
 

 
 



 
 
 
 
   

1 



 
 

Table of contents 
 

▶ Leaders of Tomorrow ………………………………………………… 3 
○ Our Mission ………………………………………………… 3 
○ Our Theme ………………………………………………… 3 

▶ Developmental Considerations ………………………………………………… 5 
▶ Program Objectives ………………………………………………… 7 
▶ Program Structure ………………………………………………… 9  
▶ Assessment ………………………………………………… 10 
▶ Next Gen Visual Arts Standards ………………………………………………… 11 

○ Early Childhood Grades K2 ………………………………………………… 12 
○ Elementary School Grades 35 ………………………………………………… 13 
○ Middle School Grades 68 ………………………………………………… 14 
○ High School Grades 912 ………………………………………………… 15 

▶ Art Genre Guidelines ………………………………………………… 16 
○ Studio Art Benchmarks ………………………………………………… 17 
○ Digital Media Arts Benchmarks ………………………………………………… 21 
○ Photography Benchmarks ………………………………………………… 26 
○ Filmmaking Benchmarks ………………………………………………… 27 
○ Comic Illustration Benchmarks ………………………………………………… 29 
○ Fashion Design Benchmarks ………………………………………………… 30 

▶ Theme Guidelines ………………………………………………… 31 
▶ Monthly Planner ………………………………………………… 32 
▶ Visual  Arts Lesson Plan Guide ………………………………………………… 53 

○ Lesson Plan Template ………………………………………………… 54 
  

2 



 
 

Leaders of Tomorrow 
Gratitude Grit Growth Curriculum Guide  

Sports and Arts in Schools Foundation Visual Arts Programming SY 2016-17 
 

Our Mission 
The Sports & Arts in Schools Foundation (SASF)’s goal is to help bridge the academic performance gap among underachieving students by                     
extending the school day and year with wholesome, skill-building activities designed to improve New York City children’s academic                  
performance, health and wellness, attitude towards school, self-confidence, character and values, and opportunity for lifelong employment. 

SASF, a non-profit 501(c)(3) organization, is one of the largest providers of school-based after-school programs in New York City and the                     
metropolitan region. We serve more than 20,000 students in over 150 public schools. These students typically live in low-income neighborhoods                    
and attend academically struggling schools in grades K-12. 

Programs run year-round before and after school, on Saturdays, over school holiday periods and during the summer. Programs, provided free of                     
charge, are primarily funded with public monies that are supplemented with private funds. 
Champions Club Model 
The Champions Club after-school program model offers a comprehensive daily schedule of academic support with numerous sports and arts                   
activities. This extended-day model is curriculum-driven and designed to meet the specific needs of each host school. SASF Champions Clubs                    
throughout New York City, Mount Vernon and Yonkers create an active, enriching three-hour daily extension that blends seamlessly with the                    
standard school day. 

Structured like clubs, our model offers young people a choice in how they spend their time; provides rigorous instruction in STEM fields, sports                       
and arts; and requires youth leadership through service. The City itself becomes a classroom through trips and opportunities for instruction                    
beyond a traditional learning setting. Our programs operate on a three season model – fall, winter and spring – with typical programs running                       
for three hours each day, five days per week. Each season concludes with culminating events; showcases for the artistic, athletic or academic                      
skills students have learned in their time with SASF. 

Students in SASF Champions Club programs are provided these opportunities at no cost to them or their families, and are located in schools                       
around the five boroughs and in Westchester County. We encourage strong parent involvement in all of our programs. We provide each student                      
with a variety of leadership, arts, sports and academic enrichment activities, built around SASF’s curricula in each area that are specifically                     
designed to improve their physical and intellectual well-being. 
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Visual Arts & Character Education 
SASF is uniquely poised to affect great change in the youth of New York City. As visual arts educators in the SASF program our challenge to                          
prepare the children under our care for future success. In “The Arts and Prosocial Impact Study: Program Characteristics and Prosocial Effects”                     
(1998) the research identifies serious art instruction as a necessary condition for effecting prosocial change in children in afterschool settings.  
 
Through our after-school arts activities SASF aims to do just that. Among the list of goals we have set for ourselves is to develop social and                          
emotional intelligence, including leadership and resilience through skill-building activities. At SASF we know that character traits like social                  
awareness, gratitude, and optimism when nurtured have a significant impact on quality of life, fulfillment and happiness. We will achieve this                     
through dialogue, reflection, and thoughtful artmaking. 
 
The SASF Visual Arts employ a scaffolding lesson sequence model. In this manner, each day’s lesson is part of a greater sequence of                       
interconnected experiences exploring one big idea, asking essential questions connected to the topic at hand while using art materials and tools                     
to explore and express those ideas.  
 
Each Champions Club Visual Art Activity is challenged to participate in the following types of lesson activities on a regular basis. These form the                        
foundation of SASF’s  serious art instruction alongside the thematic investigation of leadership, social and emotional learning: 
 

▶ Non-representational art making lessons with material exploration as a primary goal 
▶ Experimentation with multiple art techniques with the goal of acquiring and refining skills 
▶ Sequential lessons planned to develop one big idea through multiple activities 
▶ Learning opportunities to observe and discuss professional, historic, and student artworks 
▶ Writing and sketching in sketchbooks to synthesize knowledge and personal experiences 

 

Theme: Leaders of Tomorrow 
In this time of social upheaval and unrest we hope to inspire future leaders in the communities we serve, through strong character building and                        
leadership study in the arts. In our third year with the Gratitude Grit Growth curriculum at SASF we will continue to push each other to practice                          
active appreciation for life, to practice our chosen art genre with passion and perseverance, and to practice a growth mindset in preparation for a                        
life of active learning. We have also aligned visual arts programming with the SASF monthly leadership initiative themes. Each month has a                      
theme and each week focuses on positive character traits to collaboratively support and scaffold the developmental learning over the course of                     
the year ahead.  
 
Unique to this year, through our Visual Arts programming SASF is challenging our young artists with themes that are also a call to action. Each                         
week the young artists will learn and explore through explicit instruction new concepts of character skills. Through this lens our students will use                       
the visual arts to respond to issues in their personal lives, process new ideas, and advocate for a better future for themselves and their                        
communities. Here is the year of themes that will be explored: 
 

September = New Beginnings 
October = Empowerment 
November = The Building Blocks of Leadership 
December = Cultivating Curiosity 
January = Quest for Excellence 
February = Explore the Possibilities 
March = Expand your Horizons 
April = Find your Place to Shine  
May = Great Things are Within your Reach  
June = The Dreams of Today are the Realities of Tomorrow 
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Developmental Considerations 
A primary goal of this program is student involvement and authenticity; developmentally appropriate lessons are the means to that end. Each                     
activity lesson plan will begin with learning objectives designed according to the developmental level of the students being taught. The stages of                      
artistic development in children are useful to define as a tool to inform teaching but should not be considered educational goals. 
 
SASF serves students ranging from Kindergarten through 12th grade, which means across the program there will be a great range of learning                      
targets, lesson variety, and artwork produced. In addition to the guidelines in this curriculum the visual arts activity specialists are encouraged to                      
consult the NYC Blueprint for Teaching and Learning in the Visual Arts (Blueprint) for age-appropriate lesson planning guidelines.  
 
The following is an important excerpt from the Blueprint written by Dr. Judith M. Burton. Dr. Burton is Professor and Director of Art & Art                         
Education at Columbia University Teachers College; she is a leading expert in the field of childhood artistic development. 
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Student Development & Visual Arts 
By Dr. Judith M. Burton, Teachers College Columbia University 
Excerpt from Blueprint for Teaching and Learning in Visual Arts, NYC DOE 

Early Childhood and the Grade 2 Benchmark: 
Young children are active and exuberant explorers. Artistic images capture the physical and sensory aspects of their discoveries. They love to                     
express the movement, feeling and tactile qualities of animals, places and people. They tell stories by combining their observations with their                     
inner worlds of fantasy and include details that capture the important parts of their ideas. Art making becomes an important spur to the use of                         
imagination. 
 

Elementary Students and the Grade 5 Benchmark: 
Children become increasingly curious and are learning to become good observers of their everyday worlds. Making art stimulates thoughtful                   
inquiry and sharpens careful perception. Children are interested in capturing the details that make each living thing, event or place unique in                      
itself and special to them personally. They discover that ideas can be interpreted in many different ways, and art making focuses the skills of                        
imagination, observation and invention in service of exploring and expressing new ways of thinking and feeling. 
 

