed to generate the creative composition. The sketchbook will be introduced as a personal journal that captures aesthetic and creative associations used to iterate projects, documentation, and future concepts. 

Fashion History movements will be included within every Marking Period and Unit. Unit 1 will begin with the Ancient World. Students will be encouraged to relate the utilitarianism in ancient cultures constructing clothing for protection with minimal materials connected within a contemporary context.






	Office of Teaching and Learning

	Fashion Drawing & History



Unit 1
Research, Documentation & Design Practice

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors.
1.5.12prof.Pr4a: Analyze, select and curate artifacts and/or artworks for presentation and preservation.
1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated ideas.
1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal responses to art.
1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by experiencing visual arts.

SUPPORTING STANDARDS:

CONTENT CONNECTIONS:
	Unit  Description

	
	4 Lessons: 13 class periods
Unit 1 introduces and begins to establish a creative practice informed by observation, research, visual organization, and expression of ideas and representational forms. Primary and secondary research will introduce design habits to inform creative projects and beyond. These concepts will be demonstrated with examples to communicate the synergy of the fashion industry’s creative process. Design market/trend reports will be introduced becoming an ongoing activity to support the observation and documenting of new ideas and current events. Concept boards will be developed as a representation of research and communication tools. Photoshop will be introduced and instructed to generate the creative composition. The sketchbook will be introduced as a personal journal that captures aesthetic and creative associations used to iterate projects, documentation, and future concepts. 

1 Lesson: 1-2 class periods
Fashion History movements will be included within every Marking Period and Unit. Unit 1 will begin with the Ancient World. Students will be encouraged to relate the utilitarianism in ancient cultures constructing clothing for protection with minimal materials connected within a contemporary context.

	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Designers develop a design practice for creative ideation.
· Designers use sketchbooks as the main repository for continuous ideation, experimentation, and documentation.
· Designers use primary and secondary research practices to develop their ideas.
· Ancient Fashion history endures in contemporary culture for its function and utilitarianism representing global societies.
	ESSENTIAL QUESTIONS
· How does the creative design practice relate to the fashion design process?
· What is the difference between primary and secondary research for fashion?
· How do designers synthesize research into future concepts?
· How is observational drawing a form of research?
· What is the significance of Ancient Fashion history in modern culture? 

	
	What students will know and be able to do

	
	KNOWLEDGE
· Fashion designers are continuously gathering research and inspiration for current and future collections. 
· Fashion is used for representation and advocacy.
· Design practice is creative artistic habits that will support current and future ideation.
· Research resources used in fashion.
· A broad understanding of the fashion system.
· Drawing as a form of research and discovery.
· The sketchbook’s role in the design practice.
· A beginning survey of Ancient Fashion history and its evolution in a variety of cultures.
	SKILLS
· Establish a design practice that includes all forms of research and methods.
· Synthesize disparate research content making connections.
· Explain and justify connections between ancient fashion history and social, cultural, and representational ideology. 
· Draw for observation, research, and documentation.
· Utilize Photoshop at an introductory level.

	Stage 2 – Evidence

	FORMATIVE & SUMMATIVE ASSESSMENT(S)

	Students will have the introductory experience to Unit 1 main themes through the following tasks:
Formative:
· Group response to Coach Forever Season Two
· Self-Identity Mind Map
· Written short essay response to the video BBC: The Price of High Fashion discussing fast fashion’s relationship to the environment.
· Sketchbook exercises throughout Unit 1
· Research interview either voice recorded, video or written discussing opinion about fashion’s relevance in society.
· Organize a Research system (swipe file, folder) of inclusive body types, an inclusive collection of heads, hands, feet, clothing silhouettes, and details, color stories found in images, inspirational images either original or sourced online, and surface design inspiration.
· Object as Narrative illustrated composition
· Found Object Collage made from discarded media.
· Blind Contour Partner Portraits
Summative:
· Photoshop Concept Board made from original and sourced photography.
· Conduct a mini-research project connecting the Ancient World’s utilitarianism within a contemporary context using visual and textual content.

	PRE-ASSESSMENT

	Individually:
· Self-Identity Mind Map

	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.
	Integration of internet research, devices to record voice, video, and image, Photoshop
	9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Primary Research
Secondary Research
Design Practice
Narrative
Iteration
System
Fashion Cycle 
Blind Contour
Utilitarianism
Mind map
Fast fashion
Sustainable fashion
Curate

	Fashion Designer
Textile Designer
Graphic Designer
Stylist
Merchandiser
Product Development
Trend Forecaster
Manufacturer
Buyer
Public Relations
Concept Board

	Resolution
File Formats
Pixel
Layers
Transform
Blend Modes
Masking
Selection Tools
Compositing
Collage

	SUMMARY OF KEY LEARNING

	
Lesson 1: 4 class periods - Fashion as Representation: An Overview of Fashion Design
· Learning Intention: I am learning how to analyze and interpret fashion as an identity, career, community, and system. (1.5.12prof.Re7b)
· Success Criteria: I can describe and connect fashion to personal experience, society, environment, and industry.
· Brief Overview of Lesson: Fashion will be introduced and explored as a concept and as an industry through a series of in-class exercises and discussions in the first week. Students should be able to relate their own experiences to fashion throughout the exploration. Fashion video, Coach Forever Season Two, a fashion presentation in the pandemic era will be streamed at the beginning of the first class. Fashion designers use film as a creative medium to communicate their collection’s theme, narrative, and designs. While designers continue to use traditional fashion shows with models walking to music, the film adds another sensory element. Through Covid, since large gatherings were discouraged, designer brands embraced fashion film. These films became a strong connection between brands and consumers through social media. After the 10-minute video is screened, assigned discussion points may include describing the Coach brand’s overall approach to the film and the range of models representing their customer. And students should be encouraged to explore the categories of designs and how they were presented. Student groups may also share personal reactions to their shopping or online browsing experiences at the Coach if applicable. This is an opportunity to create community learning from each other. The groups share their analysis with the class. Layering onto the video exercise, students will create an identity mindmap. This visual graphic reflection should radiate out how the student’s culture, creative identity, and personal values connect. This study will reflect to the student how they may represent design. The map is an activity that can be used to introduce each other to the class. An overview of the fashion industry in PDF slideshow format will be presented to broadly share the various careers and systems. This will demonstrate how the Newark School of Fashion & Design core fashion studios reflect the fashion industry. This allows introducing beginning design vocabulary. BBC: The Price of High Fashion video will be streamed to share the effects of fashion on the environment. Students will respond to the video’s key theme of how fast fashion is endangering the globe’s natural resources in a one-page essay. Students are encouraged to consider their own shopping resources. And after watching the documentary students should share if their opinion has changed toward the fast fashion industry.  A drawing creative play exercise such as partner blind portraits may be developed as an icebreaker class activity throughout the first few days. The students working in pairs help to make drawing fun and less intimidating. 

Lesson 2: 3 class periods - Design Practice: Primary & Secondary Research
· Learning Intention: I am learning about different research resources used in fashion design to document and analyze for inspiration and developing ideas. (1.5.12prof.Cn10a)
· Success Criteria: I can curate, refine and synthesize from many forms of research for fashion ideation.
· Brief Overview of Lesson: Methods of research will be defined and synthesized demonstrating how fashion designers are continuously exploring concepts for collections. Projects may demonstrate conducting interviews as an example of primary research to discover society’s perception about fashion. Interviews may be documented and presented either voice recorded or textual. Assigning a shopping/market report is another function of primary research gathering data for future ideation. Creating a system to collect and curate *Visual resources should be an ongoing activity as primary research throughout the grading periods as well as leveling up within Newark high school. Categories and methods will be explored and demonstrated that may be physical and digital. Fashion trend services are used as an example of secondary research. While direction and forecasting are subjective, these perspectives add to a diversity of ideas. The Sketchbook, as the main repository for designer’s research, ideation and experimentation is introduced and to be an ongoing activity. Quick sketchbook studies are developed introducing concept development and drawing. It is encouraged to share The Sketchbook Library as one of the resources for artistic inspiration.       
*Visual Resources: A selection of inclusive body types, an inclusive collection of heads, hands, feet, clothing silhouettes and details, color stories found in images, surface design inspiration, and inspirational images either original, torn from magazines, or sourced online.

Lesson 3: 3 class periods - Design Practice: Object as Narrative 
· Learning Intention: I am learning the importance of storytelling in fashion design and its relevance to communicate the designer’s inspiration and story. (1.5.12prof.Cr1a)
· Success Criteria: I can use drawing as a method of research, narrative, and representation paired with textual content. 
· Brief Overview of Lesson: Object as Narrative combines creating a story with primary and secondary research both visual and textual. Students will select a significant object that represents their identity to study and inform textual and visual observations. As primary research, students will sketch their objects from different viewpoints such as front, back, side views. Based on student drawing experience, pencil, pen, charcoal or marker may be used. When drawing their objects, students should discover details that may have gone unnoticed. In tandem, students will reflect in writing upon the objects from several meaningful perspectives. Using secondary research, discover the historical meaning of their objects, describe the object’s representation, and the interpretive context associated with their use. Students will observe the trajectory of the narrative of the chosen objects from the three different investigations to discover if, how, and why the original meaning has evolved or changed.  Students will make a finished piece that will combine expressive art and writing with an awareness of beginning page design. The narrative study is an introduction to drawing using natural media as well as reinforcing the use of storytelling in fashion design. The class presents their finished project as a group. The review also is an opportunity to share how to analyze, relate and express themselves in a creative discussion.

Lesson 4: 5 class periods - Design Practice: Concept Board
· Learning Intention: I am learning how to use research expressed in both physical and digital collage format for fashion creative inspiration. (1.5.12prof.Pr4)
· Success Criteria: I can curate, refine, and synthesize a collaged concept board from many forms of research conceptualizing for fashion.
· Brief Overview of Lesson: Building upon earlier research lessons, students will use collage as research to create concept boards. A concept board represents mood, color, textures, culture, theme, and potential surface designs described with image research. The fashion designer will use their concept board to share their vision with the design team and related departments. This visual allows the fashion brand to be aligned and understand the season’s design view. A collage is also a form of creative play. As students are at different artistic abilities, rapid assignments such as a Found Object Collage helps to encourage creativity and symbolizes another form of research in design practice. Students may make an impactful collage using discarded materials, repurposed into a finished concept board. The finished collage reinforces environmental awareness and synthesizes unexpected connections and visual associations. A written reflection may be assigned to document the learning process as well as ideas for future outcomes. A second concept board will be created digitally using Photoshop. Introductory image editing skills will be instructed such as file formats, resolution, layers, blend modes, selection, composting, masking, transformation, type, and filters. Students will capture images of their neighborhood and surroundings as primary research. Supplemental image sourcing or secondary research will be found online through royalty-free sites such as Unsplash.com. This creates an opportunity to share the importance of using digital content that has permission to be used for creative projects rather than copyright media. Students will discover in their concept boards the inspiration that is found in their local landscape. Students will also develop a written reflection viewing their concept boards to identify ideas for fashion. Boards are presented either on-screen or printed for a group review.

Lesson 5: *1-2 class periods: Fashion History I: Ancient World
· Learning Intention: I am learning how to apply critical thinking distinguishing between global ancient tribes and their trajectory through time. (1.5.12prof.Cn11a)
· Success Criteria:  I can compare Ancient Fashion history in a variety of societal, cultural, and historical contexts and make connections to uses of fashion design in contemporary and local contexts. 
· Brief Overview of Lesson: Beginning fashion history with Ancient Cultures will inspire the students to reflect on fashion in its functional form. As a resource Fashion, The Definitive Visual Guide will be used throughout the course. Starting with the timeline at the beginning of The Ancient World, this will become a guide demonstrating how clothing began as purely utilitarian and evolving into early decorative expression. This unit should survey ancient Egypt through the introduction of the tunic. Within the exploration, students will be introduced to how clothing was used to express similar societal beliefs and functionality that have endured in the present day. Representation between different global cultures and aesthetics is also explored within this timeline. In-class discussion questions should be assigned that will be answered and discussed in smaller groups. History homework assignments should include the sketchbook using drawing for practice and research depicting the ancient designs. And a more in-depth research report emphasizing relating ancient fashion history to contemporary associations will demonstrate learning with visual and textual content. 
* Instruction should devote one class per week to Fashion History


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful. 
· Emphasize body positivity and inclusion representing bodies for fashion.
	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate an awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 1 Resources
Lesson 1:
· Coach Forever Season Two
· BBC: The Price of High Fashion
· Slow Factory:https://slowfactory.foundation/sustainability-literacy/crash-course
· Mind Mapping: https://mindmapsunleashed.com/10-really-cool-mind-mapping-examples-you-will-learn-from
· Blind Contour Portraits: https://www.google.com/search?q=blind+contour+portraits&rlz=1C5CHFA_enUS914US914&sxsrf=ALeKk02yhwcQBk6uV7htErLvQp7Ro-TEDA:1627244635355&source=lnms&tbm=isch&sa=X&ved=2ahUKEwinns_Thv_xAhXDUt8KHSWjDdMQ_AUoAnoECAIQBA&biw=1643&bih=798
· Examples: https://drive.google.com/drive/folders/1ghzYXU6Er1mqDiAcKgU6JyqzXQ_IXKmD?usp=sharing

Lesson 2: 
· Trend Service: https://www.wgsn.com/en/
· The State of Fashion 2021: https://youtu.be/de6LxWaN37o
· The Sketchbook Library: https://www.sketchbookproject.com/library
· Examples: https://drive.google.com/drive/folders/1ghzYXU6Er1mqDiAcKgU6JyqzXQ_IXKmD?usp=sharing

Lesson 3
· Sarah Berman’s Closet: https://www.newyorker.com/video/watch/sara-berman-s-closet
· Examples: https://drive.google.com/drive/folders/1CaRwzWoJ6oLRryGEhYGJnRIIcnAomklU?usp=sharing

Lesson 4
· Concept Board: https://www.loom.com/share/606f4ebb6b7e44ada7a4da3ea90c94b5
· LinkedIn Learning: Photoshop 2021 Essential Training: The Basics
· Found Object Collage: https://www.janicemcdonald.com/
· Examples: https://drive.google.com/drive/folders/1IaaFvctkIuZbbCeauLWXGk2f6THyCP6K?usp=sharing

Lesson 5
·  Fashion, The Definitive Visual Guide

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, etc..
· Discarded media for collage
· Laptop with Adobe Photoshop

	Lesson 1: 

	Fashion as Representation: An Overview of Fashion Design
	Estimated Time: 4 Class Periods

	Fashion will be introduced and explored as a concept and as an industry through a series of in-class exercises and discussions in the first week. Students should be able to relate their own experiences to fashion throughout the exploration. Fashion video, Coach Forever Season Two, a fashion presentation in the pandemic era will be streamed at the beginning of the first class. Fashion designers use film as a creative medium to communicate their collection’s theme, narrative, and designs. While designers continue to use traditional fashion shows with models walking to music, the film adds another sensory element. Through Covid, since large gatherings were discouraged, designer brands embraced fashion film. These films became a strong connection between brands and consumers through social media. After the 10-minute video is screened, assigned discussion points may include describing the Coach brand’s overall approach to the film and the range of models representing their customer. And students should be encouraged to explore the categories of designs and how they were presented. Student groups may also share personal reactions to their shopping or online browsing experiences at the Coach if applicable. This is an opportunity to create community learning from each other. The groups share their analysis with the class. Layering onto the video exercise, students will create an identity mind map. This visual graphic reflection should radiate out how the student’s culture, creative identity, and personal values connect. This study will reflect to the student how they may represent design. The map is an activity that can be used to introduce each other to the class. An overview of the fashion industry in PDF slideshow format will be presented to broadly share the various careers and systems. This will demonstrate how the Newark School of Fashion & Design core fashion studios reflect the fashion industry. This allows introducing beginning design vocabulary. BBC: The Price of High Fashion video will be streamed to share the effects of fashion on the environment. Students will respond to the video’s key theme of how fast fashion is endangering the globe’s natural resources in a one-page essay. Students are encouraged to consider their own shopping resources. And after watching the documentary students should share if their opinion has changed toward the fast fashion industry.  A drawing creative play exercise such as partner blind portraits may be developed as an icebreaker class activity throughout the first few days. The students working in pairs help to make drawing fun and less intimidating. 

What students should know and be able to do to engage in this lesson:
· Students will relate their personal experiences towards fashion.
· Have a broad understanding of the fashion system. 
· Become sensitive that fashion is representative of society and opportunities to advocate through in-class discussion.
· A realization of the fashion industry’s effects on the environment in a written essay. 


	LESSON FOUNDATION

	Assessed Standards for this lesson
	Important content not included in the standards

	1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by experiencing visual arts.
1.5.12prof.Cn11b: Describe how knowledge of global issues, including climate change, may influence personal responses to art.

	I can bring my own experiences to analyzing fashion and design. I can collaborate with my peers. I understand that fashion is representative of society. I understand that fashion is used for advocacy.

	Focus Question for this Lesson

	How do fashion designers use design to reflect their identity and culture?


	Learning Intention
	Success Criteria

	I am learning how to analyze and interpret fashion as an identity, career, community, and system. 

	I can describe and connect fashion to personal experience, society, environment, and industry.

	Assessment(s)

	Self: Pre-assessment: Self-identity mind maps & partner blind contour portraits
Peer:  Group discussion of Coach Forever Season Two & partner blind contour portraits
Teacher: Pre-assessment: Observe group discussion of Coach Forever Season Two. Review self-identity mind maps & partner blind contour portraits. One page essay response to BBC: The Price of High Fashion video.


	Feedback (Peer to peer/student to teacher/teacher to student)

	Peer to Peer: 
· Group discussion of Coach Forever Season Two, partner blind contour portraits & self-identity mind maps 
Student to Teacher:
· Group discussion of Coach Forever Season Two, partner blind contour portraits & self-identity mind maps
Teacher to Student:
· Verbal feedback for self-identity mind maps & partner blind contour portraits. Written feedback for one-page essay response to BBC: The Price of High Fashion video.




	STUDENT CONSIDERATIONS - INTEGRATED ACCOMMODATIONS & MODIFICATIONS

	Anticipated Student Pre-Conceptions/Misconceptions

	· Pre-assessments:  Students may think the pre-assessment is a graded assignment.  Remind students that pre-assessments are tools for students and teachers to consider what they know and what they still need to learn to achieve their goals.
· Reinforce that fashion should be inclusive even though currently it may not always appear diverse. 


	Integrated Accommodations & Modifications

	English Language Learners/Sociocultural Implications: Students are encouraged to apply their own experiences for fashion representing their societal and cultural backgrounds.

Special Needs: Newark High School for Fashion Design protocols. 

Gifted and Talented: Encourage students that demonstrate art experience to apply their creativity to self-identity mind maps and partner blind contour portraits experimenting with mediums.





	THE LESSON IN ACTION

	Lesson Opening

	1. Welcome & icebreaker: Instructor welcomes students to Fashion Drawing & History explaining the relationship between Sewing Basics and Newark School for Fashion & Design. To quickly engage students the question, “How does fashion represent you?” may generate fun open-ended responses. If necessary the instructor may model a response. It’s okay if students don’t have an immediate answer and the instructor may respond that Fashion Drawing & History may provide direction.
2. Since fashion is especially a visual medium it’s encouraged to have fashion visuals projected every class. 
3. Reinforce daily that fashion will be explored through an inclusive lens. A class discussion about inclusivity may be supportive.
4. Explain the connection of Fashion History to contemporary society and design. 