Middle School Students and the Grade 8 Benchmark: 
By adolescence, youngsters have developed powerful new thoughts and feelings that challenge established world-views. As experiences                
become increasingly conflicting and diverse, so art making becomes a safe arena for experimenting in the construction of new relationships                    
between inner and outer realities. Painting, drawing, collage, printmaking, and art appreciation become important vehicles for testing ideas,                  
making judgements, forming values and exercising curiosity. In particular, the exploration of new and different ideas about the representation                   
of three-dimensional space helps youngsters express new points of view about themselves and their worlds. 
 

High School Students and the Grade 12 Benchmark 
Some young people are pursuing art as part of their general education. For these youngsters continuing experiences with materials, combining                    
observation and imagination and honing expressive skills, offer a repertoire in which to construct personal meaning. Other young people will be                     
majoring in art and exploring more professional levels of idea making, interpretation and representation. For both groups, the development of                    
personal expressive voices, the creation of “idea” portfolios, the emergence of critical insight and judgement on their own work and that of                      
others, are critical and central to on-going development. 
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Program Objectives 
The SASF Visual Arts Activities have five primary objectives for all of our classes and activities. We provide a platform for self-awareness and                       
self-expression in a safe afterschool environment. We will focus on supporting strong decision making skills and student growth through                   
motivated purposeful art practice. Through our goal-directed art instruction we cultivate grit, self-management, and perseverance. We also                 
teach ways to increase gratitude through inquiry driven art making. 

Objective 1. Character Development in Trust 
Provide a platform for self-awareness and self-expression in a safe afterschool environment 
Character development is central to the SASF mission and the visual arts instructional strategy. Social and emotional skill building and positive                     
psychology are key components of the SASF arts programming. Developing these competencies in school age children promotes the types of                    
skills and qualities of resilience to provide for success and achievement in school and out. Utilizing similar strategies as implemented in                     
therapeutic arts settings using art media and the creative process we will teach our students to explore self-awareness and inspire authentic                     
self-expression. This type of artistic investigation can only take place when children first feel safe in their environment and relationships in the                      
classroom. We address this with a student centered approach to visual arts lessons giving students ownership of their artwork and creations.                     
Through thoughtful and reflective dialogue and sketchbook journaling students are given ongoing opportunity to express through spoken,                 
written, and visual language. Most powerfully the use of visual imagery produces personal metaphors, through which students are given the                    
authority to produce intimate honest communication. 

Objective 2: Curiosity in Exploration 
Activate imagination, curiosity, and inventiveness through art material exploration  
Curiosity is the desire to learn or know more about something or someone. To have an open mind is to demonstrate receptiveness to new and                         
unusual ideas. A curious child is eager to explore new things, asks questions without fear, and is engaged in learning. It is our ambition to                         
encourage this mindset in our students through exploring and creating. Art exploration is a way to activate imagination in our youth and may, as                        
Emily Dickinson wrote, “light the slow fuse of possibility”. 
 
Guided exploration of art materials also provides a framework for students to develop skills for making art in a personally relevant way. In the                        
visual arts classroom where exploration is welcome, students are encouraged to play, experiment, express, and develop a visual language                   
through art materials. Art activities that encourage exploration in a wide variety of materials will nurture curiosity, open-mindedness and                   
imagination in our young artists. 
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Objective 3: Growth in Practice 
Focus on decision making and growth through motivated purposeful art practice 
Every person has a mindset, a particular way of thinking. Through decades of research on achievement, Dr. Carol S. Dweck has made the                       
discovery that “the view you adopt for yourself profoundly affects the way you lead your life. It can determine whether you become the person                        
you want to be and whether you can accomplish the things you value.” She has identified two opposing mindsets. A fixed mindset, in which one                         
believes personal qualities are carved in stone, manifests as the belief that you are limited by your current ability, intelligence, and skillset. The                       
belief that the qualities you currently possess are a jumping off point for future advancement is called a growth mindset; this is a quality                        
engaged, hard-working, life-long learners possess. 
 
Many people develop a fixed mindset at a young age and throughout life through well-intentioned family and teachers. However, teaching a                     
child that they can grow as they learn is setting them on a path to achieving their goals through practice and effort. In the art studio where                           
product is secondary to process, and where focus and effort is rewarded, students are practicing a growth mindset. It is the instructor’s role to                        
foster this through encouragement and praise directed at practice, hard-work, and an emphasis on the process of learning over natural abilities                     
and results.  

Objective 4: Grit in Artistic Development 
Cultivate grit, self-management, and perseverance through goal-directed art instruction 
Grit, defined as courage, resolve, and strength of character, is a quality we are striving to inspire and develop in our students. Having grit means                         
to follow through and stick to a challenge despite adversity, to work hard despite opposition or previous failure, and to persevere with passion                       
over an extended period of time to achieve a goal. Grit is an essential quality for high achievement. 
 
Our students will practice a rigorous study of visual arts disciplines, respond to art made by others, and hone their skills in the presentation of                         
their personal thoughts and ideas through visual language. Through art activities that push the participants to practice a variety of techniques,                     
mediums, and genres we aim to cultivate grit in our young artists. 

Objective 5: Gratitude in Inquiry  
Practice a purposeful appreciation of life through inquiry driven art making 
Gratitude is the quality of being thankful. A grateful person can be identified by a readiness to show appreciation for and to                                           
return kindness. Studies show that children and adolescents who practice gratitude are more engaged in school and their                                   
communities, have a greater sense of purpose, and take better care of their health. Furthermore, evidence shows that one’s                                     
gratefulness is directly connected to one’s ability to feel happiness in life.  
 
Documenting what we are thankful for is the easiest method to develop gratitude; journaling, chronicling, listing, reflecting and describing                   
what we might be grateful about. The challenge for our art students will be to use visual language to express these concepts and feelings. We                         
will guide this process through posing questions and assignments that spark dialogue, conversation, and thoughtful journaling amongst our                  
students. This process of inquiry and response will point the students to consider the many ways in which they are grateful. The answers to the                         
questions will become the subject-matter represented in the art making. The works of art become the outlet for our students to express their                       
gratitude.  
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Program Structure 
All SASF visual arts activities will follow the guidelines, standards and structure outlined by this guide, as well as any requirements identified on                       
the site level. The program runs a three season model, i.e. 12 week cycles. The specific weekly and daily activity schedule is defined by the                         
After-School Program Director. In the SASF Visual Arts Department each month will coincide with a new curriculum theme. Each theme will                     
explore another aspect of the curriculum theme and ask a new set of fundamental questions. Each unit will consist of a combination of lessons                        
that practice the four artistic processes as outlined in the new National Core Arts Standards: Creating, Presenting, Responding, and Connecting.                    
Each visual art activity will address these processes through the following program elements:  

Curriculum-based Visual Arts Lessons 
Within the monthly theme structure this curriculum has defined three approaches to character development through art making. Each unit                   
theme will address these character traits directly through explicit instruction and guided dialogue built into the lesson plan structure. It is the                      
responsibility of the art activity specialists to design a sequence of lessons inspired by the theme and follow the suggestions in this guide. A                        
backwards design approach is recommended for planning a successful sequence; instructors should first identify important outcomes for                 
learning and offer activities that provide opportunities for those results.  

Sharing Artwork 
Artists choose to exhibit their art in different ways, reflecting a variety of concepts and ideas. Classroom activities will direct students to analyze                       
the many ways in which art is presented and the value in sharing works of art. When students share their artwork, it also gives them the                          
opportunity to meditate on their art and on themselves as artists. Students will be encouraged to write artists’ statements and to respond                      
constructively to the artwork of their peers.  
 
Exhibitions can be as simple as laying pieces of artwork out on the classroom table or hanging work on a school bulletin board. Student art will                          
also be formally presented in teacher coordinated school gymnasium exhibitions, as well as at the Annual SASF Spring Arts Showcase. 

Community Outreach 
We find ourselves in a city with an abundance of remarkable organizations doing amazing work. We encourage our art classrooms to think                      
creatively in finding ways to partner with these organizations in mutually beneficial ways. Lessons and activities are to be planned in conjunction                      
with a community organization and in this way the work done in the classroom can benefit a part of the surrounding community. By putting an                         
emphasis on service based projects students are directly involved in the experience of giving back to their community and will be exposed to the                        
many ways that the arts can support the local population. 

Cultural Events and Museum Field Trips 
When it comes to art and culture, it’s difficult to find a location with more to offer. New York City provides a breathtaking array of artistic and                           
cultural experiences. With no shortage of opportunities, it is our job to curate these experiences, making sure our students are exposed to those                       
most enriching and developmentally appropriate. The visual arts coordinators have ongoing relationships with museums across the city and will                   
assist in organizing trips throughout the school year.  