	During the Lesson

	Over 4 class periods:
1. On the first day introducing Fashion Drawing & History stream a short fashion video followed with a group discussion. 
a. Stream as a class Coach Forever Season Two, a fashion. 
b. After the 10-minute video is screened, assigned discussion points may include describing the Coach brand’s overall approach to the film and the range of models representing their customer. And students should be encouraged to explore the categories of designs and how they were presented. Student groups may also share personal reactions to their shopping or online browsing experiences at the Coach if applicable. 
c. Student groups may also share personal reactions to their own shopping experiences with brands that represent them. 
d. This is an opportunity to create a community on the first day of learning from each other.
e. Groups come back together as a class to share their opinions.
2. Based on the video discussion about fashion representation, students will create a self-identity mind map. 
a. Mind-map and examples will be defined and demoed.
b. Focus of the map will be to identify culture, personal history, values, and creative goals.
c. The map should demonstrate visual hierarchy and connections. Even though this is hand drawn, students can be expressive with type style, type size, quick drawings if applicable, and linking the connections. The map may be black and white or use color
d. Through this study, students will be able to synthesize the visual map into their creative direction.
e. Students will be partnered for blind contour portraits. And pairs will discuss each other's maps.
f. Class comes together to share self-identity maps and blind contour portraits presented together. The group review will help the class to strengthen connections and understand how fashion designers use their own experiences to represent them.
g. Blind contour portraits will be reviewed to explore the drawing experience, what was learned from the subject, and line quality. Instructor will reinforce that blind contour drawing is a method to warm-up and create a quick study before a formal illustration.
3. An overview of the fashion industry in PDF slideshow format will be presented to broadly share the various careers and systems. 
a. The fashion system overview will demonstrate how the Newark School of Fashion & Design core fashion studios reflect the fashion industry. 
b. The overview introduces beginning design industry vocabulary.
c. Students working in smaller groups may be assigned a fashion industry career to quickly research more in-depth and report back to the larger class.
d. If there is additional time the video BBC: The Price of High Fashion may begin streaming and continue in the next class.
4. BBC: The Price of High Fashion video will be streamed to share the effects of fashion on the environment. 
a. Students will respond to the video’s key theme of how fast fashion is endangering the globe’s natural resources in a one-page essay.
b. Students are encouraged to consider their shopping resources. 
c. Class should give examples of fast-fashion brands so that everyone’s understanding is correct.
d. After watching the documentary students should share if their opinion has changed toward the fast fashion industry.
e. If there isn’t enough time to view the video in its entirety, students can finish watching the documentary for homework.
f. Students will complete their short response essay for homework and be prepared to share them with the class.



	Lesson Closing

	Class discussion:
1. Revisit the question, “How does fashion represent you?”. Answers may be the same, different, or students may be able to respond compared to the first day.
2. Students may be asked after the series of exercises if they have a better understanding of fashion and societal representation.
3. The idea of diversity and inclusion for fashion may be explored in the discussion. Perhaps creating a group list of descriptions.




Lesson 1 Resources


Lesson 1
· Coach Forever Season Two
· BBC: The Price of High Fashion
· Mind Mapping: https://mindmapsunleashed.com/10-really-cool-mind-mapping-examples-you-will-learn-from
· Blind Contour Portraits: https://www.google.com/search?q=blind+contour+portraits&rlz=1C5CHFA_enUS914US914&sxsrf=ALeKk02yhwcQBk6uV7htErLvQp7Ro-TEDA:1627244635355&source=lnms&tbm=isch&sa=X&ved=2ahUKEwinns_Thv_xAhXDUt8KHSWjDdMQ_AUoAnoECAIQBA&biw=1643&bih=798
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Unit 2 Plan
The Body: Introduction to Drawing & Figure


Students will begin the communication of the body. The model as applied to fashion will be explored as an evolving symbol. Rather than focusing on preconceived assumptions about the fashion figure described in weight, height, and pose, the model will be discussed, observed, and contrasted as a figurative representation of diverse changing cultures and global populations. Using a variety of traditional and experimental drawing and imaging techniques, students will begin to engage in visual storytelling through observational drawing, and digital image creation. Digital imaging tools will continue with Photoshop. Playful mark-making exercises using in tandem natural media and digital will allow beginning students to become familiar with their drawing media. Figurative drawing will be introduced with a live model expressed gesturally. Analog drawing and imaging tools will include wet and dry media. 


Fashion History II Medieval Romance and Trade will introduce the advancement of textiles, the birth of fashion, as well as societal representation.







Unit 2 Plan
The Body: Introduction to Drawing & Figure

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors.
1.5.12prof.Cr2a: Engage in making a work of art or design without having a preconceived plan.
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress. 
1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated ideas.
1.5.12prof.Cr2b: Explain how traditional and non-traditional materials may impact human health and the environment, and demonstrate safe handling of materials, tools and equipment.
1.5.12prof.Re9a: Establish relevant criteria in order to evaluate a work of art or collection of works.

SUPPORTING STANDARDS:


CONTENT CONNECTIONS:
	Unit  Description

	
	4 Lessons: 14 class periods
Students will begin the communication of the body. The model as applied to fashion will be explored as an evolving symbol. Rather than focusing on preconceived assumptions about the fashion figure described in weight, height, and pose, the model will be discussed, observed, and contrasted as a figurative representation of diverse changing cultures and global populations. Using a variety of traditional and experimental drawing and imaging techniques, students will begin to engage in visual storytelling through observational drawing, and digital image creation. Digital imaging tools will continue with Photoshop. Playful mark-making exercises using in tandem natural media and digital will allow beginning students to become familiar with their drawing media. Figurative drawing will be introduced with a live model expressed gesturally. Analog drawing and imaging tools will include wet and dry media. 

1 Lesson, 1-2 class periods
Fashion History II Medieval Romance and Trade will introduce the advancement of textiles, the birth of fashion, as well as societal representation.

	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Designers use the body as a representational symbol to signify culture, race, and figure diversity.
· Designers use the body for creative play discovering design opportunities.
· Photoshop is used for figurative exploration and presentation.
· Physical and digital drawing media used in tandem through mark-making is the beginning practice for drawing.
· Page layout design is a balance and visual hierarchy to connect image and textual content.
· Fashion History Medieval Romance and Trade demonstrates the beginning of automation, cultural inspiration, distinguishing between genders, and establishing fashion as a form of design.
	ESSENTIAL QUESTIONS
· What does the body communicate to the fashion designer? How is the body expressed in the fashion industry?
· What do you learn from observational model drawing?
· How does digital rapid prototyping support the beginning creative process?
· What experience is learned by design practices such as mark-making?
· What is the relationship between physical and digital drawing media?
· For page layout how does the content direct and influence the design?
· How do Medieval Romance and Trade timeline relate to contemporary fashion and lifestyle?

	
	What students will know and be able to do

	
	KNOWLEDGE
· Develop sensitivity to body types for fashion that reflects inclusive and diverse representation.
· Perceive introductory physical and digital drawing media with an understanding of materials, applications, and input devices.
· Process for digital image editing and compositing.
· Introductory rendering expressing materiality.
· Introductory observational drawing depicting the live model.
· Medieval Romance and Trade period introduced fashion design due to automation and specifying between genders.

	SKILLS
· Utilize physical and digital drawing media on its own or in tandem.
· Communicate a sensitivity to a variety of body types and their representation for fashion.
· Produce digital image-making and preliminary page layout design.
· Develop a series of preliminary studies drawing the live model.
· Document knowledge of Medieval Romance and Trade fashion history.


	Stage 2 – Evidence

	FORMATIVE & SUMMATIVE ASSESSMENT(S)

	Students will have the introductory experience to Unit 2 main themes through the following tasks:
Formative:
· A collection of different body types that may range from athletic, curvy, non-binary, classic, petite, and or any other group saved as a PDF
· Photoshop collage figure study
· A collection of physical and digital mark-making experimentation with material studies
· A series of figure drawings from the live model
· Medieval Romance and Trade sketchbook studies and remix Photoshop digital collage
Summative:
· Digital presentation saved as PDF created in Photoshop of Lessons 1-4

	PRE-ASSESSMENT

	Group:
· Students working in groups will research fashion brands and capture screenshots to document examples of model diversity.
Individually:
· Preliminary figure drawing from the model in gestural and blind contour form.


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Body Positivity
Body Type
Non-Binary
Identify
Inclusion
Migration
Mantles
Trews
Kirtle

	Tunic
Bliaut
Cote-Hardie
Doublet
Chaperons
Houppelande
Mark-Making
Gesture
Blind Contour
Stylus

	Graphic Tablet
Pressure Sensitive
Texture
Visual Hierarchy
Display Type
Body Type
Font Family
Type Style
Serif
San-Serif

	SUMMARY OF KEY LEARNING

	
Lesson 1: 3 class periods - Exploring the Body
· Learning Intention: I am learning how to view the body for fashion not as one representation. I am learning how to use Photoshop to create quick figurative design studies. (1.5.12prof.Cr2a)  I am learning how to use and care for equipment and tools for digital art media. (1.5.12prof.Cr2b)
· Success Criteria: I can illustrate body positivity expressed in fashion through a variety of inclusive figure types. I can digitally collage design ideas on the body using Photoshop. I can demonstrate safe operation of digital media technology.
· Brief Overview of Lesson: The female and male bodies will be explored, discussed, and observed as representative of inclusion and diversity relating to fashion design. Figurative examples and studies will demonstrate an awareness of different cultures, races, and identities. It’s important not to approach the body for fashion as one representation but rather a diverse changing society. It is suggested to share a visual survey of all different body types that may range from athletic, curvy, non-binary, classic, petite, and or any other group. In-class, students working in groups may research fashion brands and capture screenshots to document examples of model diversity. Assignments may also reinforce Unit 1 research focus with students collecting figures for drawing inspiration. Curated figure examples should focus on standing simpler poses that are best for fashion design illustration. As the body is a complex system of shapes and details and is challenging to interpret, a digital figure collage using Photoshop will be the first figurative study. The figure Photoshop Document (PSD) collage will reiterate Unit 1’s concept board study. And will provide immediate positive feedback working with the figure. This study will use 2 different body types representing how designs appear on different figure shapes. Resolution, selecting, cut & paste, scaling, rotating, flipping, layers, transparency, layer blend modes, filters, and basic file formats will be reviewed. The instructor will supply a range of unclothed figures ranging in different genders and shapes. The bodies should be front view with straight arms and legs. An image folder of non-related photos to clothing will be provided. The images may be car parts, buildings, nature, food, or any other subject. This study not only allows the student to play with figure representation but becomes a very preliminary design practice. Student work will be shared in a group review digitally or printed. 

Lesson 2: 4 class periods - Introduction to Drawing: Mark Making & Material Studies
· Learning Intention: I am learning how to experiment, practice, and persist to develop drawing skills. (1.5.12prof.Cr1a, 1.5.12prof.Cn10a) I am learning how to use a variety of dry and wet physical media alongside digital art media in the same space. (1.5.12prof.Cr2b) I am learning how to establish criteria to evaluate work developed in the sketchbook. (1.5.12prof.Re9a)
· Success Criteria:  I can explore and use a range of traditional and digital media practices for mark-making and basic rendering. I can safely use, clean, and maintain physical wet and dry media and tools in the design studio. I can demonstrate safe operation of digital media technology. I can collaborate as a class member to establish criteria to evaluate practice, process, and development of the sketchbook work during the course.
· Brief Overview of Lesson: To introduce drawing and its media, a rigorous exploration of methods and applications will be introduced and explored as it applies to mark-making and material texture expression. Simultaneously, natural media and digital equivalents will be created and viewed together captured in the sketchbook and on screen. Based on in-class demonstrations, explore mark-making surveying all-natural media and techniques such as paint, marker, chalk, pastel, finger paint, and pencil. Use those examples to compare creating a digital interpretation. Next, go beyond natural media simulation and discover digital mark-making that captures a synthetic digital appearance. This is an opportunity to introduce different digital input devices such as the tablet and stylus connected to the laptop using Photoshop and exploring the iPad and Apple Pencil with the Procreate application. After students have practiced their mark-making, they can choose 3 different solid fabrics that express texture to illustrate using natural media and digital media. Be sure to drape the swatches that will provide highlight and shadow for dimension.

Lesson 3: *1 class period - Introduction to Drawing: Model Drawing 
· Learning Intention: I am learning how to utilize inquiry methods of observation and experimentation to explore the body through drawing. (1.5.12prof.Cr1a, 1.5.12prof.Cn10a)
· Success Criteria: I can demonstrate the introductory ability to depict the figure through gestural forms and preliminary rendering of materiality. 
· Brief Overview of Lesson: Continuing Lesson 2 students will apply their familiarity with natural media for female or male model drawing observation. The figurative expression will focus on gesture and line quality only. Depicting the body is very complex and it’s important to edit and simplify. Movement is a key aspect for fashion depiction capturing the gesture. One model drawing session should introduce gesture and blind contour. In both iterations, the figure will be represented linearly and with very simplified shapes. In another session, draped fabric on the model will be the focus. In addition, this is an opportunity to connect the clothing of Ancient Fashion History to this lesson. The figure may be represented gesturally but the draped fabric should be more rendered to express light and shadow demonstrating volume. For visual interest, a variety of textures have the opportunity to be draped together. Completed sketches should be shared for a group review and comparison of different styles.
*Instructor should select another period to schedule a model for drawing.

Lesson 4: 4 class periods - Introduction to Drawing: Documenting Process 
· Learning Intention: I am learning how to analyze, select and critique studies for presentations documenting the creative process. (1.5.12prof.Cr1a, 1.5.12prof.Cn10a)
· Success Criteria: I can document connections from previous lessons with textual reflections presented in page layouts with sensitivity to aesthetics.
· Brief Overview of Lesson: Extending Photoshop from content creation to presentation, students will be introduced to page layout. This is an excellent opportunity to distinguish between typefaces and differences between decorative types appropriate for titles and simpler font choices for body type. Basic layout design will also be explored lecturing on positive and negative space and the relationship between visual and textual content. Students should use Unit 2 Lessons 1 - 4 for content-creating process documentation with written reflections to express their learning of the body and introduction to drawing. The digital presentation should be in a slideshow format saved as a PDF to be presented in a group review. 

Lesson 5: *1 - 2 class periods - Fashion History II: Medieval Romance and Trade
· Learning Intention: I am learning how to evaluate, select and apply methods of research and experimentation in fashion history. (1.5.12prof.Cr3a, 1.5.12prof.Cn10a)
· Success Criteria: I can compare Medieval Romance and Trade in a variety of societal, cultural, and historical contexts and make connections to uses of design in contemporary and local contexts. I can draw key designs and design details from Medieval Romance. I can redesign a Medieval Trade inspiration in a contemporary context with a short essay describing historical significance and reinterpretation.
· Brief Overview of Lesson: Continuing fashion history from Unit 1, Medieval Romance and Trade introduces the use of material automation, the concept of fashion design, and social class distinction. As Fashion History I left off with the tunic, the medieval period increases the speed of textile production as well as the trading of different designs and styles. As clothing becomes easier to produce with the ability to change silhouettes and details the idea of fashion is created. And while there are different religious stylistic representations in dress, the court and nobility become status symbols. And the introduction of trousers is created in this timeline with tops being shortened for men. In addition to apparel, accessories become more important and regional in this period. Historic concepts of early automation creating more design diversity may be compared to current fast fashion. Cultural trade in the Medieval era may be compared to today’s stance on cultural appropriation. Designs for men and women become more defined throughout this period and offer an opportunity to consider today’s gender identity. Sketchbook assignments may include drawing practice of the key designs in Medieval Romance (Mantles, Trews, Kirtle, Tunic, Bliaut, Cote-Hardie, Doublet, Chaperons, & Houppelande). Students may also use the Photoshop figure collage and remix Medieval Trade inspiration in a contemporary context with a short essay describing historical significance and reinterpretation.
*Instruction should devote one class per week to Fashion History 


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful.
	· Build confidence through a series of preliminary studies drawing the live model.
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate an awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 2 Resources

Lesson 1
· LinkedIn Learning: Photoshop 2021 Essential Training: The Basics
· If The Catwalks Are Really Waking Up To Body Diversity, Why Is Still So Hard To Find Clothes That Fit?: https://graziadaily.co.uk/fashion/news/body-diversity-fashion-clothes-size/
· Examples: https://drive.google.com/drive/folders/1ChNSPfMbYQz5yBzP8E3YvlqY3EN0OQaM?usp=sharing

Lesson 2
· Mark Making: https://www.google.com/search?q=mark+making&rlz=1C5CHFA_enUS914US914&sxsrf=ALeKk01ivPk3eVrFG4areaxqFeVsCn2gtA:1627250764283&source=lnms&tbm=isch&sa=X&ved=2ahUKEwjZp4--nf_xAhUknOAKHXazAeQQ_AUoAXoECAIQAw&biw=1643&bih=798
· Examples: https://drive.google.com/drive/folders/1d1q6bhdkPw0mh9H2mCXHKWdlHCYcLR1T?usp=sharing

Lesson 3
· Gesture Drawing: https://drive.google.com/file/d/1jnSk5glRfrdJf484l3TyXBRCCivFxVmf/view?usp=sharing
· Examples: https://drive.google.com/drive/folders/19ihmlMmypti_JKQJNvhmydQqAWRXA8rX?usp=sharing

Lesson 4
· Examples: https://drive.google.com/drive/folders/1uSaYo1L75Bj32ZeoQeoJPcpFaMi5fLCg?usp=sharing

Lesson 5
· Fashion, The Definitive Visual Guide

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All purpose paper for mark making & model drawing
· Laptop with Adobe Photoshop
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit 3 Plan
Fashion Collaboration I

Unit 3 introduces a shared project collaboration between Fashion Drawing & History and Sewing Basics for Fashion Design. Based on Unit 1 Fashion History I Ancient Fashion, the tunic will be the design theme. Through a series of studies, students will be able to create a design direction for the constructed tunic in Sewing Basics. A tunic pattern will be provided that can be slightly altered. However, students have the opportunity to personalize their tunics choosing lengths, trims, basic design details, color, texture, pattern, and trims. Through design illustrations both physical and digital, students will visualize their tunic concept. 

Fashion History continues with Renaissance Splendor. In this period fashion strengthened gender differentiation of clothing inspired by anatomy, portraiture painting becoming more realistic places more emphasis on fashion, and menswear began to display more volume and womenswear introduced the bodice and skirt becoming more structured.








Unit 3 Plan
Fashion Collaboration I

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors. 
1.5.12prof.Re7a: Hypothesize ways in which art influences perception and understanding of human experiences. 
1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated ideas. 
1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by experiencing visual arts.

SUPPORTING STANDARDS:
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress. 1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal  responses to art. 

CONTENT CONNECTIONS:
	Unit  Description

	
	4 Lessons: 8 class periods
Unit 3 introduces a shared project collaboration between Fashion Drawing & History and Sewing Basics for Fashion Design. Based on Unit 1 Fashion History I Ancient Fashion, the tunic will be the design theme. Through a series of studies, students will be able to create a design direction for the constructed tunic in Sewing Basics. A tunic pattern will be provided that can be slightly altered. However, students have the opportunity to personalize their tunics choosing lengths, trims, basic design details, color, texture, pattern, and trims. Through design illustrations both physical and digital, students will visualize their tunic concept. 