Sketchbook Drawing and Writing Exercises 
Our goal is for the students to develop a greater level of comfort expressing and exploring using the sketchbooks as a learning tool. Although                        
visual language is a powerful tool, it takes practice to learn how to express oneself in this way. The sketchbook works to bridge this gap while                          
challenging students to explore themes of personal growth. While the sketchbooks should be viewed as a safe space to express ideas and                      
feelings, they are not to be taken out of the classroom and they will be looked at regularly by the arts education team. All lesson plans should                           
include ways of incorporating the sketchbooks into the class and into visual arts projects. A simple routine to begin class is with an activity or                         
prompt that utilizes the sketchbooks, or alternatively as a closing ritual in response to the lesson.  
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Assessment 
Student Growth and Learning 
The SASF young artists will not be graded on their activities. The primary assessment of the students’ learning will be formative, meaning it will                        
be ongoing within the process of teaching. These assessments will be executed with observations of the students’ progress, physical reactions to                     
material, and participation in classroom discussion. These assessments will involve talking with the students and listening to what they have to                     
say about their projects.  The cumulative body of student artwork will serve as the concrete evidence of student growth and learning. 
 
All students will keep a Sketchbook for making connections through reflection and writing. The teaching artists will guide this process through                     
assignments. The use of these books provide additional opportunities for critical thinking, problem solving, and developmental literacy skills. 

Reflective Teaching 
All teaching artists are expected to be reflective in their teaching practices; each of our Visual Arts Activity Specialists also will keep a Sketchbook                        
for planning, assessing and reflecting. They will each be instructed to continually observe and assess how the teaching is fitting the needs and                       
abilities of students during the activities and will be mentored on how it can be adjusted and improved. All Art Specialists will be in contact with                          
the Visual Arts Coordinators for support and guidance throughout the school year.  

Program Assessment 
The Visual Arts Coordinators will visit each site for observations during the school year; site visits will assess teaching strategies, classroom                     
behavior, and student learning. These visits are opportunities to review the practical application of this guide; discuss challenges in the program                     
implementation; observe student receptiveness to the ideas and theme; provide support to site staff in the form of individual critique,                    
recommendations, and professional development. 
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The Next Gen Visual Arts Standards 
The National Coalition for Core Arts Standards (NCCAS) has developed and released the Next Generation National Visual Arts Standards. These                    
standards are a culmination of years of research and work by hundreds of educators throughout the country to define artistic literacy, identify                      
applicable creative processes and practices, and ask essential questions to articulate value and meaning in the arts. NCCAS has divided the                     
artistic practices into four categories; these four practices are the cognitive and physical actions by which arts learning and making are realized.  

1. Creating 
Conceiving and developing new artistic ideas and work 

2. Presenting 
Interpreting and sharing artistic work 

3. Responding 
Understanding and evaluating how the arts convey meaning 

4. Connecting 
Relating artistic ideas and work with personal meaning and external context 
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National Standards in Action: Early     
Childhood K-2 
Creating: 

▶ Engage collaboratively in exploration and imaginative play with materials 
▶ Use observation and investigation in preparation for making a work of art 
▶ Explore uses of materials and tools to create works of art or design 
▶ Demonstrate safe and proper procedures for using materials, tools, and equipment while making art 
▶ Identify and classify uses of everyday objects through drawings, diagrams, sculptures, or other visual means 
▶ Use art vocabulary to describe choices while creating art 

Presenting 
▶ Explain why some objects, artifacts, and artworks are valued over others 
▶ Ask and answer questions such as where, when, why, and how artwork should be prepared for presentation or preservation 
▶ Identify the roles and responsibilities of people who work in and visit museums and other art venues 

Responding 
▶ Select and describe works of art that illustrate daily life experiences of one’s self and others 
▶ Compare images that represent the same subject 
▶ Interpret art by categorizing subject matter and identifying the characteristics of form 
▶ Classify artwork based on different reasons for preferences 

Connecting 
▶ Identify times, places and reasons by which students make art outside of school 
▶ Understand that people from different places and times have made art for a variety of reasons 
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National Standards in Action:    
Elementary 3-5 
Creating: 

▶ Brainstorm multiple approaches to a creative art or design problem 
▶ Collaboratively set goals and create artwork that is meaningful and has purpose to the makers 
▶ Explore and invent art making techniques and approaches 
▶ When making works of art, utilize and care for materials, tools, and equipment in a manner that prevents danger to oneself and others 
▶ Document, describe, and represent regional constructed environments 
▶ Revise artwork in progress on the basis of insights gained through peer discussion 

Presenting 
▶ Analyze how past, present, and emerging technologies have impacted preservation and presentation of artwork 
▶ Analyze the various considerations for presenting and protecting art in various locations, indoor or outdoor settings, in temporary or                   

permanent forms, and in physical or digital formats 
▶ Compare and contrast purposes of art museums, art galleries, and other venues, as well as the types of personal experiences they                     

provide 

Responding 
▶ Compare responses to a work of art before and after working in similar media 
▶ Analyze components in visual imagery that convey messages 
▶ Interpret art by referring to contextual information, and analyzing relevant subject matter, characteristics of form, and use of media 
▶ Apply one set of criteria to evaluate more than one work of art 

Connecting 
▶ Create works of art that reflect community cultural traditions 
▶ Through observation, infer information about time, place, and culture in which a work of art was created 
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National Standards in Action:    
Middle School 6-8 
Creating: 

▶ Apply methods to creative blocks 
▶ Develop criteria to guide making a work of art to meet an identified goal 
▶ Demonstrate persistence in developing skills with various materials, methods, and approaches in creating works of art or design 
▶ Demonstrate awareness of ethical responsibility to oneself and others when posting and sharing images and other materials through                  

the Internet, social media, and other communication formats 
▶ Apply visual organizational strategies to design and produce a work of art, design or media that clearly communicates information or                    

ideas 
▶ Reflect on and explain important information about personal artwork in an artist statement or another format 

Presenting 
▶ Compare and contrast how technologies have changed the way artwork is preserved, presented, and experienced 
▶ Based on criteria, analyze and evaluate methods for preparing and presenting art 
▶ Compare and contrast viewing and experiencing collections and exhibitions in different venues  

Responding 
▶ Explain how the method of display, the location, and the experience of an artwork influence how it is perceived and valued 
▶ Analyze multiple ways that images influence specific audiences 
▶ Interpret art by analyzing art-making approaches, the characteristics of form and structure, relevant contextual information, subject                

matter, and use of media to identify ideas and mood conveyed 
▶ Compare and explain the difference between an evaluation of an artwork based on personal criteria and an evaluation of an artwork                     

based on a set of established criteria  

Connecting 
▶ Individually or collaboratively create a visual documentation of places and times in which people gather to make and experience art or                     

design in the community 
▶ Analyze how response to art is influenced by understanding the time and place in which it was created, the available resources, and                      

cultural uses 
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National Standards in Action:  
High School 9-12 
Creating: 

▶ Analyze how response to art is influenced by understanding the time and place in which it was created, the available resources, and                      
cultural uses 

▶ Choose from a range of materials and methods of traditional and contemporary artistic practices to plan works of art and design 
▶ Through experimentation, practice, and persistence, demonstrate acquisition of skills and knowledge in a chosen art form 
▶ Demonstrate awareness of ethical implications of making and distributing creative work 
▶ Redesign an object, system, place or design in response to contemporary issues 
▶ Engage in constructive critique with peers, then reflect on, re-engage, revise, and refine works of art and design in response to personal                      

artistic vision 

Presenting 
▶ Analyze, select, and critique personal artwork for a collection or portfolio presentation 
▶ Evaluate, select, and apply methods or processes appropriate to display artwork in a specific place 
▶ Make, explain, and justify connections between artists or artwork and social, cultural, and political history 

Responding 
▶ Recognize and describe personal aesthetic and empathetic responses to the natural world and constructed environments 
▶ Evaluate the effectiveness of an image or images to influence ideas, feelings, and behaviors of specific audiences 
▶ Identify types of contextual information useful in the process of constructing interpretations of an artwork or collection of works 
▶ Determine the relevance of criteria used by others to evaluate a work of art or collection of works 

Connecting 
▶ Utilize inquiry methods of observation, research, and experimentation to explore unfamiliar subjects through art-making 
▶ Compare uses of art in a variety of social, cultural, and historical contexts and make connections to uses of art in contemporary and                       

local contexts 
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Art Genre Guidelines 
The SASF Visual Arts Department offers six genres of study: Studio Art, Digital Media, Photography, Filmmaking, Comic Illustration, and Fashion                    
Design. Each genre aligns with all the GGG objectives and guidelines. In addition to those each genre has specific techniques, tools, and material                       
needs. Lessons will be targeted to meet the following genre guidelines. 