1 Lesson, 1-2 class periods
Fashion History continues with Renaissance Splendor. In this period fashion strengthened gender differentiation of clothing inspired by anatomy, portraiture painting becoming more realistic places more emphasis on fashion, and menswear began to display more volume and womenswear introduced the bodice and skirt becoming more structured. 

	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Fashion history inspires contemporary designs.
· Fashion design is a process that involves both 2D and 3D development.
· Slopers are used to begin the pattern making process.
· Muslin is used to create the first prototype  to make adjustments before making the finished garment in actual fabric.
· Designers use their sketchbooks for quick design ideation.
· Photoshop is used for rapid design visualization.
· The Renaissance period introduces more complex garments differentiated by gender.
· Queen Elizabeth I became the first fashion icon. 

	ESSENTIAL QUESTIONS
· How is a sloper used for pattern development?
· Why do designers use muslin for the first sample?
· What are the design stages for 2D and 3D development for fashion design?
· How do fashion designers begin the design process?
· How does digital visualization speed the design process?
· What is a fashion silhouette in relation to the garment?
· What is a fashion icon in context to society?


	
	What students will know and be able to do

	
	KNOWLEDGE
· Connecting fashion history to contemporary design.
· Fashion designs involve 2D & 3D development.
· A sloper is used to make the first pattern.
· Muslin is an inexpensive fabric used to create the first sample to make corrections before the final garment.
· Becoming more proficient to create fashion ideas using Photoshop.
· Distinguish that clothing became more gendered, structured, and ornamented during the Renaissance period.

	SKILLS
· Synthesize research into the design process.
· Create concept boards and design ideation using Photoshop.
· Improve and continue to build on physical drawing skills in sketchbooks.
· Recognize & draw silhouette shapes for fashion.



	Stage 2 – Evidence

	FORMATIVE & SUMMATIVE ASSESSMENT(S)

	Students will continue to gain drawing and design experience with Unit 3 main themes through the following formative tasks:
· Fashion Collaboration I Concept Board
· Fashion Collaboration I Design Ideation
· Renaissance Splendor silhouette sketchbook practice
· Renaissance Splendor Fashion Icon short response essay


	PRE-ASSESSMENT

	In-class discussion:
· Review student’s knowledge of Ancient Fashion’s tunic from previous lessons
· In smaller groups students, choose who is their present-day fashion icons and share them with the entire class


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
9.3.12.AR‐VIS.3 
Analyze and create two and three‐dimensional visual art forms using various media.  
	Internet-based research, Photoshop
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Panoply
Bodice
Overskirt
Jerkin
Breeches
Girdle
Ruff

	Corsetry
Icon
Armour
Tunic
Muslin
Sloper
Silhouette
	Resolution
File Formats
Pixel
Layers
Transform
Blend Modes
Masking
Selection Tools
Compositing
Paste Into
Collage
Concept Board

	SUMMARY OF KEY LEARNING

	
Lesson 1: 4 class periods - Fashion Collaboration I: Design Concept
· Learning Intention: I am learning how to use historical and contemporary research for design concepts. I am learning how to reflect upon my identity and culture by making aesthetic choices. (1.5.12prof.Cr1a)
· Success Criteria: I can create a digital collage from research for fashion concept board development using Photoshop.
· Brief Overview of Lesson: Students will use this time to create their concept for their tunic design direction. Fashion History I: Ancient Cultures, Fashion History II: Medieval Romance & Trade, Fashion History III: Renaissance Splendor may be considered. And while using historical references is important, there should be contemporary tunic research. In addition, focusing on representation, students have the opportunity to personalize the tunic to reflect their identity and culture. The visual research will be composited into a concept board. Continuing Unit 1 introduction to Photoshop, students will digitally collage their concept to express the theme, color, silhouette, research, and potential surface design or details. Concept boards may be shared in smaller groups for peer review and then feedback can be shared with the entire class.

Lesson 2: 4 class periods - Fashion Collaboration I: Design Iteration
· Learning Intention: I am learning how to use physical and digital media to visualize simple design concepts. (1.5.12prof.Cn10a)
· Success Criteria: I can draw simple garment shapes using basic rendering skills. I can use Photoshop to quickly visualize design concepts.
· Brief Overview of Lesson: Students will begin to iterate their designs based on Lesson 1 tunic design direction and concept board. Students should begin in their sketchbooks to practice drawing the simple tunic silhouette. This is an opportunity to use experience found in the mark-making studies to add color, texture, or design detail. The instructor may assign several variations for the sketchbook stage. As another design visualization, students will also create digital tunic variations. Using the Photoshop lessons, students can digitally collage tunic designs and place the silhouette on the figure. Body positivity in selecting figures will continue. To digitally fill tunic shapes with color and surface patterns, additional instruction will demo the technique. The instructor may assign the number of digital variations. When completed, students should meet in groups for peer support and then shared with the entire class. Ultimately with the consultation of both Fashion Drawing & History and Sewing Basics instructors, students will edit to the final design to create. In Marking Period 2, students will create the tunic design in muslin only for Sewing Basics.

Lesson 3: *1-2 class periods - Fashion History III: Renaissance Splendor
· Learning Intention: I am learning how gendered fashion evolved.  I am learning to observe how human anatomy through history is influencing garment construction, silhouette, and design. (1.5.12prof.Re7a & 1.5.12prof.Re7b)
· Success Criteria: I can use drawing to document gendered fashion silhouettes. I can explain how body anatomy shapes fashion design. 
· Brief Overview of Lesson: This fashion history timeline evolves previous draped clothing into more tailored and structured shapes. Garments in this period become more complex inspired by human anatomy. There is more differentiation between male and female silhouettes. The Renaissance Man silhouette grew wider and shorter contrasting the Medieval longer narrow lengths. And pleating details are used to create these shapes with the male identity reflecting artistic and scientific pursuits. Renaissance Women’s fashion introduces the separate shaped bodice and skirt revealing the feminine silhouette with only overcoats being waistless. In this period Queen Elizabeth I, created the Fashion Icon personality. Using her love of regal fashion to represent England, she inspired a movement that previously was darker to be much more glamorous. The students will continue using their sketchbooks to practice drawing and study in more detail this era. This is an opportunity to focus on silhouettes and observe the differences between gendered garments. Using Queen Elizabeth I introducing the fashion icon, students may research contemporary examples of how modern designers continue to be influenced. Also, the idea of a fashion icon may become a short essay response for students considering who they would select as their fashion icon.
*Instruction should devote one class per week to Fashion History 


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific, and consistently high expectations to all students and foster an environment in which the students can be successful. 

	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate an awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 3 Resources
Lesson 1
· Examples: See Unit 1 Lesson 4

Lesson 2
· Examples: https://drive.google.com/drive/folders/1V_5G9m3MwO3kAmdte_iSapC9ziyxgI61?usp=sharing

Lesson 3 
· Fashion, The Definitive Visual Guide

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for model drawing
· Laptop with Adobe Photoshop
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit Plan 4
The Body: Deconstructing the Figure

Unit 4 builds upon previous lessons observing the body with beginning to draw the figure. Fashion designers create their figure or sometimes referred to as “croquis” as a template to use for designing. Beginning exercises will demonstrate how to deconstruct the body starting with simple geometric shapes. This simplified body will be further refined to express muscularity. Basic figure anatomy will be explored so that students understand the relationship between the skeleton and muscles. Students will bring the figure to the line drawing level. Very simple athletic clothing will be drawn on the figure to understand how style lines correspond to the 3D body. Students will practice a range of poses from standing straight to slightly relaxed placing weight on one leg. The head, hands, and feet will be left as simple shapes until future Units. This study will also continue body positivity and inclusion when selecting figures to draw. Students should choose a range of genders and sizes. As a support resource, The Fashion Sketchbook by Bina Abling may be used to demonstrate simple figure building and structure. 

Fashion History IV will introduce the Baroque & Rococo era. This extended period will be instructed in Units 4-5. The Baroque period is defined by the French court for its richness and opulence. European silk produced in Lyon dominated the market. But also in this timeline the Dutch East India Company imports Asian textiles to the European market. The Rococo movement contrasts previous structured fashion with lighter styles created with softer lines made from silks. For men, England was a major influence with countryside casual clothing bringing the style to revolutionary America. And cotton from the East continues to transform women’s lighter dress silhouettes.




Unit Plan 4
The Body: Deconstructing the Figure

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors. 
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to  examine, reflect on and plan revisions for works of art and design in progress. 
1.5.12prof.Re7a: Hypothesize ways in which art influences perception and understanding of human experiences.
1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated  ideas.

SUPPORTING STANDARDS:
1.5.12prof.Cr1b: Shape an artistic investigation of an aspect of present-day life using a contemporary  practice of art and design.
1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by experiencing visual arts. 

CONTENT CONNECTIONS:
	Unit  Description

	
	4 Lessons: 15 class periods
Unit 4 builds upon previous lessons observing the body with beginning to draw the figure. Fashion designers create their figure or sometimes referred to as “croquis” as a template to use for designing. Beginning exercises will demonstrate how to deconstruct the body starting with simple geometric shapes. This simplified body will be further refined to express muscularity. Basic figure anatomy will be explored so that students understand the relationship between the skeleton and muscles. Students will bring the figure to the line drawing level. Very simple athletic clothing will be drawn on the figure to understand how style lines correspond to the 3D body. Students will practice a range of poses from standing straight to slightly relaxed placing weight on one leg. The head, hands, and feet will be left as simple shapes until future Units. This study will also continue body positivity and inclusion when selecting figures to draw. Students should choose a range of genders and sizes. As a support resource, The Fashion Sketchbook by Bina Abling may be used to demonstrate simple figure building and structure. 

1 Lesson: 2-3 class periods extending from Unit 4 - Unit 5
Fashion History IV will introduce the Baroque & Rococo era. This extended period will be instructed in Units 4-5. The Baroque period is defined by the French court for its richness and opulence. European silk produced in Lyon dominated the market. But also in this timeline the Dutch East India Company imports Asian textiles to the European market. The Rococo movement contrasts previous structured fashion with lighter styles created with softer lines made from silks. For men, England was a major influence with countryside casual clothing bringing the style to revolutionary America. And cotton from the East continues to transform women’s lighter dress silhouettes.


	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Garment style lines are necklines, armhole, waist, bottom opening, center front or any other distinguishable line.
· A weighted high-hip pose is drawn with the S curve at the center front with contrasting shoulders and hips with legs placed on either side of the balance line.
· Fashion designers draw croquis figures to be used as an underdrawing to design their ideas.
· Figures for fashion are not one body type but representative of a diverse changing society.
· Designers use physical and digital media in tandem for illustration.
· The Baroque period is an era of decoration and opulence.
· Fashion influencers in the Baroque era are represented by the royal court.

	ESSENTIAL QUESTIONS
· How does knowledge of human anatomy help to draw the fashion figure?
· How do you block out the fashion figure using proportion, balance line, angles, and guidelines?
· How do you depict the fashion figure to place body weight more on one side?
· What are the style lines of a garment?
· What are the best poses to select for fashion design drawing?
· In historical and contemporary timelines who and what events contribute to fashion cycles?  


	
	What students will know and be able to do

	
	KNOWLEDGE
· Foundational drawing techniques to block & refine the fashion figure.
· Understand the differences drawing a fashion figure evenly weighted compared to illustrating the high hip.
· Introductory understanding of a variety of basic necklines and armhole shapes.
· Color can be applied to the figure to create interest, variety, and emphasis.
· Distinguish the key elements of the Baroque era.
· Make connections between the Baroque period and contemporary culture.

	SKILLS
· Depict the fashion figure in a variety of poses, genders and body types using lines.
· Use in tandem physical and digital media for figure drawing.
· Render basic color techniques on the figure. 
· Translate 2D garment design on the 3D body.

	Stage 2 – Evidence

	FORMATIVE & SUMMATIVE ASSESSMENT(S)

	Students will continue to gain drawing and design experience with Unit 4 main themes through the following tasks:
· Deconstructing the Body Lesson
· Drawing the Weighted Pose Lesson
· Drawing Activewear: Figures Lesson
· Model Drawing Sessions
· Fashion History IV: Baroque & Rococo: Sketchbook practice, Baroque pattern research, short response essay on the Baroque style in the modern era


	PRE-ASSESSMENT

	Preliminary studies 
· Warm-up model drawing exercises


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	croquis
balance line
high hip
low shoulder
contrapposto
style line
princess line
s curve
Mantua
Frock
Grand Habit
Breeches
Doublet
Macaroni
Petticoat

	Virago Sleeve
Justaucorps
Cloak 
Neckline
Crew
V
Scoop
Asymmetrical
Sleeveless
Cap Sleeve
Short Sleeve
¾ Sleeve
Long Sleeve
Set-in Sleeve
Raglan Sleeve
	Dolman Sleeve
Center Front
Center Back
Waistband
Yoke
Cuff
Legging
Capri
Tight
Short
Compression Short
Tank
Halter
Camisole
Sports Bra

	SUMMARY OF KEY LEARNING

	
Lesson 1: 4 class period - Deconstructing the Body
· Learning Intention: I am learning how to observe differences between genders and body types. I am learning how to examine basic human anatomy and its relationship to drawing the figure. (1.5.12prof.Cr1a) (1.5.12prof.Cr3a) (1.5.12prof.Cn10a)
· Success Criteria: I can block the figure using basic geometric forms. I can relate human anatomy to create a more refined figure line drawing.
· Brief Overview of Lesson: In this lesson, students begin to block the figure. Understanding that the figure is a system of complex shapes and details, it is one of the most challenging subjects to draw. But by simplifying the body represented by geometric shapes, this stage creates a foundation and may become a form of representation. However, through the lens of fashion, the body will not be only drawn at one specific height, shape or gender. Students will approach drawing the fashion figure as inclusive and representing different body types. The Fashion Sketchbook by Bina Abling may be used as a resource demonstrating how to block the figure but not as a definitive example. One of the mistakes that beginning students make sketching the figure is attempting to draw a very detailed representation from head to toe. Generally, this approach lacks proportion and understanding of the anatomy relationship. Students should begin with figure references selected in previous units. The beginning poses should be front view standing straight evenly weighted in a simple swimwear or underwear garment. The figures may be a range of genders, non-binary and body types. The instructor may assign the quantity but the minimum should be 3 figures. Beginning with physical media, students will block each pose with geometric shapes resulting in a completed figure. The figure should start at the top of the page filling the paper to the bottom edge. Sometimes beginning with a grid blocking the paper with horizontal lines is helpful for novice artists. The instructor will also share their experience and techniques at this stage. Students will begin to observe some of the differences between genders meaning women generally are higher waisted with longer legs compared to men that blend waist and hip with a longer torso resulting in shorter legs. Students will source online a corresponding skeleton and muscular to place on of the figure blocking. This will visualize the final refined staged and inner connections of human anatomy. This is not to be an in-depth fine art study but a quick exploration to bring more sensitivity. Students may digitally trace the skeleton and muscular form using Photoshop with graphics tablet and pen or the iPad with Apple Pencil. The tracing should be black and white. The final result will reveal how bones and muscles create the body shape. Very basic anatomy may be discussed as vocabulary terms. Using Photoshop Layers students will overlay the blocked figure, the skeleton and muscular form. The instructor is encouraged to use different approaches if necessary based on the student's skill and class set-up. After completion, students will have a better understanding of how the body form is shaped and drawn. Students may continue with the original figures to illustrate more refined examples describing only the body shaping or draw them over again. And depending on the student skill level they may use physical or digital media. The finished outcome will be a series of deconstructed figures and refined versions. Heads will be described only as a shape with hands and feet very simplified. 

Lesson 2: 4 class period - Drawing the Weighted Pose
· Learning Intention: I am learning how to recognize the S curve, balance line and contrasting shoulder and hip for a weighted pose. (1.5.12prof.Cr1a)
· Success Criteria: I can draw diverse figures when the body weight is shifted to one leg.
· Brief Overview of Lesson: Interpreting the figure for fashion continues by introducing weighted poses. When the body places its weight specifically on one side of the body it creates the historical “contrapposto pose'', an Italian term to describe the body in a relaxed state. The torso creates an S curve at the center front with contrasting directions of shoulder and hip. The balance line starting at the pit of the neck draws a straight line to the bottom of the figure. In this pose, the weighted leg is placed on one side of the balance with the relaxed leg on the opposite side. Arms are simply down or hands placed on the hips. The “princess line” vertically drawn starting at the shoulder dividing the torso and down the leg indicates how clothes become fitted to the body. To apply this to the body study, students should select diverse figures representing the pose. Students may print the poses and in a contrasting color, draw the balance line, shoulder and hip direction, princess line and the center front S curve. This may also be accomplished digitally too. The same preliminary steps from Lesson 1: Deconstructing the Figure should be followed except the anatomy. The focus is to emphasize the S curve, balance line and contrasting shoulder and hip. The final result should be a minimum of 3 figures but additional may be assigned by the instructor. The figures should be represented as line drawings.

Lesson 3: 7 class periods - Drawing Activewear: Figures
· Learning Intention: I am learning how 2D garment style lines when drawn on the figure should represent the 3D body. (1.5.12prof.Cr3a) (1.5.12prof.Cr1a)
· Success Criteria: I can draw basic activewear designs on the fashion figure.
· Brief Overview of Lesson: Students will curate 5 (existing top and bottom designs)(Instructors may select a different number) different body-conscious activewear designs to draw on the fashion figure. The 5 designs will be expressed as outfits through mixing and matching on a minimum of the 3 figures. Please note that the same activewear designs will be used for Unit 5 introduction to Adobe Illustrator to be drawn as fashion flats. The instructor should check that the selected styles are very simple without detail for the introductory study. The focus is to demonstrate how design style lines are drawn on the figure to represent the 3D body. Students should select product images that very flatly depict the active clothing. Poses should range from standing straight to high-hip. All the preliminary blocking body steps will continue to create the more refined line figure drawings. Heads, hands and feet continue to be simplified until the next Marking Period. After the figures are completed, the students will illustrate the active style lines of the activewear designs on their figures. Necklines, sleeve opening, armholes, waistline, bottom opening or any other important style line should be illustrated following the direction of the body. Students may begin to play with color and use simple rendering for their activewear illustrations. Physical, digital or both color rendering have opportunities to be explored. 

Lesson 4: *1 class period - Model Drawing 
· Learning Intention: I am learning how to apply figure studies drawn from photos to sketching the live model. I am learning to understand when drawing the live model that I begin creating a foundation before refining the body shape.  (1.5.12prof.Cr1a) (1.5.12prof.Cn10a)
· Success Criteria: I can draw the live model building a foundation to refine the figure shape. I can draw a garment's style lines to go around the figure depicting 3D forms.
· Brief Overview of Lesson: *Based on the instructor’s Unit 4 pacing the model may be injected in any of Lessons 1-3. Live model drawing sessions should include similar studies that are based on drawing from photos. A session should be devoted to blocking the figure following the same process deconstructing the figure using simple geometric shapes. The back view is an opportunity to be developed using the same drawing methods for the front. Another session may include drawing high hip weighted poses. This will also review gestural drawing as a starting point to develop a more sensitive drawing. And added on to a session or in a separate class, the model should wear activewear to demonstrate Lesson 3. While most of the figure studies are based on line or grayscale, color blocking the body is another method to incorporate color helping to demonstrate proportion.  

Lesson 5: *1-3 class periods - Fashion History IV: Baroque & Rococo
· Learning Intention: I am learning how to recognize connections between societal influences and fashion design that became a style of dress. (1.5.12prof.Cr3a) (1.5.12prof.Re7a)
· Success Criteria: I can identify key items of clothing in the Baroque era. I can compare Baroque opulence with a contemporary style of dress through writing and images. I can begin to draw more sensitive detail in fashion garments and accessories.
· Brief Overview of Lesson: This extended period will begin in Unit 4 and conclude in Unit 5. The timeline transitions from more constructed silhouettes to softer lines, ultimately leading to the dress worn in revolutionary America. The Baroque period is defined by the French court for its richness and opulence. European silk produced in Lyon dominated the market. Lace is prominent for collars replacing the ruff. Henrietta Maria was a fashion icon for this time as the wife of King Charles I of England. Being of French descent, Henrietta brought a new fashion sensibility to the English court. The Virago sleeve was introduced by Henrietta Maria creating a soft puff with a less structured shoulder. King Charles I was executed and brought to England the Puritan influence of dark dress inspired by the Dutch and symbolizing austerity. The Puritans established a colony in America at that time, which remains an influence in American culture. However, after the Puritan influence, the English monarchy was restored with King Charles II declaring to bring back opulence and fashion. This is an opportunity for students to practice drawing detailed Baroque objects in their sketchbooks. They may range from decorative buckles, collars, and accessories. And major garments such as doublets and breeches to observe more detail are good items to draw. And the softer dresses in this era should be documented. A comparison between Baroque opulence and the student’s contemporary view in their society is an opportunity to make connections. Especially through social media and celebrity culture, students may write a short essay with visual examples to demonstrate an equivalent. Patterns or surface designs are dominant in the Baroque era and students may begin researching decorative Baroque ornaments that may be used in upcoming surface design lessons in Unit 5.
*Instruction should devote one class per week to Fashion History


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful. 
	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate and awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others




Unit 4 Resources
Lesson 1
· The Fashion Sketchbook by Bina Abling
· Examples: https://drive.google.com/drive/folders/1TsP8r9B_yxs0D8or01pEqk24v7uexBDl?usp=sharing

Lesson 2
· Example: https://drive.google.com/drive/folders/1SgMIU5D6pLjVg-DloM6Hd1csxel8qEnR?usp=sharing

Lesson 4
· Examples: https://drive.google.com/drive/folders/1VlpwJpJB_-fy4AevsYD9NumO1h4qQbRI?usp=sharing

Lesson 5
· Fashion, The Definitive Visual Guide

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for model drawing
· Laptop with Adobe Photoshop
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit 5 Plan
Fashion Flat Drawing & Surface Patterns

Unit 4 Activewear illustration continues into Unit 5’s focus on fashion flat illustration. Examples of garment flat illustrations will be shared explaining the flat’s role in design practice and industry use. The garment flat’s range will survey design ideation, technical drawing, presentation, merchandising, and production. Examples of fashion flat illustration will demonstrate a flat quick sketch drawn by hand, a variety of line weights used for flat drawing, and digital flats use for presentation and production.  Adobe Illustrator will be introduced and instructed to digitally draw the Unit 4 activewear designs. Introductory design details will be defined and demoed in Adobe Illustrator saved as brushes. Activewear flats will be filled in color and will be used for Surface Pattern exploration. Students will explore color harmonies and print development. Using both Photoshop and Illustrator, students will use both applications to create repeatable print designs. Photoshop will introduce creating mirrored designs from photographs and experimenting with allover designs with motifs. The prints developed in Illustrator will range from stripes to motifs placed in different repeat structures. These surface designs will fill garment shapes for students to understand the relationship between body and pattern. Live model drawing will incorporate simple patterned garments for physical illustration practice.


*Fashion History IV: Baroque & Rococo era will continue in Unit 5 finishing the Baroque period and concluding with the Rococo era. The Baroque fashion continues with its extravagant excesses transitioning into the simpler romantic Rococo movement introducing sportswear.





Unit 5 Plan
Fashion Flat Drawing & Surface Patterns

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors. 
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress. 
1.5.12prof.Re7a: Hypothesize ways in which art influences perception and understanding of human experiences.
1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated ideas.
1.5.12prof.Cr2a: Engage in making a work of art or design without having a preconceived plan.
1.5.12prof.Re9a: Establish relevant criteria in order to evaluate a work of art or collection of works. 
1.5.12prof.Cr2b: Explain how traditional and non-traditional materials may impact human health and the environment, and demonstrate safe handling of materials, tools and equipment.

SUPPORTING STANDARDS:
1.5.12prof.Cr1b: Shape an artistic investigation of an aspect of present-day life using a contemporary practice of art and design.
1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by 
experiencing visual arts.

CONTENT CONNECTIONS:
	5 Lessons: *20 class periods
*Model Drawing & Fashion History is not factored in the day count
Unit 4 Activewear illustration continues into Unit 5’s focus on fashion flat illustration. Examples of garment flat illustrations will be shared explaining the flat’s role in design practice and industry use. The garment flat’s range will survey design ideation, technical drawing, presentation, merchandising, and production. Examples of fashion flat illustration will demonstrate a flat quick sketch drawn by hand, a variety of line weights used for flat drawing, and digital flats use for presentation and production.  Adobe Illustrator will be introduced and instructed to digitally draw the Unit 4 activewear designs. Introductory design details will be defined and demoed in Adobe Illustrator saved as brushes. Activewear flats will be filled in color and will be used for Surface Pattern exploration. Students will explore color harmonies and print development. Using both Photoshop and Illustrator, students will use both applications to create repeatable print designs. Photoshop will introduce creating mirrored designs from photographs and experimenting with allover designs with motifs. The prints developed in Illustrator will range from stripes to motifs placed in different repeat structures. These surface designs will fill garment shapes for students to understand the relationship between body and pattern. Live model drawing will incorporate simple patterned garments for physical illustration practice.

1 Lesson: 2-3 class periods (continued from Unit 4)
*Fashion History IV: Baroque & Rococo era will continue in Unit 5 finishing the Baroque period and concluding with the Rococo era. The Baroque fashion continues with its extravagant excesses transitioning into the simpler romantic Rococo movement introducing sportswear.


	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Designers draw and use flat illustrations for ideation, presentation, and production to communicate garment details.
· Clothing and surface pattern designers use Photoshop and Illustrator as part of their design process for ideation and presentation.
· Designers use color and surface patterns to create uniqueness in collections.
· Designers prototype surface designs in garment silhouettes to illustrate the scale of the print.
· The Rococo era introduces a light-hearted spirit leading to simpler clothing styles.

	ESSENTIAL QUESTIONS
· How is fashion flat illustration used in the fashion industry?
· Why and how do fashion designers, illustrators and surface pattern designers work with color and pattern?
· Why is the Rococo period important in the history of fashion?
· How is Photoshop and Illustrator used by a surface print designer?
· What are the key silhouettes of the later Baroque era transitioning to the Rococo era?

	
	What students will know and be able to do

	
	KNOWLEDGE
· Draw fashion flat illustrations & understanding their purpose and use.
· Understanding the process and tools using Adobe Illustrator for fashion flat illustration.
· Introductory awareness of garment details communicated in flat illustration.
· An introduction to surface design repeat structures.
· Key silhouettes of the Rococo era such as the frock coat and sporting dress for men and women.
· Cultural changes that influenced simpler clothing styles.
	SKILLS
· Draw fashion flats using physical media.
· Draw fashion flats using Adobe Illustrator.
· Apply color and pattern to fashion flats using Adobe Photoshop & Illustrator.
· Create surface designs using Photoshop and Illustrator.
· Continue to strengthen page layout skills.


	Stage 2 – Evidence

	FORMATIVE & SUMMATIVE ASSESSMENT(S)

	Formative Assessment (s)
· Fashion Flat Illustration exercises
· Surface Patterns studies
· Model Drawing studies
· Fashion History sketchbook documentation
Summative Assessment (s)
· Fashion Flat & Surface Design Presentation
· Fashion History IV essay (options in the lesson)


	PRE-ASSESSMENT

	· Students will draw a quick flat sketch of a clothing item they are wearing or the teacher can bring in garments samples, display them in the classroom, and students draw a quick sketch of one garment. This task will inform the instructor about the student's current understanding and ability to analyze and draw a fashion flat. 
· Print research of student’s wardrobe


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	technical flat
presentation flat
swatches
all over print
tossed print
half drop print
placement print
fractal
motif
	pixel 
vector
pen tool
layers
stacking order
path
anchor points
line weight
fill
	stroke 
define pattern 
Photoshop Document (PSD)
Cravat
Waistcoat
Mantua
Frock Coat
Macaroni
Dandy


	SUMMARY OF KEY LEARNING

	
Lesson 1: Days 1 -7 - Fashion Flat Illustration
· Learning Intention: I am learning how to use Adobe Illustrator for flat garment illustration. I am learning how fashion designers and the fashion industry use flat garment illustrations. (1.5.12prof.Cr1a) I am learning how to use a variety of dry and wet physical media alongside digital art media in the same space. (1.5.12prof.Cr2b)
· Success Criteria: I can draw introductory flat garments using physical media and Adobe Illustrator. I can explain the different uses for flat illustrations in the fashion design industry. I can safely use, clean, and maintain physical wet and dry media and tools in the design studio. I can demonstrate safe operation of digital media technology
· Brief Overview of Lesson: Students will learn and practice sketching garment fashion flats. And the intent and use of flat garment illustrations will also be surveyed in this lesson. The activewear designs from Unit 4 will be used for the final fashion flat illustrations. This lesson will also survey the myriad of purposes and usages of how fashion designers incorporate garment flat drawing in their practice including design ideation, technical drawing, presentation, merchandising, and production. For reference, Fashion Flats & Technical Drawing by Bina Abling & Felice DeCosta is available in the classroom library. The teacher can open the unit with a pre-assessment by having students draw in their sketchbook a quick flat sketch of a clothing item they are wearing or they can draw from a selection of garment samples the teacher has displayed in the classroom. The teacher may lead students to discuss, “What is a fashion flat illustration?” “How are they used in the fashion industry?” “How do fashion designers use flat illustrations?” Images of flats can be shown ranging from hand-drawn to digital illustrations and students can observe and list the various qualities inherent in a fashion flat. Discussions about proportion, scale, shape, garment construction lines and garment details will train the student eye to view technical aspects of garments. Students will begin drawing fashion flats of their activewear curation using physical media. Using their sketchbooks, students will draw the front and back view of each garment. If a back view isn’t available students can create an original simplified version. After practice with physical drawing, Adobe Illustrator will be used to instruct digital flat illustration. Students will approach drawing garment flats on the computer by using a figure sketch as a template to draw garments in the correct proportion. If launching Illustrator for the first time differences between Illustrator and Photoshop will be reviewed. Key differences are Photoshop primarily is a pixel-based application and Illustrator is primarily vector. Simply explain that pixels are resolution-dependent and not as easily editable as Illustrator resolution-independent and continuously editable. Teaching the Pen Tool and Layers are two of the most important aspects of using Illustrator to draw fashion flats. The Pen Tool should include drawing connecting points creating paths both with corners and Bézier curves. And when creating shapes, paths should always be closed. The concept of layering is another critical practice. Students will need to understand that the flat garment’s pieces and parts will be layered in a stacking order that gives the appearance of a flat garment illustration. Students will draw their activewear curation front and back all saved with enclosed shapes. They can experiment with filling them with different colors and save them for the upcoming Surface Pattern lesson.

Lesson 2: 9 class periods - Surface Patterns
· Learning Intention: I am learning how to use historical research as inspiration for creating prints. I am learning how to use Photoshop & Illustrator to create surface patterns. (1.5.12prof.Cr3a, 1.5.12prof.Cr2a, 1.5.12prof.Re9a)
· Success Criteria: I can use historical research to create a variety of surface patterns using Photoshop & Illustrator. I can apply surface patterns to scale on fashion flats.
· Brief Overview of Lesson: This lesson will introduce surface pattern creation using Photoshop and Illustrator. A print designer’s role is another opportunity in the fashion industry for the students to explore. The lesson should start with an overview of the print manufacturing process, a survey of print design on clothing and accessories, and the purpose of prints in the design process. Students should research their own wardrobe for print examples and internet research of designer brands that specialize in print design. Students can make a quick PDF that will be shared as a class to reflect learning on how students select prints to wear and how designers use patterns in collections. 
· Students will use Fashion History IV: Baroque and Rococo as the source for print inspiration. Students will begin by making a concept board based on Baroque and Rococo design. The concept board should incorporate contemporary activewear images continuing the activewear theme. 
· Quick creative play will start using Photoshop to create mirrored surface designs that are inspired by simple fractals. From student Baroque and Rococo research, students will choose a Baroque and Rococo image to crop into a single tile. Working on a larger canvas, the tile will be duplicated and reflected and then copied again and rotated 180 degrees. The result will be the original tile duplicated so that the image is matched on the sides, top, and bottom. The duplicated tile is selected and the PSD command “define pattern” is selected to ultimately fill a larger swatch to view the repeat. Students should repeat these steps several times with different images to experience new results. 
· Continuing with Photoshop, students may create quick tossed all-over print designs. Beginning with a smaller canvas, students can use their Baroque and Rococo motif research to create a tossed all-over print design. Multiple motif shapes may be combined or just one motif. Scale, rotation, and color will be explored. Students can choose the “view pattern” option to visualize the pattern in repeat. When satisfied the “define option” command is chosen to save the design for a larger swatch or to fill a shape. 
· To visualize how the surface designs will appear in a garment, students will select photos of garments preferably white or light neutral for pattern mapping. Keeping with the activewear theme, students will choose a selection of tops and bottoms and fill them with their prints. Students will also use their activewear figure line drawings to digitally “paint” the prints. Using the graphics tablet and pen with the “pattern stamp tool”, students can brush the actual print onto the garment. 
· Adobe Illustrator will be demonstrated for quick pattern prototyping. Using the same research inspiration, students will create a range of simple stripes to demonstrate color stories. Using opacity, simple checks or plaids can be created from simple stripes. 
· The Baroque and Rococo motifs used in Photoshop can be used in Illustrator but may need to be converted to vectors using the “Live Trace” feature. Illustrator has a myriad of pattern structures that students can experiment with. The most common half drop and grids also have many options to tweak. Students should create many different repeats to understand how the repeat structure influences the motif style creating different effects. Illustrator also has quick recolor options that may be used in this lesson. 
· The activewear Illustrator flats from Lesson 1 will be used to fill with the Illustrator patterns. The prints may be transformed, scaled, and rotated within the garment so that students understand the relationship between pattern and silhouette.
· Students will create swatches of all the prints. The teacher can establish a minimum number of swatches.

Lesson 3: 4 class periods - Fashion Flat & Surface Pattern Presentation
· Learning Intention: I am learning how to curate a presentation from design iteration. (1.5.12prof.Cn10a)
· Success Criteria: I can create a presentation of surface designs inspired by historical research combined with contemporary styling. 
· Brief Overview of Lesson: Students will curate Lessons 1 & 2 into a finished presentation. Using page layout techniques from earlier lessons, students will combine prints with names inspired by the activewear combined with Baroque & Rococo designs. Layouts can be created in both Photoshop and Illustrator. Completed pages will be exported as PDFs and using Acrobat combined into one file. Illustrator’s type tool may be demoed to create titles. It is the instructor’s discretion to assign the number of studies. The presentation should curate the following content: 1 title page, concept board, 2-3 PSD fractal patterns, 2-3 PSD all-over tossed designs based on motifs, activewear figures digitally painted with patterns, curated actual activewear clothing images mapped with PSD prints, 2-3 Illustrator stripe, 2-3 Illustrator checks, 3-4 Illustrator all-over prints in a variety of repeat structures, Illustrator activewear flat drawings filled with Illustrator prints. Students should make swatches large enough to view the repeat.

Lesson 4: *2 class periods - Model Drawing
· Learning Intention: I am learning how 2D garments appear flat compared to being placed on the figure. I am learning how surface patterns appear on garments. (1.5.12prof.Cr1a)
· Success Criteria: I can draw garments as flats and on the figure. I can render simple surface designs on garments to appear dimensional. 
· Brief Overview of Lesson: The live model sessions will be used to support flat garment illustration and surface patterns. In both experiences, students will relate them to live physical drawing practice. For one session, the instructor will choose 3-4 simple garments that range from tops, bottoms, and one-piece silhouettes such as jumpsuits or dresses. These garments will be pinned on the wall for the students to draw them flat. It is the instructor’s discretion to the level of completeness and media. To demonstrate how 2D garments appear on the 3D figure, the model will pose in the simple garments. Students will observe how necklines and hems revolve around the model. Students will depict the figure following previous lessons and focus on capturing the clothing. Simple color may be used for basic rendering. Both versions of the flat garment study will be compared in a group review. In the second session for this Unit, the instructor will select a simple print look composed of 2-3 pieces. This is an opportunity for students to study how prints appear on clothing and illustrate prints using physical media. It is suggested to choose bold stripe garments, simple all-overs such as dots, or bold check. Before the students draw the outfit on the model, they will illustrate and render the pattern placed on the dress form. Since the model’s poses generally are short, students will have more confidence sketching the more complicated look as a still life. Once the still life observation is completed, the same look is sketched on the figure. In both versions, students should convey a 3D appearance following the drape of the prints. Both versions of the print study will be compared in a group review.
*Instructor should select another period to schedule a model for drawing.

Lesson 5: *2-3 class periods as continued from Unit 4 - Fashion History IV: Baroque & Rococo 
· Learning Intention: I am learning about the fashion evolution of the Baroque era evolving into the Rococo movement. (1.5.12prof.Re7a)
· Success Criteria: I can identify key silhouettes of men’s and women’s fashion in the Rococo era. I can write a short essay response about fashion during the Baroque and Rococo periods. 
· Brief Overview of Lesson: Students will continue their sketchbooks documentation of Fashion History IV capturing the most representative of the later Baroque and Rococo period. Those silhouettes may include the menswear frock coat, womenswear mantua, and sporting dress styles. This is also an opportunity for a short essay response about the Neoclassical and Rococo art movements and their impact on fashion in the era. As fashion history continues students will encounter art movements inspiring fashion design. Another research essay may be choosing a personality from contemporary culture that represents the macaroni. With visual references, students can compare the similarities and meanings of the macaroni in the 21st century. 
· Fashion History Highlights: The opulent Baroque era continues with menswear transitioning into decorative suits. Familiar items like breeches continue and are paired with waistcoats and fitted coats made from matching fabric. Lace continues to be predominant for cravats the precursor to the men’s tie. Waistcoats designed with decorative elements on the front with plainer back is the earlier version of the menswear vest. In this century, thrifting and second-hand clothing are popular. In the Baroque era, while expensive garments are individually tailored, second-hand traders become popular with the masses. For womenswear, the mantua featured elbow-length, cuffed sleeves, and the overskirt was typically drawn back over the hips to expose the petticoat beneath. In the earliest mantuas, the long trained skirt was allowed to trail. Made from extravagant materials, the mantua defined the Baroque era. Synonymous to fashion and this period is Marie-Antoinette. Known for her excessive style and consumption, Marie-Antoinette also chose menswear for riding and in her later years wore softened peasant-like looks. A trendsetter for her time but was eventually condemned for her lack of sensitivity. Neoclassical architecture with the lighter Rococo period is the evolution from the heavier Baroque. While ornamentation continues in Rococo, colors and a light-hearted spirit are dominant. For men, breeches and waistcoats are in fashion the topcoat is molded into the frock coat based on English sporting dress. It is characterized as a knee-length overcoat, buttoned down to the waist, that drapes over the lower half of the body like a skirt. Menswear continues to be worn in extreme fashion ranging from the flamboyant macaroni to the more sophisticated dandy. This period concludes with the introduction of sportswear or “sporting dress” reacting to sports activities becoming popular and social. Women began to wear tailored silhouettes for horseback riding that was accepted dress up to the mid-19th century. 