Studio Art 
The SASF Studio Art Activities consist of drawing, painting, collage, printmaking, and sculpture. Within these five categories students will                   
explore a wide variety of traditional and nontraditional materials and techniques to create 2D and 3D works of art. 

Digital Media Arts 
The SASF Digital Media Arts Activities introduce students to the world of digital media to create 2D graphic design, digital media art, games and                        
animation. 

Photography 
The SASF Photography Activities employ the use of digital cameras and photo editing software to teach students the art of creating still                      
photographic images. 

Filmmaking 
The SASF Filmmaking Activities teach students all aspects of film production, from writing and storyboarding, to directing and shooting, to                    
editing and presenting. 

Comic Illustration 
The SASF Comic Illustration Activities focus on teaching the techniques of illustration and storytelling through the comic book medium. 

Fashion Design 
The SASF Fashion Design Activities teach the many skills involved in producing a collection of clothing, including mood boards, fashion                    
sketching, sewing and garment construction. 

 
NYC Blueprints for Teaching and     
Learning in the Arts  
The New York City Department of Education has provided the Blueprint series of guides which outline a standards based rigorous approach to                      
teaching in the arts. In the following pages we have summarized and condensed a great deal of information contained within those guides and                       
restructured them to adapt to our afterschool program and specific genres of study. When necessary we have also added new information to                      
further round out the objectives to meet our program goals and objectives. 
 
To download complete copies of the Visual Art Blueprint or the Moving Image Blueprint please go to: 
schools.nyc.gov/offices/teachlearn/arts/blueprint.html 
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Studio Art Benchmarks:  
Early Childhood K-2 
Drawing Objectives: Early Childhood K-2 
Create drawings that demonstrate: 

▶ Use of varied lines and shapes to convey expression and movement 
▶ Exploration of lines such as straight, curved, bumpy, zigzag, spiral, looped, broken 
▶ Experimentation with geometric, organic, and invented shapes 
▶ Expressive use of crayons, oil pastels, and drawing pencils 
▶ Ability to blend and mix colors 
▶ Placement of figures within a defined space 

Painting Objectives: Early Childhood K-2 
Create paintings that demonstrate: 

▶ An imaginative response to a place or subject 
▶ Experimentation with mixing primary colors to create secondary colors 
▶ Experimentation with tints 
▶ Creative use of paint media such as tempera 
▶ Use of large and medium brushes to make a variety of expressive marks such as thick, thin, flowing, jagged 
▶ Use of basic shapes to create figures 

Collage Objectives: Early Childhood K-2 
Create mixed media collages that demonstrate: 

▶ Manipulation of cut shapes to represent a real or imaginary subject 
▶ Experimentation with cutting organic and geometric shapes in a variety of sizes 
▶ Experimentation with tearing paper 
▶ Ability to evenly apply glue 
▶ Exploration and expressive use of colored paper to represent a subject 
▶ Imaginative placement of shapes 
▶ Basic understanding of overlapping 

Printmaking Objectives: Early Childhood K-2 
Create prints that demonstrate: 

▶ Image transfer 
▶ Experimental use of rubbing or stamping to create a pattern 
▶ Exploration of crayons and paints to create rubbings and prints 
▶ Discovery of design possibilities such as repetition, rotation, symmetry 

Sculpture Objectives: Early Childhood K-2 
Create sculptures that demonstrate: 

▶ Additive and/or subtractive techniques 
▶ Imaginative ability to build with and mold materials;  

○ Paper: bending, folding, twisting, cutting, ripping 
○ Wood: stacking, grouping, balancing 
○ Clay: rolling, pinching 

▶ Exploration with making textures such as rough, scratchy, or smooth 
▶ Organization of parts to a whole 
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Studio Art Benchmarks:  
Elementary 3-5 
Drawing Objectives: Elementary 3-5 
Create drawings that demonstrate: 

▶ An imaginative interpretation of an observed subject 
▶ Exploration of directional lines such as horizontal, vertical, and diagonal 
▶ The ability to observe and then combine shapes to represent a subject 
▶ Identification and rendering of a detail 
▶ Use of contour line to define a figure or object 
▶ Inventive use of pencil, color pencils, and pastels through blending, mixing, and layering 
▶ Ability to create a variety of visual textures through mark making 
▶ Basic organization of space such as foreground and background 

Painting Objectives: Elementary 3-5 
Create paintings that demonstrate: 

▶ Observation of detail and inventive solutions to design problems 
▶ Mixing tints, shades, and tones of primary and secondary colors 
▶ Expressive use of paint media such as tempera 
▶ Use of large and medium brushes to make a variety of marks such as dabbing and dry brush 
▶ Basic organization of space such as foreground and background 

Collage Objectives: Elementary 3-5 
Create mixed media collages that demonstrate: 

▶ Inventive cutting, placement, and selection of paper to represent real or imaginary subject 
▶ Controlled use of scissors to cut detailed organic and geometric shapes 
▶ Experimentation with tearing paper into shapes 
▶ Ability to neatly and evenly apply glue 
▶ Ability to make hand-painted and scraped paper 
▶ Ability to choose papers to represent actual textures 
▶ Inventive use of positive and negative space 
▶ Control of overlapping to show depth 

Printmaking Objectives: Elementary 3-5 
Create prints that demonstrate: 

▶ Reversal of image 
▶ Creative use of lines, shapes, and textures to construct an expressive engraving, collagraph or monoprint 
▶ Effective use of the brayer and barren to ensure a consistent print 
▶ Discovery of printing possibilities such as enhancing a ghost print using other media 
▶ Expression of emotion 

Sculpture Objectives: Elementary 3-5 
Create sculptures that demonstrate: 

▶ Stable construction of a three-dimensional form 
▶ Clay: ability to apply techniques of coiling modeling, and slab making that result in a balanced work 
▶ Boxes, wood, tubes, found objects: ability to apply techniques of cutting, taping, and slot joining that result in a unifies balance                     

assemblage 
▶ Placement of components that describe gesture, movement, and expression 

18 



Studio Art Benchmarks: Middle 6-8 
Drawing Objectives: Middle 6-8 
Create drawings that demonstrate: 

▶ Sustained observation inspired by student curiosity 
▶ A personal view of their environment 
▶ The ability to create the illusion of space through perspective and scale of objects and figures 
▶ The use of a range of values to describe volume and form 
▶ Representation of a subject in a novel way 
▶ Purposeful use of drawing pencils, charcoal, pastels, pen and ink to create varied line quality and visual textures 
▶ Ability to use drawing tools in inventive ways such as stippling, hatching, cross-hatching, and blending 

Painting Objectives: Middle 6-8 
Create paintings that demonstrate: 

▶ Sustained observation to express a point of view 
▶ Use of observational sketches as references 
▶ Ability to mix tints, shades, and tones of primary, secondary, and tertiary colors with intent and purpose 
▶ Observation and creation of the illusions of light and value 
▶ The component use of paint media such as watercolor or acrylic 
▶ Use of brushes to make a variety of marks and effects such as wash, wet on wet, wet on dry, and dry on dry 
▶ Use of variety of acrylic brushes to scumble and stipple 
▶ Organization of composition using foreground, middleground, and background 

Collage Objectives: Middle 6-8 
Create mixed media collages that demonstrate: 

▶ Purposeful use of collage techniques to express personal vision 
▶ Proficiency in cutting, tearing, and gluing techniques 
▶ Ability to transform paper with a variety of media 
▶ Cohesive selection of papers to represent texture and subject 
▶ Intentional use of positive and negative space to create a balanced composition 
▶ Use of overlapping to create space 
▶ Unity through color 

Printmaking Objectives: Middle 6-8 
Create prints that demonstrate: 

▶ Careful inking, registration and lifting 
▶ Planning and execution of an engraving, stencil print, collagraph, or monoprint 
▶ A personal view or unique perspective 
▶ Unity of composition 
▶ Explorations with textured materials and visual texture 

Sculpture Objectives: Middle 6-8 
Create sculptures that demonstrate: 

▶ Attention to scale 
▶ Unity through purposeful selection and manipulation of materials such as clay, plaster, paper pulp, wire 
▶ Expressive use of texture and form 
▶ Inventive organization of positive and negative space 
▶ Symmetrical/asymmetrical balance 
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Studio Art Benchmarks: High 9-12 
Drawing Objectives: High 9-12 
Create drawings that demonstrate: 

▶ Synthesis of observation, imagination, and social commentary 
▶ A cohesive body of work 
▶ A personal style 
▶ The use of gesture and proportion to create dynamic figures 
▶ The use of the figure or a non-figurative subject to represent an idea, concept, or a personal view 
▶ Comprehensive use of pencils, charcoal, pastels, and conte crayon 
▶ A variety of techniques and genres 
▶ Creative use of the elements of art and principles of design to organize the picture plane 

Painting Objectives: High 9-12 
Create paintings that demonstrate: 

▶ Personal style, vision, social commentary 
▶ Proficiency in mixing a complete painting palette 
▶ Ability to control light, value, intensity, and contrast 
▶ Mastery of paint media such as gouache, watercolor, oil, or acrylic 
▶ An ability to handle a variety of brushes, and a palette knife as a painting tool 
▶ Glazing/layering techniques 
▶ Creative use of the elements of art and principles of design to organize the picture plane 

Collage Objectives: High 9-12 
Create mixed media collage that demonstrate: 

▶ Personal vision and/or reference to a social issue 
▶ Mastery in cutting, tearing, and gluing techniques 
▶ Inclusion of a variety of media and materials 
▶ Ability to incorporate/synthesize printed images and text 
▶ Mastery of principles of design to create a unified composition 

Printmaking Objectives: High 9-12 
Create prints that demonstrate: 

▶ Precise registration of two or more color plates 
▶ Dynamic use of positive and negative space in linoleum/soft block, silkscreen, or serigraphy plate design 
▶ Independent planning and execution of editions 
▶ The creation of a rich image that expresses a personal view 
▶ Synthesis of observation, imagination, and social commentary 

Sculpture Objectives: High 9-12 
Create sculptures that demonstrate: 

▶ Interaction with space or the realization of a freestanding form 
▶ Thoughtful selection and use of materials to express a personal style 
▶ Planning, and execution of a work that conveys a message to influence opinion 
▶ Effective use of the principles of design   
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Digital Media Arts Benchmarks:    
K-12 
Necessary Preliminary Skills: K-12 (listed from simple to complex) 

1. Create and save a new doc 
2. Open, use, and save as a new file 
3. Create multiple versions of files in a variety of file formats (JPEG, GIF, TIFF, EPS, etc.) 
4. Upload a JPEG or an image file 
5. Open, use, and save a created file 
6. Navigate through an appropriate software program 
7. Import images into a digital format from a scanner, digital camera, or public domain 

National Education Technology Standards: K-12 
Adapted from the ISTE  Standards for Teaching and Learning in the Digital Age 
 

▶ Creativity and innovation  
○ Apply existing knowledge to generate new ideas, products, or processes 
○ Create original works as a means of personal or group expression 
○ Use models and simulations to explore complex systems and issues 
○ Identify trends and forecast possibilities 

▶ Communication and collaboration 
○ Interact, collaborate and publish with peers, experts, or others employing a variety of digital environments and media 
○ Communicate information and ideas effectively to multiple audiences using a variety of media and formats 
○ Develop cultural understanding and global awareness by engaging with learners of other cultures 
○ Contribute to project teams to produce original works or solve problems 

▶ Research and information fluency 
○ Plan strategies to guide inquiry 
○ Locate, organize, analyze, evaluate, synthesize, and ethically use information from a variety of sources and media 
○ Evaluate and select information sources and digital tools based on the appropriateness to specific tasks 
○ Process data and report results 

▶ Critical thinking, problem solving, and decision making 
○ Identify and define authentic problems and significant questions for investigation 
○ Plan and manage activities to develop a solution or complete a project 
○ Collect and analyze data to identify solutions and/or make informed decisions 
○ Use multiple processes and diverse perspectives to explore alternative solutions 
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Digital Media Arts Benchmarks:  
Early Childhood K-2 
Digital Media Objectives: Early Childhood K-2 
Create digital works that demonstrate: 

▶ The understanding that images can be manipulated 
▶ Ability to experiment, navigate, and edit with different tools such as: 

○ Paint brush: brush style, size, color 
○ Shape: shape choice, fill, rotation, color 
○ Stamp: Stamp mold choice, repetition, size 

▶ The range of artistic options 
▶ Illustration of original ideas and stories using digital tools and media-rich resources 
▶ The safe and cooperative use of technology 
▶ Independent application of digital tools and resources to address a variety of tasks and problems 

Graphic Design Objectives: Early Childhood K-2 
Create designs that demonstrate: 

▶ Integration of line and shape resulting in pattern and repetition 
▶ Experimentation with: 

○ Primary and secondary colors 
○ Rectilinear and curved shapes 
○ Contrast 
○ Numbers and letters 

Animation and Game Design Objectives: Early Childhood K-2 
Create animations or games that demonstrate: 

▶ The understanding of vocabulary and concepts needed to create simple cel animations and games 
▶ Sequencing that includes a beginning, middle and end 
▶ Ability to identify feelings expressed by characters 
▶ Awareness of the elements of design such as color, shape, composition, line and texture 
▶ The use of proportion and repetitive motion in creating sequential pictures to illustrate movement 
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Digital Media Arts Benchmarks:    
Elementary 3-5 
Digital Media Objectives: Elementary 3-5 
Create digital compositions that demonstrate: 

▶ Expressive application of the elements of art 
▶ Imaginative manipulation of photographs or student’s own artwork 
▶ Ability to creatively use: 

○ Variety of tools and menu options 
○ Image effect options such as: 

⚬ brightness (lightness, darkness, and contrast) 
⚬ blur 
⚬ value 
⚬ texture 
⚬ color 
⚬ font style and size 

▶ Ability to use a digital camera 

Graphic Design Objectives: Elementary 3-5 
Create designs that demonstrate: 

▶ Attention to composition of the entire image 
▶ Emphasis and balance through use of color, line, and shape 
▶ Balance between negative and positive space 
▶ Thoughtful use of personal perspective 
▶ Inventive integration of text where applicable 

Animation and Game Design Objectives: Elementary 3-5 
Create animations or games that demonstrate: 

▶ Exploration of animating geometric or abstract shapes  
▶ Awareness of the three phases of production: 

○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Use of still image photography to generate the illusion of movement 
▶ Ability to use basic animation and gaming software 
▶ Respect and care for equipment and computers 
▶ Communication skills to create scripts or concepts for production 
▶ Express a personal viewpoint of the world through a simple animation or game 
▶ Manipulate the frame rate to vary the speed of movement or action 
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Digital Media Arts Benchmarks:    
Middle 6-8 
Digital Media Objectives: Middle 6-8 
Create digital compositions that demonstrate: 

▶ Confident use of a graphic program 
▶ Synthesis of technology and principles of design 
▶ Ability to navigate through the interface of a desktop publishing program 
▶ Creative layout: size, shape, location, and resolution (dpi) 
▶ Intentional selection of font, font size, and color 
▶ Purposeful arrangement of text and image 
▶ Effective use of digital camera 
▶ Integration of a variety of file types to visually create or illustrate an original concept 

Graphic Design Objectives: Middle 6-8 
Create designs that demonstrate: 

▶ Unity through the use of color, line, shape and texture 
▶ Attention to balance, emphasis, and proportion 
▶ The integration of color, line and shape to express a clear message  
▶ Inventive integration of text where applicable 

Animation and Game Design Objectives: Middle 6-8 
Create animations or games that demonstrate: 

▶ Exploration of animating a original characters with movement or commands  
▶ Understanding of the three phases of production: 

○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Collaborative decision making and work to express feelings or opinions through the project 
▶ Use of key vocabulary to analyze their own creations 
▶ Articulation of personal feelings, opinions, and points of view as adolescents and emerging artists 
▶ Understanding of the perspective of the viewer and user 
▶ Use of still image photography to generate the illusion of movement 
▶ Ability to use a variety of animation and gaming software 
▶ Respect and care for equipment and computers 
▶ Creative writing skills to create scripts or concepts for production 
▶ Use of the vast resources available to them in New York City, in libraries, and online  
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Digital Media Arts Benchmarks:    
High 9-12 
Digital Media Objectives: High 9-12 
Create a digital series that demonstrates: 

▶ Communication through visual and textual context 
▶ An understanding and awareness of a target audience 
▶ A personal view and style 
▶ Ability to navigate through a graphic design program 
▶ Intentional choice and editing of font for an intended audience 
▶ Ability to utilize text, images, and ideas to persuade 
▶ Independent selection of digital tools or resources based on efficiency and effectiveness 

Graphic Design Objectives: High 9-12 
Create designs that demonstrate: 

▶ Selective use of the elements of art and principles of design 
▶ A synthesis of shape, pattern, rhythm, and movement into a unified work 
▶ Purposeful use of an image commenting on a social issue 
▶ Text integrated with and supporting graphic imagery 

Animation and Game Design Objectives: High 9-12 
Create animations or games that demonstrate: 