	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful. 


	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate and awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 5 Resources
Lesson 1
· Intro to Illustrator: https://www.loom.com/share/f399b26741244e63ac9bef613dfa819b
· LinkedIn Learning: Illustrator for Fashion Design: Drawing Flats
· Fashion Flats & Technical Drawing by Bina Abling & Felice DaCosta
· Examples: https://drive.google.com/drive/folders/1vCgeDeUb2OojgldCJgb3H81zA6-T411E?usp=sharing

Lesson 2
· Examples: https://drive.google.com/drive/folders/1sUbyrRizE3v7T5ZX_JhT_33_MVUpFB3N?usp=sharing
· Photoshop Prints: https://www.loom.com/share/bde1f5adeac345b28a6306df1bd401f4
· Illustrator Print 1: https://www.loom.com/share/35bdf1b929434341aa84a2bd414779c9
· Illustrator Print 2: https://www.loom.com/share/957db0fdd4e943c9b754f0076cb312c5

Lesson 5
· Fashion, The Definitive Visual Guide

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for model drawing
· Laptop with Adobe Photoshop & Adobe Illustrator
· Graphics tablet & pen
· IPad & Apple Pencil












Unit Plan 6
Fashion Collaboration II



Shared project Fashion Collaboration I with Sewing Basics Tunic project will be completed in Unit 6 with Fashion Collaboration II. At this point, the tunics are constructed in the actual fabric, trims, and finishes. For Fashion Drawing & History students will create the finished fashion figure sketch and flat, photoshoot, and a quick video. This will use previous storytelling lessons for fashion to plan the photoshoot and video experience. These image-making studies are meant to be quick but visually connected to their tunic designs. 
Fashion History V: From Revolution to Frivolity surveyed in this unit documents an expansion of fashion due to the rise of the middle-class, leisure activity, and healthcare improving life-span. The industrial revolution gave birth to a connected society making fashion international. 
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Unit Plan 6
Fashion Collaboration II

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1b: Shape an artistic investigation of an aspect of present-day life using a contemporary practice of art and design.
1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal responses to art. 
1.5.12prof.Cr2c: Collaboratively develop a proposal for an installation, artwork, or space design that transforms the perception and experience of a particular place.

SUPPORTING STANDARDS:
1.5.12prof.Re7b: Analyze how one's understanding of the world is affected by experiencing visual arts.

CONTENT CONNECTIONS:
	Unit  Description

	
	3 lessons, 15 *class periods
 *Fashion History is not factored in the day count
Shared project Fashion Collaboration I with Sewing Basics Tunic project will be completed in Unit 6 with Fashion Collaboration II. At this point, the tunics are constructed in the actual fabric, trims, and finishes. For Fashion Drawing & History students will create the finished fashion figure sketch and flat, photoshoot, and a quick video. This will use previous storytelling lessons for fashion to plan the photoshoot and video experience. These image-making studies are meant to be quick but visually connected to their tunic designs. 

Fashion History V: From Revolution to Frivolity surveyed in this unit documents an expansion of fashion due to the rise of the middle-class, leisure activity, and healthcare improving life-span. The industrial revolution gave birth to a connected society making fashion international. 


	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Designers create narratives to communicate their designs.
· Fashion is a 2D and 3D design process.
· Fashion video using motion and sound adds another sensory experience to the design.
· The invention of the sewing machine made clothing more cost effective and created a new fashion and design industry. 
· Late 18th century and 19th century with the rise of the middle class created more demand for fashion.
· Dressmakers and tailors evolved into fashion designers.
· Sports and leisure influenced clothing design in the 19th century.

	ESSENTIAL QUESTIONS
· How do fashion designers share their design inspiration?
· How does the 2D design process influence the 3D construction?
· How do designers plan and execute a photoshoot?
· What is a fashion film and how are they used?
· How did the invention of the sewing machine change the clothing industry and what was the effect on fashion?
· Why and when did fashion illustration become popular?


	
	What students will know and be able to do

	
	KNOWLEDGE
· Designers communicate their fashion with figure and flat illustration, photoshoots and video.
· Social media allows fashion designers to communicate directly with their customers.
· Designers use 2D and 3D design development in tandem.
· Historical context of how the sewing machine influenced fashion design.
· The sewing machine was invented in the 19th century at the beginning of the industrial revolution.
· English designer Charles Worth based in Paris is the first couturier.
· Dressmakers and tailors evolved into fashion designers.

	SKILLS
· Create fashion presentations that combine multimedia.
· Create fashion short films.
· Refine page layout skills.
· Practice figure and flat illustration using physical and digital media.
· Research, plan and execute a fashion photoshoot.
· Research, plan and execute a fashion video.
· Summarize and document  new learnings in fashion history.

	Stage 2 – Evidence

	SUMMATIVE ASSESSMENT(S)

	Formative Assessment (s)
· Fashion Collaboration II development
· Fashion History sketchbook documentation
Summative Assessment (s)
· *Fashion Collaboration II Presentation
· Fashion History V essay (options in the lesson)


	PRE-ASSESSMENT

	Class Discussion:
· Assignment introduction should engage in students discussing their favorite fashion publications & how their favorite fashion brands use social media.


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	narrative
photoshoot
design process

	Neoclassicism
empire
regency pelisse
hourglass
dandy
crinolines

	gigot sleeve
couturier
couture
princess line
bustle
fishtail

	SUMMARY OF KEY LEARNING

	
Lesson 1: 9 class periods - Fashion Collaboration II
· Learning Intention: I am learning to envision, research and plan concepts for a photoshoot to communicate fashion design narratives. (1.5.12prof.Cr1b)
· Success Criteria: I can create finished design illustrations and create a photoshoot for fashion design that tells a story.
· Brief Overview of Lesson: With the completed tunic created in Sewing Basics students will explore the narrative and storytelling. A final figure illustration of the finished tunic will be created using techniques chosen by the student from the variety of previous lessons. Students should be mindful of pose, body inclusivity, and potential physical and digital media. Collage techniques may also be used. A finished fashion flat of the tunic will be sketched. Using skills from the previous lessons, students will create front, back and render in color. Students will use themselves as models or a classmate for an informal photoshoot. It is encouraged before students create the photos, a series of research should be developed. Students may use their favorite magazines, fashion films, in-class and library resources, and social media. Students will share informal research in a quick PDF. The still image photoshoot should capture the student’s design narrative using location, model, pose, and framing of the image. It is expected that students will use their phones but if they own a DSLR that may be used. The photoshoot may be additionally edited using Photoshop for improvement and effects. At the same time as the photoshoot, students should capture video. This is an opportunity to experience differences between still and motion with the addition of sound for video. The video should be no longer than 1 minute.

Lesson 2: 6 class periods - Fashion Collaboration II Presentation
· Learning Intention: I am learning to reflect on the relationship between 2D and 3D design processes. I am learning how to curate my design iterations for the final presentation. I am learning how to collaborate to plan an exhibit of fashion artwork. (1.5.12prof.Cr2c)
· Success Criteria: I can create a fashion presentation that includes design process and completed ideas that share my narrative. I can write an essay describing my journey learning to design in 2D and making in 3D. I can collaborate with peers to organize an in-school exhibition of the Fashion Identity Project.
· Brief Overview of Lesson: Students will combine Fashion Collaboration I and II into a final presentation representing their tunic design and garment. This is an opportunity to reflect upon how design practice supports design ideation ultimately for the finished garment. Combined with Fashion Collaboration I, students will add their figure illustration, flat drawing, photoshoot and 1 minute video. Pages of Fashion Collaboration I & II will be combined in a PDF presented with the video. Social media use for fashion will also be explored. Students may research their favorite brands that use social platforms to understand how they are used. Students should select a series of images from their photoshoot and/or post their short video. Students will track responses and include feedback in their essay response. The class can share their social media to view each other’s photos and/or video. An essay will accompany the visual presentation so that students can share their creative journey relating to designing in 2D and 3D. As an additional activity, the instructor may assign written peer reviews. This will encourage students to engage in presentations and share with the instructor their observational knowledge.

Lesson 3: *Day - Fashion History V: From Revolution to Frivolity
· Learning Intention: I am learning about the origins of sportswear that endures in contemporary culture. I am learning about the beginnings of couture and fashion illustration.  (1.5.12prof.Cn11a)
· Success Criteria: I can document key silhouettes and innovations from the late 18th and 19th centuries. I can explain how sports influenced historical clothing evolving into “sportswear”.
· Brief Overview of Lesson:  Students will continue documenting key silhouettes in their sketchbooks. Through class discussion and lecture key silhouettes are identified and students should choose styles of personal interest. There are 2 theme opportunities for a one-page essay. One may be more in-depth research with visuals about Charles Worth representing the first couturier. Another option is an essay focusing on how sports and leisure in the 19th century influenced many modern clothing styles. And a comparison to the current athleisure clothing market may be an interesting exploration. What is Haute Couture? Who was the first couturier?
· Fashion History Highlights: The Revolution to the Frivolity is an expansive timeline. Neoclassicism continues inspired by Greek and Roman statuary columns and continuing empire lines for women of revolutionary France. Fabrics are in shades of pastel and lightweight cotton and silks. London, becoming an urban center, divided the year into social seasons and country seasons was referred to as Regency Society. Empire column dresses for women and frock coats for men were the established silhouettes. An important womenswear garment of the era is the outdoor coat and fitted Regency Pelisse. Worn over a lightweight dress the detailed coat was inspired by Medieval shoulder styling with dressmaker construction and trim details. Later, the pelisse evolved into the redingote (riding coat) dropping the waist and shortening of the skirt following dress silhouettes. Menswear revolved around tailoring and impeccable quality to fit the male form. The countryside continued to inspire colors, fabrics, and silhouettes. The Dandy became popular with Beau Brummel representing menswear of this century with exacting detail but expressing a nonchalance. Most notable within the timeline is the establishment of the first couturier Charles Worth. An Englishman based in Paris placing the city as the couture capital led away from tailors and seamstresses to the acknowledgment of designers. The designer evolution also introduced the prominence of fashion illustration. Already established in the 19th century, detailed fashion illustrations emanating from Paris provided trends and construction details. Couture designers hired fashion illustrators to document designs and sketches for customers. The Industrial Revolution began in this era with the first sewing machine and powered weaving looms and continues into the next timeline. The home sewing machine introduced new dressmaking skills and silhouettes. For women, the bustle is introduced by draping fabric around the hip and gathered in the back over a fishtail skirt silhouette. Women’s dress silhouettes were characterized by high necklines and cinched waists defining the Victorian era. For men and women, the sportswear emphasis dominated fashion crafting garments that were designed for movement. Knits and breathable kinds of cotton were adapted in dressmaking and tailoring. 
*Instruction should devote one class per week to Fashion History


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful. 
	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate and awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 6 Resources
Lesson 1
· Examples: https://drive.google.com/drive/folders/1JztvZFZ8pMAnpSRr8ANJlLc0Dipvx4j6?usp=sharing

Lesson 3
· Fashion, The Definitive Visual Guide

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· Laptop with Adobe Photoshop & Adobe Illustrator
· Device for photo & video
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit Plan 7
The Body: Illustrating Identities Part 1

Unit 7 will complete the study of the fashion figure by exploring the head, hands, and feet. Emphasizing diversity and inclusion, drawing the head for fashion will practice a range of identities. Facial features will be drawn from research that represents a variety of cultures, races, and identities. Hair and all distinguishable details will complete developing identities for fashion. Hands and feet will be explored to learn how to simplify complicated shapes to their simplistic forms. Students will engage in a project where fashion figures will be clothed with a design capsule created from the student’s personal wardrobe. The design illustrations will begin to reflect the student’s aesthetic and emerging style. The project will include flat illustration techniques from earlier units with additional techniques for silhouettes and detail. Live model drawing is included in this unit focusing on observing and drawing a range of garment silhouettes on the body. Drawing from the model will support the students to envision how clothing shapes drape in different fabrics as they depict their future designs. 

Fashion History VI: La Belle Epoque and the Jazz Age explores the early 20th Century. World War I propelled less restrictive clothes for women wearing practical uniforms. After the war, simpler and shorter silhouettes were favored for more energetic styling. Coco Channel establishes her label signifying the modernist women.




Unit Plan 7
The Body: Illustrating Identities Part 1

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress. 
1.5.12prof.Re7a: Hypothesize ways in which art influences perception and understanding of human experiences.
1.5.12prof.Re8a: Interpret an artwork or collection of works, supported by relevant and sufficient evidence found in the work and its various contexts. 
1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal responses to art.
1.5.12prof.Cn11b: Describe how knowledge of global issues, including climate change, may influence personal responses to art.

SUPPORTING STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors.

CONTENT CONNECTIONS:
	Unit  Description

	
	5 lessons, *17 class periods
*Model Drawing & Fashion History is not factored in the day count
Unit 7 will complete the study of the fashion figure by exploring the head, hands, and feet. Emphasizing diversity and inclusion, drawing the head for fashion will practice a range of identities. Facial features will be drawn from research that represents a variety of cultures, races, and identities. Hair and all distinguishable details will complete developing identities for fashion. Hands and feet will be explored to learn how to simplify complicated shapes to their simplistic forms. Students will engage in a project where fashion figures will be clothed with a design capsule created from the student’s personal wardrobe. The design illustrations will begin to reflect the student’s aesthetic and emerging style. The project will include flat illustration techniques from earlier units with additional techniques for silhouettes and detail. Live model drawing is included in this unit focusing on observing and drawing a range of garment silhouettes on the body. Drawing from the model will support the students to envision how clothing shapes drape in different fabrics as they depict their future designs. 

Fashion History VI: La Belle Epoque and the Jazz Age explores the early 20th Century. World War I propelled less restrictive clothes for women wearing practical uniforms. After the war, simpler and shorter silhouettes were favored for more energetic styling. Coco Channel establishes her label signifying the modernist women.

	
	Meaning

	
	ENDURING UNDERSTANDINGS
· Fashion designers choose figure representation for its uniqueness and diversity.
· Fashion designer’s sketches emphasize their designs and edit out unimportant distractions.
· Fashion designer sketches are personal, reflecting their aesthetic using physical and digital media.
· Early 20th-century fashion history introduces less restrictive clothes for women.
· Coco Chanel represents modernist women with relaxed silhouettes.

	ESSENTIAL QUESTIONS
· How do fashion heads and features relate to clothing design?
· What does the fashion head communicate about the customer?
· How do you choose to draw the most essential lines and details for fashion heads, hands & feet?
· How do you illustrate different fashion silhouettes & fabrics drape on the figure?
· How did World War I influence women’s clothing?

	
	What students will know and be able to do

	
	KNOWLEDGE
· Develop a sensitivity to depict inclusive representation and identities for drawing fashion heads.
· Connect the importance of editing for emphasis on drawing complex details.
· Distinguish uniquely a variety of clothing silhouettes in different fabric weights draping on the body.
· Examine women’s changing roles in the early 20th century influencing garment silhouettes and function.

	SKILLS
· Develop observational & illustration skills to draw fashion heads, hands & feet.
· Draw a variety of inclusive representations depicting different identities drawing fashion heads.
· Draw more advanced fashion silhouettes and garment details on figures and flats.
· Continue to practice physical and digital drawing skills expressing more refinement.
· Relate fashion direction in the early 20th century with the history and culture of the period through documentation, writing or discussion.


	Stage 2 – Evidence

	SUMMATIVE ASSESSMENT(S)

	Formative Assessment (s)
· Fashion Flat Illustration exercises
· Illustrating Identities: Head, Hands & Feet
· Illustrating Identities: Garment Curation
· Model Drawing studies
· Fashion History sketchbook documentation
Summative Assessment (s)
· Illustrating Identities: Figure & Flat Presentation Part 1
· Fashion History VI essay (option in the lesson)

	PRE-ASSESSMENT

	· The instructor will introduce Illustrating Identities Unit 7 providing images of diverse faces. Classroom discussion may explore the types of clothes each head may wear. 
· Using the same heads, the students will try to draw the likeness. Classroom discussion may explore what was the student’s experiences. What they enjoyed, what they found challenging, and if students noticed surprising details.
· The instructor will discuss the importance of editing and give the students tracing paper to place over the heads but only draw the essential lines. The first and second drawings will be compared.

	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
9.3.12.AR‐VIS.3 
Analyze and create two and three‐dimensional visual art forms using various media. 
	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Modernism
Editing
Line Quality
Aesthetic
Interior Drape Lines
Designer Sketch
Modernism
	Minaret
Hobble Skirt 
Harem Pant
Orientalism
Robes de Style
Tuta
Rayon
	Knitwear
Flapper
Paul Poiret
Charles Worth
Coco Channel
Sonia Delauney

	SUMMARY OF KEY LEARNING

	
Lesson 1: 7 class periods - Illustrating Identities: Head, Hands & Feet
· Learning Intention: I am learning to influence how fashion is perceived using inclusive faces. (1.5.12prof.Cn11a)
I am learning how to simplify complex details for heads, hands & feet. (1.5.12prof.Cr3a)
· Success Criteria: I can analyze and relate how cultural identity is reflected through contemporary fashion images. I can draw a range of facial identities for fashion. I can observe and draw hands and feet as shapes by editing out unimportant details.
· Brief Overview of Lesson: The figure for fashion will be completed by illustrating the head exploring identities. Students will begin with research and update their Unit 1 Lesson 2 Visual Resources with examples of inclusive heads that depict a range of gender identities, races & cultures. Students can consider, “What message would you want a viewer of your illustrated faces to perceive about who you are designing for?” The class will discuss how fashion is perceived by multiple audiences relative to identities conveyed in publications and media. The Fashion Sketchbook by Bina Abling in the classroom library may be used as a reference. Different facial features will be explored and practiced. In addition, a range of hair textures and styling will be considered. Foundational blocking of the head will help to proportion features creating balance. As the face is developed in a light value, visible features using darker values will add refinement. Hair should be observed as a shape using minimal detail to describe the texture and style of hair. Depending on the student’s skill level, a pencil or pen may be used. The watercolor wash is the most forgiving for color rendering, but for experienced students, a marker is also a choice. The iPad Pro with the Apple Pencil using Procreate is a very approachable method. And creating line drawings using physical media may be rendered using Photoshop and graphics tablet and pen. The color rendering should be very simple with a broad skin tone and hair color. Shadows and details should be minimal. The head studies may be a sketchbook project and using digital media. A minimum of 4 should be assigned but more is at the instructor’s discretion. Hands and bare feet will be researched reflecting a range of identities. The focus should be simplifying complicated details to be expressed as shape. Additionally, hands should have fingers grouped in a closed shape rather than fanning apart. This is an opportunity to practice drawing shoes and their relationship to the foot. Students can select and draw a minimum of 5 examples of each. Physical and digital media may be used or a combination of both. The class will share their head, hand, and feet studies in a group review digitally projected. 