▶ Exploration of animating a original characters with a variety of movement or commands  
▶ Application and ownership of the three phases of production: 

○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Collaborative decision making and work to express feelings or opinions through the project 
▶ Mastery of key vocabulary to analyze their own creations 
▶ Articulation of personal feelings, opinions, and points of view as adolescents and emerging artists 
▶ Understanding of the perspective of the viewer and user 
▶ Use of still image photography to generate the illusion of movement 
▶ Ability to use a variety of advanced animation and gaming software 
▶ Respect and care for equipment and computers 
▶ Creative writing skills to create scripts or concepts for production 
▶ Express a personal viewpoint of the world through an original animation or game 
▶ Use of the vast resources available to them in New York City, in libraries, and online 
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Photography Benchmarks: K-12 
Photography Objectives: Early Childhood K-2 
Create digital still images that demonstrate: 

▶ Exposure to basic vocabulary 
▶ Awareness of composition  
▶ Ability to hold the camera properly  
▶ Exploration of subject matter, such as people, objects, and places 
▶ Respect and care for camera equipment and computers 
▶ Awareness of basic digital darkroom software and simple editing options 

Photography Objectives: Elementary 3-5 
Create digital still images that demonstrate: 

▶ Exposure to key vocabulary and it’s application  
▶ Inventive choices that affect composition 
▶ Experimentation with different perspectives 
▶ Ability to hold the camera properly to capture a blur free image 
▶ An imaginative response to a place or subject 
▶ A variety of subjects, such as People, Objects, and Places 
▶ Respect and care for equipment and computers 
▶ Exploration of camera features  
▶ Understanding of digital darkroom software and simple editing skills 

Photography Objectives: Middle 6-8 
Create digital still images that demonstrate: 

▶ Understanding of key vocabulary to analyze their own creations 
▶ Unity of composition  
▶ Intentional use of positive and negative space to create a balanced composition 
▶ Use of perspective to express a personal viewpoint or idea 
▶ A personal view of their environment 
▶ Representation of a subject in a novel way 
▶ Ability to hold the camera properly for effective use 
▶ Respect and care for equipment and computers 
▶ Understanding of camera features  
▶ Use of professional digital darkroom software and editing skills  

Photography Objectives: High 9-12 
Create digital still images that demonstrate: 

▶ Mastery of key vocabulary to analyze their own creations 
▶ Synthesis of observation, imagination, and social commentary 
▶ A cohesive body of work 
▶ A personal style 
▶ The use of composition and proportion to create dynamic movement 
▶ The use of the figure or a non-figurative subject to represent an idea, concept, or a personal view 
▶ A personal view of their environment 
▶ Ability to hold the camera properly for effective use 
▶ Respect and care for equipment and computers 
▶ An ability to selectively use the camera features in a variety of settings 
▶ Confident use of professional digital darkroom software and advanced editing skills  
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Filmmaking Benchmarks: K-12 
Filmmaking Objectives: Early Childhood K-2 
Create film projects that demonstrate: 

▶ Understanding that films are comprised of music, sound, and moving images that tell stories 
▶ Exposure to the three phases of production: 

○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Awareness of different collaborative roles or jobs, such as: Director, Actor, Cinematographer 
▶ Hands-on work with storytelling, sound, and construction of basic shots and setup 
▶ Demonstrate respectful behavior as storytellers and listeners 
▶ An ability to identify the key elements of a story and apply them to an actual event to form basis of a film 
▶ Respect and care for all equipment including, cameras, lights, microphones, and computers 
▶ Experimentation with basic camera, sound and lighting equipment 
▶ Understanding of the premise of post-production and its importance in telling a coherent story 

Filmmaking Objectives: Elementary 3-5 
Create film projects that demonstrate: 

▶ Experience in the three phases of production: 
○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Experimentation in different collaborative roles or jobs, such as: Director, Screenwriter, Lighting Designer, Actor, Cinematographer 
▶ An ability to conceive of an original idea for a film 
▶ Creation of the basic elements of pre-production of a film: script, storyboard, casting, shooting plan 
▶ Exploration of new techniques and attempts to convey abstract ideas 
▶ Basic storytelling techniques including: camera movement, light, sound, dialogue, story structure 
▶ Respect and care for a variety of equipment including, cameras, lights, microphones, and computers 
▶ Understanding of the basic principles of camera operation, sound and lighting equipment 
▶ Alternative ways of using cameras and different effects through experimentation 
▶ Critical review of footage and understanding of the rudimentary forms and concepts of editing 
▶ Ability to gather, organize, and execute a basic cut using a non-linear editing program 
▶ Awareness that film is a medium that can be an artistic, historical, personal, and educational tool 

 

  

27 



Filmmaking Objectives: Middle 6-8 
Create film projects that demonstrate: 

▶ Understanding of the three phases of production: 
○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Development of artistic independence through collaborative pre-production work, using a working plan, storyboards, theme, and               
genre 

▶ Collaboration to develop a distinct aesthetic vision that is carried throughout the project 
▶ Effective use of stylistic filmmaking tools to tell a story 
▶ Expression of a distinct perspective 
▶ Exploration of non-traditional technical skills, imagery, filming processes and sound recording 
▶ Attention to detail in plot, character development, setting, and theme 
▶ Experimentation with a range of camera angles to explore character emotion and tone 
▶ Directorial decisions about framing, lighting, angles, movement to create a specific look or feel 
▶ Ability to conduct interviews in various settings 
▶ Collaborative reviewing, editing, and polishing of footage 
▶ Basic understanding of how to execute basic post-production effects using tools such as Final Cut Pro, Adobe Premiere Avid, or iMovie                     

to actualize artistic vision 
▶ Exploration of non-traditional editing techniques and experiment with after effects 

Filmmaking Objectives: High 9-12 
Create film projects that demonstrate: 

▶ Application and ownership of the three phases of production: 
○ Pre-Production: The steps necessary to prepare for a production and create a plan for the production process 
○ Production: Implementation of the production plan they created 
○ Post-Production: Sharing of their work for viewing and use 

▶ Ability to conceive and plan all stages of pre-production, from a conceptual plan, an unifying theme, genre conventions, a complete                    
screenplay/script, casting, crew and fully developed storyboards 

▶ Confident visual storytelling through a story arc, character development, conflict, and a creative use of the three-act story structure 
▶ Aesthetic choices about employing stylistic filmmaking tools such as soundtrack, camera movement, angles and distance,               

photography, lighting, framing, voice-overs, montage, B-roll 
▶ Effective selection and use of a wide range of camera angles to express a character's emotion  
▶ Ability to think creatively and critically about how to use camera equipment and discern which equipment will assist the production of                     

a desired effect 
▶ Manipulation of available light, use of lighting equipment, filters, and techniques  
▶ Collaborative focused teamwork to produce a consistent aesthetic throughout the production 
▶ Use of fundamental interviewing skills such as trust building, open-ended questions 
▶ Communication of an idea through alternative/non-linear modes of storytelling to express a unique personal vision 
▶ Mastery working with footage within a timeline-based editing system: graphic effect, color, and sound 
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Comic Illustration Benchmarks: K-12 
Comic Illustration Objectives: Early Childhood K-2 
Create illustrations and comics that demonstrate: 

▶ Use of varied lines and shapes to convey expression and movement 
▶ Exploration of lines such as straight, curved, bumpy, zigzag, spiral, looped, broken 
▶ Experimentation with geometric, organic, and invented shapes 
▶ Expressive use of crayons, oil pastels, and drawing pencils 
▶ Placement of figures within a defined space 
▶ Use of basic shapes to create figures 
▶ Experimentation with combining words and drawn images 

Comic Illustration Objectives: Elementary 3-5 
Create illustrations and comics that demonstrate: 

▶ An imaginative interpretation of an observed subject 
▶ The ability to observe and then combine shapes to represent a subject 
▶ Use of contour line to define a figure or object 
▶ Exploration of expressing ideas and emotion through illustrated characters 
▶ Inventive use of pencil, color pencils, markers and pastels through blending, mixing, and layering 
▶ Ability to create a variety of visual textures through mark making 
▶ Mixing tints, shades, and tones of primary and secondary colors 
▶ An ability to combine text and images to tell a short story or idea 

Comic Illustration Objectives: Middle 6-8 
Create illustrations and comics that demonstrate: 

▶ A personal view of their environment 
▶ Exploration of expressing ideas and emotion through illustrated characters  
▶ The ability to create the illusion of space through perspective and scale of objects and figures 
▶ The use of a range of values to describe volume and form 
▶ Representation of a subject in a novel way 
▶ Purposeful use of pencils, charcoal, pastels, markers pen and ink to create varied line quality and visual textures 
▶ Ability to use drawing tools in inventive ways such as stippling, hatching, cross-hatching, and blending 
▶ A personal view or unique perspective 
▶ Exploration with visual texture 
▶ An ability to thoughtfully combine text and images to tell a short story or idea 