Lesson 2: 3 class periods - Illustrating Identities: Garment Curation
· Learning Intention: I am learning how my personal clothing can communicate my identity and personal style. (1.5.12prof.Re7a) 
I am learning how I can use personal clothing as inspiration for drawing references. (1.5.12prof.Cr3a)
· Success Criteria: I can collaborate to photograph 3 or more looks from my personal wardrobe on my body and flat (front and back. I can create a concept board of 3 looks conveying a personal style and identity as inspired by my personal clothing.
· Brief Overview of Lesson: Students will curate 5-6 individual garments from their personal wardrobe to create 3 complete looks. The outfits should be a range of tops, bottoms, and an optional 1 piece. The clothing selection should communicate the student’s identity. Students can consider, “What message would you want a viewer of your clothing both on the figure and flat to perceive about the lifestyle you are conveying through the images?” and engage in discussion and list characteristics of their garments that communicate and reveal aspects of their identity.  The instructor should advise the class to choose simple garments. This is an opportunity to note the fabrics of their garments by reading the interior labels and distinguishing the fibers. Students can work with a partner to photograph the looks on themselves being conscious of pose and concentrating on front views. This is also an opportunity to experiment with the styling of the garments. Additionally, the students may reconsider how garments are typically worn and may explore alternatives to styling new looks with their garments. Even though the assignment is 3 looks, students should be encouraged to capture more images so that they can edit. The final selected garments will be photographed flat (front & back) for fashion flat illustration. Students should be sensitive not to create perspective distortion when photographing. Students working at an advanced pace can use this as an opportunity to layer additional design research such as graphics, patterns, colors, or environments. Curated looks and the concept board will be digitally projected as a group review. At this point, students can view their peer’s development, receive feedback, and make any edits before beginning Lesson 3. Students will use their personal garment curation as inspiration for a concept board in Lesson 3.

Lesson 3: 7 class periods - Illustrating Identities: Figure & Flat Presentation Part 1
· Learning Intention: I am learning about the various drawing styles and personal aesthetics of fashion designers. I am learning how to refine and express my personal aesthetic when drawing the fashion figure. (1.5.12prof.Re8a) I am learning how to combine all foundational drawing exercises into the designer’s sketch and flat illustration. (1.5.12prof.Cr3a) 
· Success Criteria: I can observe and contrast the drawing styles and personal aesthetics of different fashion designers. I can create fashion designer sketches using physical or digital media or a combination of both expressing my personal aesthetic and emphasizing varied lines and shapes. I can use Illustrator to refine and draw advanced fashion flats and show more garment details.
· Brief Overview of Lesson: Students will use the garment curation images and concept board from Lesson 2 and apply them to drawing the figures and flats in this lesson. Now that students have practiced the completed body, they will begin to illustrate figures in their own style. Beginning this lesson, the instructor will share a range of fashion illustrator and designer sketches. The examples will be a broad representation of drawing styles reflecting the illustrator or designer’s brand. Ask students to observe and explain the differences in the various collections of designer sketches. Students will research design fashion illustrations for drawing inspiration before beginning their figure illustrations. Using their figure photo references from Lesson 2, students will create the line drawings. Using all the foundational figure drawing skills from earlier units, students will begin blocking the body. Following the photo reference, the clothing will be drawn on the figure. Students should focus on the garment’s silhouette and choose the most important interior drape lines. Students should become aware of the visual appearance of the clothing’s materials. If the garment is denim, the line and shape should be rigid or express a knit; the line and shape are drawn softly. Students should incorporate their design aesthetic depicting the fashion head. Based on earlier discussions, students should depict an identity that relates or even contrasts to each look. The line drawings may use physical media, digital, or a combination of both. Using the photo references of the garments photographed flat students will use Illustrator to draw the front & back views of garments continuing techniques from previous units. All constructing and sewing details should be drawn. Students should continue using Fashion Flats & Technical Drawing by Bina Abling & Felice DeCosta for reference. The instructor may demo to the class additional Illustrator techniques such as stitching brushes and creating buttons. The designer sketches and fashion flats drawn in Lesson 3 Unit 7 will be rendered in Unit 8.

Lesson 4: *Days - Illustrating Identities: Model Drawing
· Learning Intention: I am learning how clothing silhouettes relate to the body. I am learning about how different fabrics drape uniquely on the figure. (1.5.12prof.Cr3a)
· Success Criteria: I can draw a variety of garment silhouettes with sensitivity to line quality depicting an assortment of materials.
· Brief Overview of Lesson: The model will be styled in a variety of silhouettes and fabrics so that students will understand how garments drape on the body. Reinforcing the focus in Unit 7 Lesson 3, students will observe how clothing shapes react to the model’s pose and differences in fabric. The selected clothing should be simple but survey slim and loose pants, straight and full skirts, fitted and easy tops, and straight and flared dresses. Contour drawing studies will help the students to focus on the outfit’s silhouettes. By using a continuous line, students should draw the outer shape of the clothed figure. Once completed, the shape should be filled in with a dark value. This style of drawing emphasizes how designers focus on silhouettes for their collections. For another session, students will sketch the posed model in a leotard drawn in a light value. The model will be dressed in a look posed the same as the first sketch. The students in a darker value will draw the clothing on top of the figure revealing how garments drape on the body. This exercise should be done several times with different garment silhouettes. 
*Instructor should select another period to schedule a drawing model.

Lesson 5: *Day - Fashion History VI: La Belle Epoque and the Jazz Age 
· Learning Intention: I am learning how the impact of World War 1 created a major shift in how women were clothed. I am learning how the early 20th Century changed women’s corseted silhouettes to be less restrictive. I am learning about early 20th Century designers and their stylings. (1.5.12prof.Cn11b)
· Success Criteria: I can compare the stylings of two designers from the period and make connections to the impact of war on their work. I can distinguish and draw early 20th Century fashion silhouettes.
· Brief Overview of Lesson: Students will continue their sketchbook documentation focusing on key silhouettes such as women’s “sporting looks” that demonstrate how established styles were updated for motoring, tennis, golf, and cycling. As students study this era the teacher will pose questions such as: “What conclusions can you draw about historical, cultural and artistic happenings of the early 20th Century impact on fashion and fashion images of the time? Compare and contrast the era with historic, cultural, and artistic current world events in context of your photographed and drawn fashion sketches today.” This will engage students in deeper thinking about the impact of global issues (war) on fashion designing and making. Wartime Women is another significant category to document transitioning to the New Woman. And as rising hems gave birth to the Roaring Twenties, students should record these silhouettes. Designer Paul Poiret’s silhouettes should also be explored as his styles focused on the theater and a more natural female form. Menswear silhouettes are consistent but between 1920 - 1929 students can observe and sketch the variety of suitings.  It is the discretion of the instructor to assign the total styles to draw in the sketchbook. An essay opportunity is to discuss the origin of the Chanel brand with its current Creative Director Virginie Viard and compare the visions and adaptations (https://www.vogue.com/article/virginie-viard-chanel-new-chapter). 
· Fashion History Highlights: World War I propelled less restrictive silhouettes for women wearing practical uniforms. After the war, simpler and shorter silhouettes were favored for more energetic styling. Warm weather destinations became popular resulting in more body-revealing clothing. Fashion designers continue their ascent in this century. Couture designer Paul Poiret who worked for Charles Worth established his label that captures theatrical orientalism and rejecting corseted silhouettes for looser and leaner lines. One of the most influential designers in the 20th Century and beyond is Coco Chanel. Chanel understood the changing woman and introduced a range of easy relaxed silhouettes. This timeline continues with the emphasis on knitwear and the flapper of the Roaring Twenties. Menswear suiting becomes streamlined with distinctive tailoring. And Modernism, a movement by artists using fashion as art such as Sonia Delauney, chose straight silhouettes as their canvas. 
*Instruction should devote one class per week to Fashion History


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific, and consistently high expectations to all students and foster an environment in which the students can be successful. 


	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate an awareness of the differences among individuals, groups, and others’ cultural backgrounds
· Develop, implement, and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others








Unit 7 Resources
Lesson 1
· Fashion Sketchbook by Bina Abling
· Examples: https://drive.google.com/drive/folders/12RiA4fr4_L6WHHzz4C4ph0WBdwe0hVy7?usp=sharing

Lesson 2
· https://drive.google.com/drive/folders/1DWR2BO0I9o1nzYpnS19YzZu_QM9X5JdD?usp=sharing
Lesson 3
· https://drive.google.com/drive/folders/1a2UOMAnezczAAqDGPofUTBpOswuH-0ID?usp=sharing
· Fashion Sketchbook by Bina Abling

Lesson 5
· Fashion, The Definitive Visual Guide
· https://kddandco.com/2015/02/09/sonia-delaunay-the-dress-of-the-future/

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for model drawing
· Laptop with Adobe Photoshop & Adobe Illustrator
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit Plan 8
The Body: Illustrating Identities Part 2

Unit 8 will build upon and complete Lesson 3 Unit 7 Illustrating Identities: Figure & Flat Presentation Part 1 with Part 2 rendering the figures and flats created in Part 1. For rendering, students may use physical and digital media or a combination of both. The rendering should focus on expressing the garment textures or patterns. The flats drawn in Illustrator will be filled with color and garment details. 

Students will begin the research for the Fashion Illustration History Timeline to be completed in Marking Period IV. Students will curate historic fashion illustrations that reflect drawing styles, figure proportions, and signifying the dominant clothing silhouettes of the time. The timeline will incorporate page layout. Previous digital presentation techniques taught in earlier units will continue giving the students more opportunities to practice. 

Fashion History VII: Glamour to Utility begins with the stock market crash disrupting the roaring twenties for austerity fashion. Hollywood provided an escape with movie stars dressed in glamorous clothes designed by Hollywood costume designers. And World War II changed fashion for styles made from rationed fabric devoid of details. 

Fashion History VIII: Optimism and Youth became a reaction to the post-war era. French fashion dominated the globe with designer Christian Dior introducing the New Look. In America casual fashion became an alternative to the European formality. Claire McCardell, considered the first American fashion designer, created casual fashionable sportswear. Young people developing their own culture were called “the teenager” making workwear popular. 

Prominent Black women designers will be included in Optimism and Youth fashion history timelines. Zelda Wynn Valdes, Ruby Baily, and Ann Lowe have made significant contributions to fashion in these eras. And this is a wonderful opportunity to schedule a field trip at either The Met’s Costume Institute or FIT’s Costume Museum to study the actual clothes from Glamour to Utility and Optimism and Youth.

Unit Plan 8
The Body: Illustrating Identities Part 2

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress. 
1.5.12prof.Re7a: Hypothesize ways in which art influences perception and understanding of human experiences.
1.5.12prof.Re8a: Interpret an artwork or collection of works, supported by relevant and sufficient evidence found in the work and its various contexts. 
1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal responses to art. 
1.5.12prof.Cn11b: Describe how knowledge of global issues, including climate change, may influence personal responses to art.

SUPPORTING STANDARDS:

CONTENT CONNECTIONS:
	Unit  Description

	
	4 lessons, *14 days
Fashion History is not factored in the day count
Unit 8 will build upon and complete Lesson 3 Unit 7 Illustrating Identities: Figure & Flat Presentation Part 1 with Part 2 rendering the figures and flats created in Part 1. For rendering, students may use physical and digital media or a combination of both. The rendering should focus on expressing the garment textures or patterns. The flats drawn in Illustrator will be filled with color and garment details. 

Students will begin the research for the Fashion Illustration History Timeline to be completed in Marking Period IV. Students will curate historic fashion illustrations that reflect drawing styles, figure proportions, and signifying the dominant clothing silhouettes of the time. The timeline will incorporate page layout. Previous digital presentation techniques taught in earlier units will continue giving the students more opportunities to practice. 

Fashion History VII: Glamour to Utility begins with the stock market crash disrupting the roaring twenties for austerity fashion. Hollywood provided an escape with movie stars dressed in glamorous clothes designed by Hollywood costume designers. And World War II changed fashion for styles made from rationed fabric devoid of details. 

Fashion History VIII: Optimism and Youth became a reaction to the post-war era. French fashion dominated the globe with designer Christian Dior introducing the New Look. In America casual fashion became an alternative to the European formality. Claire McCardell, considered the first American fashion designer, created casual fashionable sportswear. Young people developing their own culture were called “the teenager” making workwear popular. 

Prominent Black women designers will be included in Optimism and Youth fashion history timelines. Zelda Wynn Valdes, Ruby Baily, and Ann Lowe have made significant contributions to fashion in these eras. And this is a wonderful opportunity to schedule a field trip at either The Met’s Costume Institute or FIT’s Costume Museum to study the actual clothes from Glamour to Utility and Optimism and Youth.


	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Fashion designers when rendering their sketches place the most emphasis on the garment design.
· Fashion designers choose to sketch a fashion head that expresses their design aesthetic.
· Fashion designers sometimes use inspirational imagery to give context to their designs for presentation.
· Fashion design is influenced by societal events such as wars, the economy, and leisure.
· American designers introduce a casual and pragmatic approach to fashion.
· Dior’s New Look dominated silhouettes for a decade.
	ESSENTIAL QUESTIONS
· What types of images give context to fashion designs for presentation?
· How do you influence the way someone perceives a collection through fashion presentations layouts using figures and flats?
· How do designer silhouettes influence fashion figure communication throughout history?
· Who were the designers of the early and mid-20th century that influenced fashion?



	
	What students will know and be able to do

	
	KNOWLEDGE
· Students will know more tools and materials including physical and digital media and a combination of both for illustration.
· Good design and layout is imperative to create visually appealing fashion presentations.
· Students gain more experience creating fashion design presentations and layouts.
· Students will understand how early and mid-20th-century societal world events affect fashion and attitudes toward dressing.

	SKILLS
· Demonstrate proficient to advanced use of Photoshop, Illustrator, and Procreate to render fashion illustration.
· Demonstrate proficient to advanced use of physical media and understanding its relationship to digital media.
· Create fashion design presentations using digital media.
· Explain the impact of early 20th century history and culture on the evolution of fashion silhouettes.

	Stage 2 – Evidence

	SUMMATIVE ASSESSMENT(S)

	Formative Assessment (s)
· Fashion Illustration History Timeline: Part 1 
· Fashion History sketchbook documentation
Summative Assessment (s)
· Illustrating Identities: Figure & Flat Presentation Part 2
· Fashion History VII essay (option in the lesson)

	PRE-ASSESSMENT

	· Students will use previous knowledge of physical and digital media to practice rendering Illustrating Identities: Figure & Flat Presentation Part 2 to direct the instructor areas to strengthen with demos.


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
9.3.12.AR‐VIS.3 
Analyze and create two and three‐dimensional visual art forms using various media. 
	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Cloche Hat
Bias
Lamé
Surrealism
Ready to Wear
Cocktail Dress

	Hourglass
Pragmatic
Zeitgeist
Hipsters
Style Tribes
Teddy Boys

	Cardigan
Circle Skirt 
Orientation
Landscape
Render
Rendering

	SUMMARY OF KEY LEARNING

	
Lesson 1: 10 class periods - Illustrating Identities: Figure & Flat Presentation Part 2
· Learning Intention: I am learning to use physical and digital media or a combination of both for rendering design sketches. I am learning how to observe and distinguish garment construction and details for flat illustration. (1.5.12prof.Cr3a) I am learning how to use inspirational images for presentations. (1.5.12prof.Re7a)
· Success Criteria: I can render the fashion figure and a range of garments using selected media demonstrating textural qualities, design lines and design details. I can create a fashion design presentation expressing my identity to influence how I want my work to be perceived by the viewer. 
· Brief Overview of Lesson: Students will render their Lesson 3 Unit 7 figure and flat line drawings. Before students execute the final 3 figures students should practice rendering their fabrics. Classroom resource Fashion Sketchbook by Bina Abling may be helpful for rendering techniques. Students may choose physical or digital media or a combination of both. Students may combine physical media for the desired effects such as combining paint and colored pencil. Markers may be used by more experienced students. Students may also use Photoshop brushes with graphics tablet and pen or use the iPad Pro and Apple Pencil. Students should place most of their energy in rendering the garments rather than the face. Face and hair should be simply rendered with desired flesh tone and hair color. This is an opportunity to experiment with skin color either depicting race and its relationship to the clothing design. Students may use shadows on the garment to show some dimension. Once the figures are rendered students should choose 2 of the 3 figures to remix in a digital collage. Front and back Illustrator line drawings should be filled with color, texture, and if applicable pattern. The instructor may need to demo additional Illustrator flat rendering techniques. Fashion Flats & Technical Drawing by Bina Abling and Felice DaCosta may be used to support students drawing more advanced flats. Once figures and flats are completed students will begin to layout the finished project. To place the figures in an environment, students may choose an image to use as a background for the figures. In Photoshop, the students need to silhouette the figures onto a transparent layer. Students should be careful not to let the background overwhelm the figures and may choose to alter the background’s opacity. Students may experiment using some of the inspirational images from their concept board with their rendered front and back flat layouts. The finished layout should be 11x17 landscape for digital projection export as PDF to be assembled into one presentation using Adobe Acrobat Pro. The finished presentation should consist of 1 title page, concept board developed in Part 1, 1 page for figures, 1-2 pages of fashion flats depending on style and quantity. Students should be sensitive with type choice reflecting the project’s theme and the student’s aesthetic. Students may also play with layouts combining the figure and related flats as well. The instructor may assign a written one-page reflection prompting the student to explore how the final capsule reflects their design identity and how their identity is elevated through selections they made in the presentations. Students should explore and reflect on their process, the final outcomes, and learnings from drawing their own clothes. Students can articulate their reflections and learnings while presenting their work. The instructor can provide opportunity for peer reviews and feedback.

Lesson 2: 4 class periods - Fashion Illustration History Timeline: Part 1 
· Learning Intention: I am learning about the relationship between fashion illustration and clothing silhouettes throughout fashion history. (1.5.12prof.Cn11a)
· Success Criteria: I can curate and document historical fashion silhouettes highlighting key silhouettes throughout fashion history in a multipage layout presentation including text.
· Brief Overview of Lesson: Students will create a timeline of how the figure for fashion has been documented and represented through fashion history illustrations. From the research, the body proportion for fashion will be explored and its evolution throughout the decades. The figure’s style of drawing compared to the decade’s influential silhouette will be considered. With the research, students will visually document influential illustrators who captured each decade’s zeitgeist. The research should begin with the 1900s to the present with a brief paragraph reflecting the student’s impressions for each decade. Pages may be separated as 1900, 1910, 1920, 1930, 1940, 1950, 1960, 1970, 1980, 1990-present. Students should curate 5-6 fashion illustration images with 3-4 fashion silhouette images for each decade. Each decade will be presented in a one-page layout. The research will be creatively collaged communicating the decade’s message. The layout can be created either in Photoshop or Illustrator depending on the instructor’s preference. A brief paragraph summary describing the curation will be included on each page layout. Along with the beginning research, students should create a preliminary layout for the instructor and class review. It is suggested the page size and orientation should be 11x17 landscape for digital projection. Students will continue to work on their timelines independently through Unit 9. The finished timeline will be completed in Marking Period IV. 