Comic Illustration Objectives: High 9-12 
Create illustrations and comics that demonstrate: 

▶ Synthesis of observation, imagination, and social commentary 
▶ A cohesive body of work 
▶ A personal style 
▶ The use of gesture and proportion to create dynamic characters 
▶ The use of the character or a non-figurative subject to represent an idea, concept, or a personal view 
▶ Comprehensive use of pencils, charcoal, pastels, and conte crayon 
▶ A variety of techniques and genres 
▶ Personal vision and/or reference to a social issue 
▶ Synthesis of observation, imagination, and social commentary 
▶ Thoughtful selection and use of materials to express a personal style 
▶ An ability to thoughtfully combine text and images to tell a story or idea 
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Fashion Design Benchmarks:  
Middle & High 6-12 
Adapted from The NY State Education Department Learning Targets for Fashion Industry Instruction 
 
Determine the basic concepts related to the study of textiles, fashion and apparel 

▶ Identify and explain terminology commonly used in the textile, fashion and apparel fields 
▶ Discuss major changes in the fashion industry in history 
▶ Describe the stages and time spans of fashion cycles 

 
Name and describe the well-known international and domestic fashion centers and corresponding fashion designers 

▶ Identify and discuss the role of international and domestic fashion centers 
▶ Examine the design collections of well-known fashion designers 
▶ Give examples of how designers have influenced ready-to-wear apparel 

 
Evaluate fiber and textile products and materials 

▶ Apply appropriate terminology for identifying, comparing and analyzing the most common generic textile fibers 
▶ Evaluate performance characteristics of textile fiber and fabrics 
▶ Analyze the effects of textile characteristics on design, construction, care, use, and maintenance of apparel 

 
Research innovative textile fibers, fabrics and finishes 

▶ Analyze how the properties of fibers, fabrics, and finishes impact the design and construction of apparel 
▶ Research fibers and textiles through the lens of ecological and/or environmental trends and issues 

 
Demonstrate fashion design skills 

▶ Name and describe the steps of the fashion design process 
▶ Draw a simple fashion figure showing appropriate body shapes and proportions 
▶ Identify silhouettes in current fashion and recognize silhouettes as a starting point for design 
▶ Apply elements and principles of design to design apparel and fashion accessories 
▶ Communicate design ideas in a fashion sketch through garment details, silhouettes, and color theory 
▶ Apply basic and complex color schemes and color theory to develop and enhance visual effects 
▶ Explain the ways in which fiber, fabric, texture, pattern, and finish can affect visual appearance 
▶ Demonstrate ability to use current technology for apparel and fashion design 

 
Demonstrate fashion illustration skills 

▶ Render textures, patterns and hands (weight) in fashion designs 
▶ Select and portray appropriate fabrics through rendering 

 
Demonstrate skills needed to produce, alter, or repair apparel and fashion accessories 

▶ Demonstrate skills in using a variety of equipment, tools, and supplies for constructing, altering, repairing, redesigning, and/or                 
recycling of apparel and fashion accessories 

▶ Analyze current technology and trends that facilitate production of apparel and fashion products 
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Theme Guidelines 
Each of the following monthly Units describe a theme inspired by one new positive character trait to be explored and defined. Within each                       
monthly Unit it is the responsibility of the Visual Art Specialists to plan for their classroom 1 major art lesson sequence based on these                        
guidelines, themes, and learning objectives.  
 
Through the processes of exploration with art materials and self-expression with visual language we offer our students an opportunity to                    
develop their values and positive character. Character is defined as a person’s disposition to think, feel, and act in ways that help oneself and                        
others. It is the task of our art specialists to guide our young artists down this path of identity investigation. Furthermore, it is the role of the                           
teacher to model through action and instruction how to cultivate positive qualities of character. Throughout the year we will teach lessons that                      
explore and answer a sequential call to action:  
 
September = New Beginnings 
Artmaking experiences that support building trust, teamwork, and perseverance. 
 
October = Empowerment 
Artmaking experiences that support building courage, commitment, confidence, and humor. 
 
November = The Building Blocks of Leadership 
Artmaking experiences that support building discipline, organization, ability to lead, and optimism. 
 
December = Cultivating Curiosity 
Artmaking experiences that support building understanding, creativity, risk-taking, and grit. 
 
January = Quest for Excellence 
Artmaking experiences that support building vision, integrity, service, strategic thinking, and problem solving. 
 
February = Explore the Possibilities 
Artmaking experiences that support building innovation, initiative, communication, and effective feedback. 
 
March = Expand your Horizons 
Artmaking experiences that support building resilience, active listening, decision making, and influencing. 
 
April = Find your Place to Shine  
Artmaking experiences that support building relationships, respect, values, and compromise. 
 
May = Great Things are Within your Reach  
Artmaking experiences that support building collaboration, time management, group decision making, and responsibilities. 
 
June = The Dreams of Today are the Realities of Tomorrow 
Artmaking experiences that support building goals, determination, success making, reflection and change. 
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2016-17 Monthly Planner 
The following pages outline the monthly themes and will serve as a teaching tool for planning out the year long calendar of                                           
arts activities. The teaching artists are expected to design lesson sequences that connect with their students in a developmentally appropriate                      
and thoughtful way. Each lesson sequence must also include: 
 

▶ Non-representational art making lessons with material exploration as a primary goal 
▶ Experimentation with multiple art techniques with the goal of acquiring and refining skills 
▶ Sequential lessons planned to develop one big idea through multiple activities 
▶ Learning opportunities to observe and discuss professional, historic, and student artworks 
▶ Writing and sketching in sketchbooks to synthesize knowledge and personal experiences 

 
The yearlong theme of Leadership is designed to implement explicit character development through the following themes.                               
Each Visual Arts class with begin with an open ended discussion around one character trait. Teachers will build continuity                                     
and consistency by asking five Essential Questions whenever discussing a new term: 
 

► What do you think?   
► Why do you think that? 
► How do you know this? 
► Can you tell me more? 
► What questions do you still have? 

 
Each art genre is to consult the National Art Standards and the Blueprint Benchmarks for age appropriate art making                                     
activities and procedures, located on pages 1132. 
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September = New Beginnings 
Artmaking experiences that support building trust, teamwork, and perseverance. 

THEME DEFINITIONS 

Trust 
firm belief in the reliability, truth, ability, or strength of someone or something. 

Teamwork 
the combined action of a group of people, especially when effective and efficient. 

Perseverance 
steadfastness in doing something despite difficulty or delay in achieving success. 

 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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September = New Beginnings 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 
      1 

 
 
 
 
 
 

2 

5 
 
 
 
 
 
 

6  7  8  9 

Building Trust 

12 
 
 
 
 
 
 

13  14  15  16 

Teamwork 

19 
 
 
 
 
 
 

20  21  22  23 

Perseverance 

26 
 
 
 
 
 
 

27  28  29  30 

 
NOTES: 
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October = Empowerment 
Artmaking experiences that support building courage, commitment, confidence, and humor. 

THEME DEFINITIONS 

Courage 
strength in the face of pain or grief. 
 

Commitment 
the state or quality of being dedicated to a cause, activity, etc. 
 

Confidence 
the feeling or belief that one can rely on someone or something; firm trust. 
 
Humor 
the quality of being amusing or comic, especially as expressed in literature or speech. 

 
ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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October = Empowerment 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Courage 

3  4  5  6 
 
 
 
 
 
 

7 

Commitment 

10 
 
 
 
 
 
 

11  12  13  14 

Confidence 

17 
 
 
 
 
 
 

18  19  20  21 

Humor 

24 
 
 
 
 
 
 

25  26  27  28 

Honesty 

31 
 
 
 
 
 
 

1  2  3  4 
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November = Building Blocks of Leadership 
Artmaking experiences that support building discipline, organization, ability to lead, and optimism. 

THEME DEFINITIONS 

Discipline 
the practice of training people to obey rules or a code of behavior; a system of rules of conduct. 
 

Organization 
an organized body of people with a particular purpose. 
 

Leadership 
the action of leading a group of people or an organization. 

 
Optimism 
hopefulness and confidence about the future or the successful outcome of something. 
 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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November = The Building Blocks of 
Leadership 

 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Discipline 

7  8  9  10 
 
 
 
 
 
 

11 
 

Organization 

14 
 
 
 
 
 
 

15  16  17  18 

Ability to Lead 

21 
 
 
 
 
 
 

22  23  24  25 

Optimism 

29 
 
 
 
 
 
 

30  31  1  2 

 
NOTES: 
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December = Cultivating Curiosity 
Artmaking experiences that support building understanding, creativity, risk-taking, and grit. 

THEME DEFINITIONS 

Understanding 
sympathetically aware of other people's feelings; tolerant and forgiving; having good judgment. 
 
Creativity 
the use of the imagination or original ideas, especially in the production of an artistic work. 
 
Risk‐taking 
the act of doing something that involves danger or risk in order to achieve a goal. 
 
Grit 
courage and resolve; strength of character. 
 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
 
 
 
 
 

39 



December = Cultivating Curiosity 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Understanding 

5 
 
 
 
 
 
 

6  7  8  9 

Creativity 

12 
 
 
 
 
 
 

13  14  15  16 

Risk-taking 

19 
 
 
 
 
 
 

20  21  22  23 
 

Grit 

26 
 
 
 
 
 
 

27  28  29  30 

 
NOTES: 
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January = Quest for Excellence 
Artmaking experiences that support building vision, integrity, service, strategic thinking, and problem solving. 

THEME DEFINITIONS 

Vision 
the ability to think about or plan the future with imagination or wisdom. 
Service 
the action of helping or doing work for someone. 
Strategic thinking 
a mental process applied by an individual in the context of achieving success in a game or other endeavor.  
Problem solving 
the process of finding solutions to difficult or complex issues. 

 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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January = Quest for Excellence 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Vision 

2  3  4  5 
 
 
 
 
 
 

6 

Integrity 

9 
 
 
 
 
 
 

10  11  12  13 

Service 

16 
 
 
 
 
 
 

17  18  19  20 

Strategic Thinking 

23 
 
 
 
 
 
 

24  25  26  27 
 

Problem Solving 

30 
 
 
 
 
 
 

31  1  2  3 
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February = Explore the Possibilities 
Artmaking experiences that support building innovation, initiative, communication, and effective feedback. 

THEME DEFINITIONS 

Innovation 
to make changes in something established, especially by introducing new methods, ideas, or products. 
Initiative 
the power or opportunity to act or take charge before others do. 
Communication 
the successful conveying or sharing of ideas and feelings. 
Feedback 
information about reactions and opinions used as a basis for improvement. 

 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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February = Explore the Possibilities 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Innovation 

6 
 
 
 
 
 
 

7  8  9  10 

Initiative 

13 
 
 
 
 
 
 

14  15  16  17 

Communication 

20 
 
 
 
 
 
 

21  22  23  24 
 

Effective Feedback 

27 
 
 
 
 
 
 

28  1  2  3 

 
NOTES: 
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March = Expand Your Horizons 
Artmaking experiences that support building resilience, active listening, decision making, and influencing. 

THEME DEFINITIONS 

Resilience 
the capacity to recover quickly from difficulties; toughness. 
Active Listening 
a way of fully concentrating and responding to another person to improve mutual understanding. 
Decision‐making 
the action or process of making decisions, especially important ones. 
Influencing 
the capacity to have an effect on the character, development, or behavior of someone or something. 

 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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March = Expand Your Horizons 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Resilience / Learning Agility 

6 
 
 
 
 
 
 

7  8  9  10 

Active Listening 

13 
 
 
 
 
 
 

14  15  16  17 

Decision Making 

20 
 
 
 
 
 
 

21  22  23  24 
 

Influencing 

27 
 
 
 
 
 
 

28  29  30  31 

 
NOTES: 
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April = Find your Place to Shine 
Artmaking experiences that support building relationships, respect, values, and compromise. 

THEME DEFINITIONS 

Relationships 
the way in which two or more concepts, objects, or people are connected. 
Respect 
a feeling of admiration for someone or something elicited by their abilities, qualities, or achievements. 
Values 
a person's principles or standards of behavior; one's judgment of what is important in life. 
Compromise 
an agreement or a settlement of a dispute that is reached by each side making concessions. 

 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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April = Find your Place to Shine 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Relationships 

3  4  5  6 
 
 
 
 
 
 

7 

Respect 

10 
 
 
 
 
 
 

11  12  13  14 

Values 

17 
 
 
 
 
 
 

18  19  20  21 

Compromise 

24 
 
 
 
 
 
 

25  26  27  28 

 
NOTES: 
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May = Great Things within your Reach 
Artmaking experiences that support building collaboration, time management, group decision making, and responsibilities. 

THEME DEFINITIONS 

Collaboration 
the action of working with someone to produce or create something. 
Time Management 
the ability to use one's time effectively or productively, especially at work. 
Group Decision‐making 
is a situation faced when individuals collectively make a choice from the alternatives before them. 
Responsibilities 
the state or fact of having a duty to deal with something or of having control over someone. 

 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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May = Great Things within your Reach 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Collaboration 

1  2  3  4 
 
 
 
 
 
 

5 

Time Management 

8 
 
 
 
 
 
 

9  10  11  12 

Group Decision Making 

15 
 
 
 
 
 
 

16  17  18  19 

Responsibilities 

22 
 
 
 
 
 
 

23  24  25  26 

 
NOTES: 
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June = The Dreams of Today are the Realities of Tomorrow 
Artmaking experiences that support building goals, determination, success making, reflection and change. 

THEME DEFINITIONS 

Goals 
the object of a person's ambition or effort; an aim or desired result. 
Determination 
firmness of purpose; resoluteness. 
Success 
the accomplishment of an aim or purpose. 
Reflection 
serious thought or consideration. 
Change 
the act or instance of making or becoming different. 
 

ESSENTIAL QUESTIONS 

► What do you think?  

► Why do you think that? 

► How do you know this? 

► Can you tell me more? 

► What questions do you still have? 

VOCABULARY 

 

ART MATERIALS 
 
 
 
 
 
 
 
 
 
 
 

ART TECHNIQUES 

 

SKETCHBOOK AND JOURNAL ACTIVITIES 
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June = The Dreams of Today are the        
Realities of Tomorrow 
 
MONDAY  TUESDAY  WEDNESDAY  THURSDAY  FRIDAY 

Goals 

29  30  31  1 
 
 
 
 
 
 

2 
 
 

Determination 

5 
 
 
 
 
 
 

6  7  8  9 

Success Making 

12 
 
 
 
 
 
 

13  14  15  16 

Reflection 

19 
 
 
 
 
 
 

20  21  22  23 

Change 

26 
 
 
 
 
 
 

27  28  29  30 
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Visual Arts lesson plan guide:  
Activity Specialist: (Name of SASF staff who prepared and will be teaching the lesson) 
Art Genre:  (Studio Art, Digital Media Arts, Photography, Filmmaking, Comic Illustration, or Fashion Design) 
Monthly Theme: (New Beginnings, Empowerment, Cultivating Curiosity, etc.) 
Weekly Theme: (Collaboration, Grit,  Integrity, Relationships, etc.) 
Lesson Plan:  (title of lesson) 
Activity:  (3-4 word description, consult your Art Genre Benchmarks for age appropriate activities pages 15-51) 
Grade level: (what grade/s is your lesson plan designed for?) 
Time: (How long will this project take? i.e. 3, 45 min classes) 
 
Objectives:  (What do you want your students to be able to achieve/learn by completing this lesson?) 
  
● Students will be able to (SWBAT)... 
● Students will learn that... 
  
Materials:  (List all materials and tools you will need for this project) 
  
Vocabulary: (Select 2-3 new words that the students will learn through the completion of this lesson. *Keep vocab                  
under 3 words, you don’t want to overwhelm your students!) 
  
Theme Dialogue: ( Brief 3-5 min teacher led conversation connecting to the monthly & weekly themes.) 

● Propose the theme and define the term 
● Ask the following questions in a group dialogue: 

1. What do you think? 
2. Why do you think that? 
3. How do you know this? 
4. Can you tell me more? 
5. What questions do you still have? 

 
Procedure:  (List each step of your activity here, plan the time it will take to complete each step) 

1. First… 
2. Next… 
3. Last... 

  
Reflection:  (It’s always helpful to reflect at the end of each lesson! Ask the class 1-2 thoughtful questions.) 
  
Ex. 1 What worked well? 
Ex. 2 What would you do differently next time? 
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SASF Visual Arts lesson plan  
 

Activity Specialist:  Art Genre: 
Monthly Theme:  Weekly Theme: 
Lesson Plan:  Grade level:   Time: 
Activity:  

 

Objectives:  

 

Materials: 

 

Vocabulary: 

  

Theme Definitions: Theme Questions:  
 

 

Procedure:  

 

Reflection:           What worked well? What would you do differently next time? 
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