Lesson 3: *class periods - Fashion History VII: Glamour to Utility
· Learning Intention: I am learning about the effects of war and societal events that influence fashion design. I am learning about how sportswear became dominant in fashion. (1.5.12prof.Cn11a) (1.5.12prof.Cn11b)
· Success Criteria: I can recognize, draw, and fashion styles and direction that are a result of world events and societal changes that are still found in contemporary fashion. 
· Brief Overview of Lesson: Students will capture the long lean silhouette for women brought about from the stock market crash in their sketchbooks. Details such as bows, pleats, belts and fur collars, and cuffs should be sketched. The bias-cut women’s gown hugging the figure of the 1930s in satin and lamé will be sketched. Sporty styles for men and women of this timeline will be sketched and studied reflecting on how sports-inspired clothing became popular as leisure and city dressing. Women in wartime garments should be included in sketchbooks as it reflects a new role and change in silhouette. Also important to sketch are the styles of early American ready-to-wear that still are represented in current fashion. Students should write and submit reflections about a current world event and its impact on fashion design or it can be about a specific designer’s contribution or an industry innovation. The reflection can be in response to a prompt or question from the teacher. For example, “What was the effect of mass production on fashion design?” “What kind of clothing was in demand during the COVID-19 lockdown and why?” “How did issues of social justice surface in clothing designs at the start of this decade?” “Why was Claire McCardell a fashion revolutionary?”
· Fashion History Highlights: The stock market crash disrupted the flappers of the roaring twenties for austerity fashion. Hollywood provided an escape with movie stars dressed in glamorous clothes designed by Hollywood costume designers. Between World War I & II, classicism inspired by Ancient Greece directed designers to use pleating and draping. French designer Madeleine Vionnet made the bias-cut gown famous inspired by classical statues.  Casual clothing inspired by sports became increasingly popular and for men, Edward VIII, the Duke of Windsor was considered a style icon. Replacing the fair isle sweater for a waistcoat and draped suits were just some of Edward’s sartorial choices. The Surrealist art movement inspired fashion with witty surface designs printed on gowns. Italian designer Elsa Schiaparelli embraced the surrealists, injecting humor into fashion. World War II changed women’s fashion styles, bringing square-shouldered rigid structures made from rationed fabric devoid of details. As Europe was cut off from America and its fashion influence, American ready-to-wear designers became popular for their pragmatic approach to fashion design. Claire McCardell, considered the first American fashion designer, created casual fashionable sportswear.
*Instruction should pace Fashion History throughout the unit to cover content
*Potential field trip to The Met’s Costume Institute or FIT Fashion Museum

Lesson 4: class periods - Fashion History VIII: Optimism and Youth
· Learning Intention: I am learning about post-war fashion introducing women to Christian Dior’s New Look. (1.5.12prof.Cn11a, 1.5.12prof.Cn11b) I am learning about the fashion design influence of Zelda Wynn Valdes, Ruby Baily, and Ann Lowe. (1.5.12prof.Re8a)
· Success Criteria: I can explain and draw how Christian Dior’s New Look influenced fashion silhouettes. I can research and write about the fashion contributions of Zelda Wynn Valdes, Ruby Baily, and Ann Lowe.
· Brief Overview of Lesson: Prominent Black women designers, Zelda Wynn Valdes, Ruby Baily, and Ann Lowe have made significant contributions to fashion in this timeline. Valdes designed gowns for Ella Fitzgerald and Maria Cole and created the iconic Playboy bunny costumes. Baily, a master beader designed in Hollywood and combined art, theater, and fashion. And Lowe created the wedding dress for Jacqueline Kennedy, opened her own boutique on Madison Avenue, and her designs are included in the Metropolitan Museum of Art. Students will research the 3 women designers and draw examples of the fashion in their sketchbooks. Students should choose one of these designers for a written 1-2 page essay with visuals discussing the trajectory of their design careers. Students will also document Dior’s New Look in sketchbooks. Examples will feature the original New Look design and the iterations that followed such as cocktail dresses and gowns. Examples of “the teenager” should be included in sketchbooks. The instructor will specify the number of styles to document for categories.
· Fashion History Highlights: Fashion silhouettes reacted to the post-war era. French fashion dominated the globe with designer Christian Dior introducing the New Look. Dior’s influence was found in the ballerina-style wedding dress and the tight bodice full-skirted cocktail dress. The New Look hourglass silhouette became the shape for gowns. Spanish designer Balenciaga became legendary for his sculpted feminine fashion. Prosperity came to the middle class creating more leisure opportunities. A new term “resort” was created to suggest a casual and playful style of dressing. Young people developing their own culture were called “the teenager” making workwear popular. Youthful style tribes emerged such as hipsters and teddy boys. 
*Instruction should pace Fashion History throughout the unit to cover content
*Potential field trip to The Met’s Costume Institute or FIT Fashion Museum


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful.

	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate and awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others












Unit 8 Resources
Lesson 1
· Fashion Sketchbook by Bina Abling
· Fashion Flats & Technical Drawing by Bina Abling & Felice DeCosta
· Design Illustration inspiration: https://www.apottscollection.com/apotts-sketches-by-aaron-potts
· Examples: https://drive.google.com/drive/folders/1AC5rx3-RcmO4WX59LDRxi9FSCIn-3nQW?usp=sharing

Lesson 2
· Example: https://drive.google.com/drive/folders/1JqQNs67HGZJ1qWOi7A8xG1NDOKWVmeXW?usp=sharing

Lesson 3
· Fashion, The Definitive Visual Guide
· https://www.philamuseum.org/doc_downloads/education/ex_resources/schiaparelli.pdf 
· https://www.smithsonianmag.com/smithsonian-institution/1950s-designer-claire-mccardell-might-teach-us-about-what-wear-180955520/ 

Lesson 4
· Fashion, The Definitive Visual Guide
· https://www.shondaland.com/live/style/a19992024/zelda-wynn-valdes/
· https://www.fashionstudiesjournal.org/histories/2016/8/30/the-life-and-work-of-anne-lowe-zelda-wynn-valdes-and-ruby-bailey 
· https://www.nyxt.nyc/museum-city-ny/new-york-at-its-core-ruby-bailey/ 
· https://www.nytimes.com/1998/11/17/style/celebrating-claire-mccardell.html 

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for fashion drawing for physical media
· Laptop with Adobe Photoshop & Adobe Illustrator
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit Plan 9
Collaboration III: Accessories

Unit 9 introduces accessories as a design category, their relationship to the figure, and the attitude an accessory brings styled in a look. Project Collaboration III partners with Sewing Basics for Fashion Design creating an original soft tote design. Students will design their soft tote to coordinate with Illustrating Identities: Figure & Flat Presentation Part 2. While keeping the soft tote design simple, there are opportunities to experiment with scale, shape, and details. Students will consider the multifunction use and how reusable totes have been adopted in daily life. Drawing exercises will include techniques for accessory illustration using both physical and digital media. A live model drawing period also will focus on accessory illustration on the figure. 

Fashion History VIII: Swinging Sixties to Glam Rock and Fashion History IX: The Designer Decades concludes the fashion history survey. British fashion brought the “youthquake” to the swinging sixties. Speed of travel and the space race created optimism in dressing symbolized with the mini skirt and futuristic dresses. Synthetics such as plastics and metallics expressed the decade’s modernity. But later the opposition to the Vietnam war created a counterculture leading into the next decade. Themes such as “back to nature” and nostalgic romanticism became favored. 

Fashion History IX: The Designer Decades brings the fashion timeline to the present. Contemporary fashion transforms designers into mega brands pushing boundaries and experiential fashion presentations. Towards the end of the 20th-century fashion was representative of street styles re-worked into new designs. In the current new century diversity and inclusivity dominate by using fashion as a platform to advocate for causes such as the environment, identity, and justice


Unit Plan 9
Collaboration III: Accessories 

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors.
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress.
1.5.12prof.Pr4a: Analyze, select and curate artifacts and/or artworks for presentation and preservation.
1.5.12prof.Pr5a: Analyze and evaluate the reasons and ways an exhibition is presented.
1.5.12prof.Pr6a: Analyze and describe the impact that an exhibition or collection has on personal awareness of social, cultural or political beliefs and understandings.
1.5.12prof.Re8a: Interpret an artwork or collection of works, supported by relevant and sufficient evidence found in the work and its various contexts.
1.5.12prof.Cn11b: Describe how knowledge of global issues, including climate change, may influence personal responses to art.

SUPPORTING STANDARDS:

CONTENT CONNECTIONS:
	Unit  Description

	
	5 lessons, *15 days
*Model Drawing & Fashion History is not factored in the day count
Unit 9 introduces accessories as a design category, their relationship to the figure, and the attitude an accessory brings styled in a look. Project Collaboration III partners with Sewing Basics for Fashion Design creating an original soft tote design. Students will design their soft tote to coordinate with Illustrating Identities: Figure & Flat Presentation Part 2. While keeping the soft tote design simple, there are opportunities to experiment with scale, shape, and details. Students will consider the multifunction use and how reusable totes have been adopted in daily life. Drawing exercises will include techniques for accessory illustration using both physical and digital media. A live model drawing period also will focus on accessory illustration on the figure. 

Fashion History VIII: Swinging Sixties to Glam Rock and Fashion History IX: The Designer Decades concludes the fashion history survey. British fashion brought the “youthquake” to the swinging sixties. Speed of travel and the space race created optimism in dressing symbolized with the mini skirt and futuristic dresses. Synthetics such as plastics and metallics expressed the decade’s modernity. But later the opposition to the Vietnam war created a counterculture leading into the next decade. Themes such as “back to nature” and nostalgic romanticism became favored. 

Fashion History IX: The Designer Decades brings the fashion timeline to the present. Contemporary fashion transforms designers into mega brands pushing boundaries and experiential fashion presentations. Towards the end of the 20th-century fashion was representative of street styles re-worked into new designs. In the current new century diversity and inclusivity dominate by using fashion as a platform to advocate for causes such as the environment, identity, and justice.

	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· Fashion designers create accessories for design, function, and coordinate with clothing.
· Fashion designers use accessories for advocacy.
· Fashion designs upcycle and repurpose discarded materials into new products.
· Fashion designers use physical and digital media and a combination of the two to illustrate accessory designs.
· Fashion design presentations are visually consistent communicating a singular message.
· British fashion’s “youthquake” movement is synonymous with sixties fashion.
· Fashion designers became mega brands in the late 20th Century.
	ESSENTIAL QUESTIONS
· How do accessories coordinate with a fashion collection?
· How can you create a tote bag for advocacy?
· What are the names of basic shoe components?
· What are the key silhouettes of the sixties?
· What are some of the significant fashion movements of the late 20th Century?

	
	What students will know and be able to do

	
	KNOWLEDGE
· The process of accessory concept development.
· The components of footwear.
· How designers use physical and digital media and the combination of the two for accessory illustration.
· Knowledge of key silhouettes and garments of the sixties.
· Knowledge of major fashion movements that dominated the late 20th century leading into the 21st century next-gen designers.
	SKILLS
· Synthesize physical and digital media and the combination of the two for accessory illustration.
· Reflect and refine several fashion presentations into one concept emphasizing personal awareness of social or cultural ideas conveyed through design.
· Analyze the key silhouettes of the sixties “youthquake movement”.
· Relate late 20th-century fashion to design in the current century.

	Stage 2 – Evidence

	SUMMATIVE ASSESSMENT(S)

	Formative Assessment (s)
· Collaboration III: Tote Bag Iteration stages of concept and design
· Fashion History sketchbook documentation
Summative Assessment (s)
· Collaboration III: Tote Bag Presentation
· History IX: The Designer Decades Report

	PRE-ASSESSMENT

	· Students will select either a bag or shoe that they are wearing in class to sketch and become familiar with sketching an accessory. This is meant to be a quick drawing with physical media.
· The instructor will ask when they were observing their accessory if they noticed a detail that typically goes unnoticed. Also, ask how the students wear the bag or shoe and in their opinion what the accessory adds to their outfit.
· Sketches are pinned up for a class review and discussion.


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
9.3.12.AR‐VIS.3 
Analyze and create two and three‐dimensional visual art forms using various media. 

	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a).

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Accessory
Tote
Mini Skirt
Minidress
Minicoat

	Anti-fashion
Avant-garde
Deconstruction
3D Printing
Insole

	Topline
Vamp
Toebox
Outer Sole
Counter


	SUMMARY OF KEY LEARNING

	
Lesson 1: 9 class periods - Collaboration III: Tote Bag Iteration
· Learning Intention: I am learning about the tote bag, its use, and how to create tote bag concepts. I am learning about basic shoe components and footwear illustration. (1.5.12prof.Cr3a, 1.5.12prof.Cn11b)
· Success Criteria: I can design concepts for tote bags using repurposed materials and produce finished illustrations. I can illustrate a footwear design that coordinates with my Illustrating Identities project.
· Brief Overview of Lesson: This lesson begins with the accessory sketch pre-assessment. After the quick exploration, Collaboration III with Sewing Basics will be introduced. Students will begin with the utilitarian concept of a tote and create tote ideas that will coordinate with Illustrating Identities: Figure & Flat Presentation Part 2. While keeping the design and construction simple students can explore size, shape, detail, color, and materiality. The instructor may share Baggu.com and explore the options for totes. In addition at a designer level, the Telfar Shopping Bag by Brooklyn designer Telfar Clemens is another example. While the Clemens tote is considered a luxury bag, it represents inclusivity. (https://www.lofficiel.at/en/accessoires/why-the-telfar-shopping-bag-is-the-new-it-bag-and-it-comes-with-a-message) Students should also consider the environmental purpose of the reusable tote. And totes have become a canvas for activism and societal statements. Early 80s British designer Katharine Hamnett (https://en.wikipedia.org/wiki/Katharine_Hamnett) made oversized slogan T-shirts famous for advocating important causes. Hamnett’s example may be helpful to the tote concept. Students should conduct their own internet research as many designer brands have created their own totes. And students should reflect on totes that they use and own or in their household. Students should use their Illustrating Identities: Figure & Flat Presentation Part 2 concept board for design direction. Using their sketchbooks, students will iterate 7-10 different tote bag concepts to coordinate with Illustrating Identities: Figure & Flat Presentation Part 2. Students should be encouraged to repurpose discarded garments for the material of the tote bag. Working from existing garments produces unexpected shapes and details. And creates sensitivity to how fashion can address the environmental crisis.  Iteration sketches are meant to be quick and focus on shape, size, and detail. Color renderings will be created digitally. Either Photoshop or Illustrator may be used. Some students prefer to create line draws using physical media and digitally render them using Photoshop or the iPad. Illustrator is a standard industry method that creates vector shapes and filling with color and pattern. The instructor can advise students individually. From the original 7-10 sketchbook tote ideas students should choose 3-4 designs to create finished tote illustrations. Students will also experiment with footwear illustration. Coordinating with Illustrating Identities: Figure & Flat Presentation Part 2 students will choose one signature shoe style that students envision to be worn with the looks. The shoe is not meant to be an original design but more of illustration practice. However, based on the shoe design students may alter details. The footwear design may be a shoe that the student owns or curated from internet research. Fashion Sketchbook by Bina Abling may be a helpful resource for footwear illustration. The shoe will be drawn as a profile view. This is an opportunity to share basic shoe components (https://www.shoeguide.org/shoe_anatomy/). For the finished shoe illustration, students may choose physical and digital media or a combination of both. 

Lesson 2: 16 class periods - Collaboration III: Tote Bag Presentation
· Learning Intention: I am learning how to combine several creative developmental stages into one presentation. I am learning how to create consistency for fashion presentations. (1.5.12prof.Pr4a, 1.5.12prof.Pr5a, 1.5.12prof.Pr6a)
· Success Criteria: I can visually connect my Illustrating Identities: Figure & Flat Presentation Part 2 with Collaboration III: Tote Bag projects into one fashion presentation. I can prepare a message about sustainability in the use of repurposed materials for the tote bag to include in my presentation.
· Brief Overview of Lesson: Students will combine Illustrating Identities: Figure & Flat Presentation Part 2 with Collaboration III: Tote Bag Presentation into one presentation. Students should add their final tote bag designs in a page layout that is consistent with Illustrating Identities. Students will also add the footwear illustration they selected for Illustrating Identities. All additional layouts should match the Illustrating Identities project. In-class review students should be prepared to discuss their process and share the purpose of their tote designs. Based on the tote iteration stage, students should explain if they are focusing on function or if there is an additional advocacy message. And students should also explain elements that they chose to coordinate for the tote and footwear design. The class review may also become an editing session for the tote to select the final design for Sewing Basics for Fashion. However, there should be an opportunity to include advice from the Sewing Basics instructor. The tote bag will be created in Sewing Basics for fashion Unit 10. Ultimately this presentation may be between 6-8 pages saved as a multipage PDF to be digitally shared. Based on the instructor’s discretion the presentation may be printed and displayed in the classroom or school wide. Students should submit a written response analyzing and evaluating one peer presentation based on criteria. If the presentation is displayed throughout the building it would be great to provide opportunity for whole school staff engagement and feedback to students based on criteria.



Lesson 3: *class period - Model Drawing
· Learning Intention: I am learning how to draw accessories through observational drawing. I am learning to create compositions for accessory illustrations. (1.5.12prof.Cr1a)
· Success Criteria: I can draw accessories in relation to the body giving the accessory context.
· Brief Overview of Lesson: Accessories will be the focus of this model drawing session. The instructor may select a bag, footwear, and hat for the model to wear. Different accessory items may be chosen too. Models of any gender will be dressed in a coordinating look. After sketching warm-up the model will take longer poses about 10-15 minutes. Due to the longer poses the model may be seated. Students will create a composition that captures the accessory in total with a portion of the model’s body for context. Based on class period, students may sketch 1-2 compositions at the instructor’s discretion. Drawing media is open based on the student's strengths. This exercise will give students ideas for accessory illustration for sketching their own ideas later in Newark High School of Fashion Design. Drawings will be reviewed as a class in the next period if more time is needed.

Lesson 4: *Days - Fashion History VIII: Swinging Sixties to Glam Rock
· Learning Intention: I am learning about how the “youthquake'' movement dominated global fashion. I am learning how fashion is used by counter-culture groups to communicate their message. (1.5.12prof.Cr1a, 1.5.12prof.Re8a) I am learning about fashion designer Stephen Burrow’s career and design aesthetic. (1.5.12prof.Re8a)
· Success Criteria: I can investigate and write explaining the origins and characteristics of either the “youthquake” movement or how fashion is used by counter-culture groups. I can identify and draw key silhouettes of the sixties. I can sketch and describe in writing Stephen Burrow’s unique contributions to fashion design.
· Brief Overview of Lesson: Students will document in their sketchbooks the key shape of the sixties. A selection of mini silhouettes should be chosen in skirt, dress, and coat form. The instructor will choose quantities of sketches. Designers to focus on should be Mary Quant, Designers Pierre Cardin, André Courréges, and Yves Saint Laurent but not limited to. The instructor will choose quantities of sketches. Students will also research fashion designer Stephen Burrows who rose to fame at the end of the sixties but is synonymous with the seventies. Inspired by dance and bold color blocking Burrows, a graduate from FIT and Newark Arts High School was featured at exclusive 5th Avenue boutique Henri Bendel (​​https://fashionhistory.fitnyc.edu/1943-present-stephen-burrows/). Students should select 5-6 Burrows designs to document in sketchbooks. In-class discussion it is suggested to explore contemporary versions of the hippie movement advocating for social justice and the environment and how they use fashion in their advocacy.
· Fashion History Highlights: British fashion brought the “youthquake'' to the swinging sixties. Speed of travel and the space race created optimism in dressing symbolized with the mini skirt and futuristic minidresses. Thigh-high minicoats followed skirts and dresses in bold colors and patterns. British designer Mary Quant led the mini revolution. Twiggy was considered to be one of the first supermodels and iconic in London fashion for her waif-like body type compared to earlier curvy and shaped models a decade before. Synthetics such as plastics and metallics expressed the decade’s modernity. Designers Pierre Cardin and André Courréges popularized these new materials made in simple geometric shapes. Biba, one of the first high-street boutiques that introduced fast fashion, was created by fashion illustrator Barbara Hulanicki. The vintage-style boutiques featured fashion illustrations as distinctive as the clothes. Menswear followed the pop sixties direction featuring colorful designs, flared trousers with mod musicians leading the way. One of the most celebrated designers Yves Saint Laurent normalized pants and menswear for women introducing Le Smoking, a version of the men’s tuxedo. The hippie culture-led opposition to the Vietnam war created a counter-culture continuing into the next decade. Speaking out about social justice, hippies used fashion to symbolize their protest against the older generation. Themes such as “back to nature”, multiculturalism and nostalgic romanticism became favored. 
*Instruction should pace Fashion History throughout the unit to cover content.

Lesson 5: *class periods - History IX: The Designer Decades 
· Learning Intention: I am learning about designers in the late 20th Century leading into a new generation of designers. (1.5.12prof.Cr3a, 1.5.12prof.Re8a)
· Success Criteria: I can identify and draw design categories in the late 20th century. I can write a report about a next-gen fashion designer.
· Brief Overview of Lesson: The Designer Decades completes the fashion history timeline bringing students to the present. Students will use this timeline to research a contemporary designer to write a 2-3 page report with visual examples. Students may begin with designers featured in The Designer Decades chapter of Fashion, New Edition: The Definitive Visual Guide. Some of the influential designers are Azzedine Alaia, John Paul Gaultier, Vivienne Westwood, Commes des Garcons, Alexander McQueen, Martin Margiela, Iris van Herpen, and Versace. American designer Willi Smith (https://www.cooperhewitt.org/channel/willi-smith-street-couture/) designer of the WilliWear label synonymous with the 80s would be another choice. Smith developed his progressive label to solve “the problem of getting dressed”. Patrick Kelly, an American designer based in Paris globally known for his whimsical designs is another report option. Students should also consider fashion designers in the early 21st Century representing a new generation. Some of them are Stella Jean, Virgil Abloh, Telfar Clemens, Olivier Rousteing, Aurora James, Kenneth Ize, and Kerby Jean-Raymond. In writing the designer reports students should associate previous fashion history knowledge that they recognize in the designer brand’s designs. All the designers suggested in the lesson are examples and students are encouraged to discover another fashion designer that may be more meaningful to them. Students will complete their sketchbooks including examples of the dominant movements in the Designer Decade. They may include 80s sports fashion, power dressing for women, the Japanese movement, examples of anti-fashion, and design powered by technology. The instructor will specify sketch quantities.
· Fashion History Highlights: Contemporary fashion transforms designers into mega brands pushing boundaries and experiential fashion presentations. Towards the end of the 20th-century fashion was representative of street styles re-worked into new designs. In the current new century diversity and inclusivity dominate by using fashion as a platform to advocate for causes such as the environment, identity, and justice. While the Designer Decades do not represent a definitive silhouette the timeline captures major movements. Students have learned from previous fashion history timelines that fitness and leisure-inspired clothing become sportswear. In the early 80s, the fitness boom continued the sport’s trajectory creating either body conscious styles and sports team fashion. French designer John Paul Gaultier began breaking gender norms for men. One of the first designers to create skirts for men and using fabrics from his womenswear in the menswear collection. Women advancing in their careers adopted men’s inspired suiting throughout the decades as a form of “power dressing”.  Japanese designers began showing their fashion collections in Paris bringing a new sensibility to the West. Issey Miyake and Comme des Garcons led the revolution with deconstructed fashion with avant-garde silhouettes that reimagined design. While the designers are extreme examples their influence can be found in all categories of fashion. The Japanese influence paved the way for conceptual fashion or anti-fashion that offered an intellectual view that developed in Belgium. And vintage and retro dressing became dominant approaching the new century acknowledging the past. Vintage became more desirable than new items that began movements in upcycling thrift clothes. And now ethical fashion has become embedded in every designer brand considering the environment and worker’s rights. Statement dressing is the emphasis that celebrities bring to the red carpet that students have become accustomed to following in social media. Presently, technology is powering a new generation of designers with Iris van Herpen embracing 3D printing to create fashion that represents a new era. 
*Instruction should pace Fashion History throughout the unit to cover content 


	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful.
	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate and awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 9 Resources
Lesson 1
· https://www.shutterstock.com/search/tote+bag+sketch
· Example: https://drive.google.com/drive/folders/1lya18CWAcj4sQtUcyZFEsviQLPz9wopL?usp=sharing
· https://www.pinterest.com/chrismusci/fashion-product-illustration/

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for model drawing
· Laptop with Adobe Photoshop & Adobe Illustrator
· Graphics tablet & pen
· IPad & Apple Pencil
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Unit Plan 10
The Body: Anthology 

Unit 10 will complete Fashion Drawing & History. The Fashion Illustration History Timeline: Part 1 begun in Unit 8 is an ongoing project developed independently through Unit 9. Timelines will be completed early in Unit 10 with students recreating another fashion illustrator’s drawing. A final model drawing session will incorporate collage and illustration as an expressive style of drawing.

The final project for Fashion Drawing & History students will be introduced where students will create an Anthology curated from all their projects. The Anthology will be a PDF digital publication. The focus of the student’s Anthology is to combine process and finished presentations that will emphasize their creative choices. Students may also include visual content from Sewing Basics for Fashion. A model drawing session will incorporate collage and illustration as an expressive style of drawing.







Unit Plan 10
The Body: Anthology 

	Stage 1 – Desired Results

	ASSESSED FOCUS STANDARDS:
1.5.12prof.Cr1a: Use multiple approaches to begin creative endeavors. 
1.5.12prof.Cr3a: Apply relevant criteria from traditional and contemporary cultural contexts to examine, reflect on and plan revisions for works of art and design in progress. 
1.5.12prof.Pr6a: Analyze and describe the impact that an exhibition or collection has on personal awareness of social, cultural or political beliefs and understandings.
1.5.12prof.Cn10a: Document the process of developing ideas from early stages to fully elaborated ideas.
1.5.12prof.Cn11a: Describe how knowledge of culture, traditions and history may influence personal responses to art.

SUPPORTING STANDARDS:

CONTENT CONNECTIONS:
	Unit  Description

	
	3 lessons, 16 days
*Model Drawing is not factored in the day count
Unit 10 will complete Fashion Drawing & History. The Fashion Illustration History Timeline: Part 1 begun in Unit 8 is an ongoing project developed independently through Unit 9. Timelines will be completed early in Unit 10 with students recreating another fashion illustrator’s drawing. A final model drawing session will incorporate collage and illustration as an expressive style of drawing.

The final project for Fashion Drawing & History students will be introduced where students will create an Anthology curated from all their projects. The Anthology will be a PDF digital publication. The focus of the student’s Anthology is to combine process and finished presentations that will emphasize their creative choices. Students may also include visual content from Sewing Basics for Fashion. A model drawing session will incorporate collage and illustration as an expressive style of drawing.


	
	Meaning

	
	ENDURING UNDERSTANDINGS 
· The illustrated fashion body has evolved throughout history based on the designer’s silhouettes.
· Fashion designers sketch the figure’s proportion to emphasize their clothing designs.
· Fashion designers throughout history use illustration to capture the societal moment.
· Anthologies can be a collection of a range of works that can explore themes or designs from one artist.
	ESSENTIAL QUESTIONS
· What is the relationship between the fashion body and clothing design?
· How has the fashion figure evolved throughout history?
· What is the relationship between typestyle and visual content?
· How do you create a visual hierarchy for page layout?

	
	What students will know and be able to do

	
	KNOWLEDGE
· An introduction to depict the fashion figure in more than one style.
· Introductory experience to incorporate mixed media into fashion illustration.
· Curate a collection of work into an anthology.
· Sensitivity to select typestyle with content for visual harmony.
	SKILLS
· Explore multiple media for fashion illustration.
· Reflect, refine, and continue developing page layout design skills using Photoshop and Illustrator.
· Synthesize multiple works into one presentation communicating a narrative.  

	Stage 2 – Evidence

	SUMMATIVE ASSESSMENT(S)

	Formative Assessment (s)
· Model Drawing Collage Illustration
Summative Assessment (s)
· Fashion Illustration History Timeline: Part 2
· The Body: Anthology

	PRE-ASSESSMENT

	· Students will watch Anatomy of a Magazine Layout Part 1 - 15 Terms and Definitions: https://youtu.be/7sSJtScnsjE
· The instructor will give students a magazine layout to apply some of the terms used in the video
· Students will place tracing paper on the layout and write terms that they recognize from the video


	Integration of 21st Century Skills
	Integration of Technology
	Career Education

	9.3.12.AR‐VIS.1 Describe the history and evolution of the visual arts and its role in and impact on society.  
9.3.12.AR‐VIS.2 Analyze how the application of visual arts elements and principles of design communicate and express ideas.
9.3.12.AR‐VIS.3 
Analyze and create two and three‐dimensional visual art forms using various media. 

	Internet-based research, Photoshop, Graphics Tablet & Stylus, iPad, Apple Pencil, Procreate App
	9.4.12.CI.1: Demonstrate the ability to reflect, analyze, and use creative skills and ideas (e.g.,  1.1.12prof.CR3a)

	Stage 3 – Learning Plan

	UNIT VOCABULARY

	Anthology
Typestyle
Font family
Display Type
	Body Text
Contrast
Negative Space
Visual Hierarchy

	Narrative
Silhouette
Line Quality

	SUMMARY OF KEY LEARNING

	
Lesson 1: 7 class periods - Fashion Illustration History Timeline: Part 2
· Learning Intention: I am learning about the relationship between fashion illustration and clothing silhouettes throughout fashion history. I am learning how to examine unique characteristics of historical fashion illustrations. I am learning how culture, traditions, and history influence fashion. (1.5.12prof.Cr3a, 1.5.12prof.Cn11a)
· Success Criteria:  I can curate historical fashion silhouettes and relate them to silhouettes throughout fashion history documented through page layout presentation. I can explore new drawing skills by recreating 2 historical fashion illustrator’s drawings from different eras.
· Brief Overview of Lesson: Students should be near completion working independently finishing their timelines (refer to Part 1 from Unit 8 below). The teacher should check in with students to assure they are on pace. To complete the project students will select 2 fashion illustrations to recreate their own version. One of the fashion art should be historical of any era and the second should be a contemporary style illustration from the 80s to the current time. By examining and re-drawing another fashion artist’s work students will learn a different approach, sensitivity to style, awareness of line quality, capturing movement, and choice of media. For example, if a student chooses 50s illustrator René Grau they will observe a very expressive line that uses skillful editing. Students choosing a contemporary fashion artist may experience an exaggerated use of figure proportion and mix digital with physical media. Students will create page layouts consistent with the style of the fashion timeline for the recreated fashion illustrations. And for each recreated illustration, students will include a brief written reflection of their learning and how it may influence future illustrations they create. Students will create a cover page for the entire timeline project saved as a multipage PDF to be digitally projected for a class review.

Part 1 from Unit 8: Students will create a timeline of how the figure for fashion has been documented and represented through fashion history illustrations. From the research, the body proportion for fashion will be explored and its evolution throughout the decades. The figure’s style of drawing compared to the decade’s influential silhouette will be considered. With the research, students will visually document influential illustrators who captured each decade’s zeitgeist. The research should begin with the 1900s to the present with a brief paragraph reflecting the student’s impressions for each decade. Pages may be separated as 1900, 1910, 1920, 1930, 1940, 1950, 1960, 1970, 1980, 1990-present. Students should curate 5-6 fashion illustration images with 3-4 fashion silhouette images for each decade. The finished timeline will be completed in Marking Period IV along with completing Fashion History to the present. Each decade will be presented in a one-page layout. The research will be creatively collaged communicating the decade’s message. The layout can be created either in Photoshop or Illustrator depending on the instructor’s preference. A brief paragraph summary describing the curation will be included within the layouts. Along with the beginning research, students should create a sample layout for the instructor and class review. It is suggested the page size and orientation should be 11x17 landscape for digital projection. 

Lesson 2: Days - Model Drawing
· Learning Intention: I am learning how to combine collage with fashion figure drawing for creative unexpected results. (1.5.12prof.Cr1a)
· Success Criteria: I can use mixed media with drawing media to create textural fashion illustrations.
· Brief Overview of Lesson: Students will apply collage techniques to live model drawing. In the spirit of collagists Picasso and Braque of the Cubism movement, students will incorporate mixed media into their figure drawings. The lesson may begin with projecting examples of fine art collage and fashion illustration that uses collage. Additional media that students use may be fabrics, trims, magazine clippings, newspapers, shopping bags, and other textural elements. Students will also combine traditional drawing media such as pencil, pen, marker, or paint. The model of any gender or shape should be dressed in a garment with minimal lines with an emphasis on the silhouette. Students may approach the collage illustration with 2 methods. Method 1 is reacting to the model’s pose with the collage media. Students can gesture the figure and depict the silhouette with the mixed media. After all the elements are placed more definitive lines might be added for emphasis. But the focus should be placed on the collage technique. Method 2 is to create a quick collage directed by color, texture, shape of graphics as a background. As the model poses students will use drawing media in a dark value to simply gesture the silhouette. The linear silhouette creates context using the collage for unexpected color, and texture within the shape. Both techniques may be used for future fashion design ideation. 

*Lesson 3: 10 class periods - The Body: Anthology (Final)
· Learning Intention: I am learning to curate an Anthology from my work in Fashion Drawing & History that communicates the process and final projects. (1.5.12prof.Cn10a, 1.5.12prof.Pr6a)
· Success Criteria: I can create an Anthology that expresses my creative trajectory and aesthetic visually presenting a consistency between type, image, and layout. I can share my anthology presenting relevant information about my experience in the process and impact it has on my growth as a designer.
· Brief Overview of Lesson: Students will perform the pre-assessment for page layout familiarity. Students will create an Anthology as a creative visual digital portfolio of their projects throughout the year. The Anthology will combine some of the preliminary process sketchbook ideation with the finished projects. Students may also add sketches from the live model drawing sessions. An overall graphic standard may be applied to keep text and layout consistent. Preliminary research of fashion magazines is helpful found in the school library or online search. Suggested publications are Vogue Paris, Vogue Italia, British Vogue, BlancNuméro, Vogue Hommes, Dansk, W, Whitelies, Nataal, The Gentlewomen, Buffalo, 032c, The Skirt Chronicles, Fantastic Man, Kolor Magazine, and Crwn Mag. A cover will be designed with a title. It is suggested that the title be an expressive word descriptive of the student’s narrative. The typestyle used for the title should be consistent with the student’s content. Students should be mindful of visual hierarchy by selecting the most important visual element to be dominant on the page. Visual hierarchy can be accomplished by scale, color, or distinctive elements. The image selected for the cover may be a photo from a previous photoshoot, an illustration, or a combination. The next page will be a brief written introduction describing the student’s narrative throughout the year. Pages that follow do not need to be placed in the order of how the projects were assigned. And students may curate and edit to what they feel are the best examples. However, students should be mindful to include both process sketches and finished projects. Students may also re-edit previous work based on their current experience. Students should be encouraged to include examples from Sewing Basics for Fashion. The Sewing Basics images may be developmental and product shots. There should be a balance of layouts that have many visual elements with simpler pages that may use just one image with negative space for contrast. A back cover should be designed as the last impression of the Anthology. Based on instructor discretion Photoshop or Illustrator may be used. There is an advantage to Illustrator creating many artboards that can be exported as a multipage PDF. And both applications can export PDFs that can be assembled in a single PDF using Acrobat Pro. About mid-way through the Anthology process, students placed in groups should share their feedback with each other. Students will present the Anthology digitally projected. And at the instructor’s discretion and if printing is available some or all pages may be printed to compare screen and paper. Artifacts and presentations can be preserved for an exhibit as part of Newark Arts in the following school year.
*Anthology is Fashion Drawing & History final.





	CULTURALLY RESPONSIVE TEACHING in PRACTICE
	SOCIAL EMOTIONAL LEARNING in PRACTICE

	· Use examples that affirm students’ backgrounds and cultures.
· Encourage students to relate their own experiences in discussions and projects.
· Emphasize body positivity and inclusion representing bodies for fashion. 
· Communicate clear, specific and consistently high expectations to all students and foster an environment in which the students can be successful.
	· Recognize the importance of self-confidence in handling daily tasks and challenges
· Identify and apply ways to persevere or overcome barriers through alternative methods to achieve one’s goals
· Demonstrate and awareness of the differences among individuals, groups and others’ cultural backgrounds
· Develop, implement and model effective problem solving and critical thinking skills
· Utilize positive communication and social skills to interact effectively with others



Unit 10 Resources
Lesson 1
· https://drive.google.com/drive/folders/1JqQNs67HGZJ1qWOi7A8xG1NDOKWVmeXW?usp=sharing

Lesson 2
· Example: https://drive.google.com/drive/folders/1Xwvx2MG17DkfLUBiIvjToGG6WOn7ruZ_?usp=sharing

Lesson 3
· Example: ​​https://drive.google.com/drive/folders/1sNwCT-Qs1_4TK50dkj2_F8M-C4VIIlTr?usp=sharing

Suggested Art Supplies
· 11x14 all-purpose paper sketchbook 
· Drawing media such as pencil, pen, marker, chalk, charcoal, watercolor, colored pencil
· All-purpose paper for model drawing
· Discarded media for model drawing collage
· Laptop with Adobe Photoshop & Adobe Illustrator
· Graphics tablet & pen
· IPad & Apple Pencil

1

image3.png
Performance Definitions for the levels of English language proficiency
At the given level of English language proficiency, English language learners will process, understand, produce, or use:

specialized or technical language reflective of the content arca at grade level
a varicty of sentence lengths of varying linguistic complexity in extended oral or written discourse as required by the specified
grade level

oral or written communication in English comparable to proficicnt English pecrs

the technical language of the content areas;

a variety of sentence lengths of varying linguistic complexity in extended oral or written discourse, including stories, cssays,
or reports;

oral or written language approaching comparabiliy o that of English proficicnt pecrs when presented with grade level
material

specific and some technical language of the content areas;
2 variety of sentence lengths of varying linguistic complexity in oral discourse or multiple, related paragraphs:

oral or written language with minimal phonological, syntactic, or semantic errors that do not impede the overall meaning of
the communication when presented with oral or written connected discourse with occasional visual and graphic support

general and some specific language of the content areas;
expanded sentences in oral interaction o written paragraphs;

oral or written language with phonological, syntactic, or semantic errors that may impede the communic

‘much of its meaning when presented with oral or written, narrative or expository descriptions with occasional visual and
graphic support

general language related to the content arcas;
phrases or short sentences:

oral or written language with phonological, syntactic, or semantic errors that ofien impede the meaning of the
communication when presented with one to multiple-stcp commands, dircctions, questions, of a serics of statements with

visual and graphic support

pictorial or graphic representation of the language of the content areas;
words, phrases, or chunks of langusge when presented with on-step commands, dircctions,
WH-questions, or statements with visual and graphic support
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