	Name:
	Donna Pham

	Lesson Title:
	Monsta Creations!

	Grade Level:
	9th-10th grade


Vocab, Art History, Interdisciplinary Connections

	Artist/Culture/Movement Connections
Medieval Art & Sculpture, Modern times Especially Media, Pixar’s Monster Inc., Wendy Tsao

	Interdisciplinary Connections
History, Media, Research

	Art Vocabulary:

Character, Turnaround, Profile view, Front View, ¾ view, Interface, Sewing, Seam, Stich

	Elements/Principles of Art
Composition, Balance, Form

	Media and Materials needed:
Paper, Pencil, Eraser, *Electronics with Internet Access, *Books, Scissors, Sharpies (optional), Needles, Thread, Yarn, Felt, Fabric, Binder clips, Buttons/Accessories, Poly-Fil Fiber, Rulers, Masking Tape, Sticky Notes, Tacky Glue (limited use), First-Aid Kit



Content Standards
Anchor Standard 1: 
1.VA:Cr1.2 Use observation and investigation in preparation for making a work of art.
Anchor Standard 2: 
8.VA:Cr2.1 Demonstrate willingness to experiment, innovate, and take risks to pursue ideas, forms, and meanings that emerge in the process of artmaking or designing
Learning Objectives 
1. Student will be able to apply personal preferences and research into creating an original and believable character.
2. Students will be able to turn a 2d design into a 3d model.
3. Students will be able to share and reflect both meanings and processes of their monster creation.
	Anticipatory Set:
Ask students to bring either a stuff animal or an action figure. Within their table, students will share information about their “friend” such as their name, what they do, and why they are special. 

	Big Idea:  
What makes a character a character? There are many different kinds of monsters. Some are scary, but others are cute and friendly.

	Essential Question:  
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 and designers determine whether a particular direction in their work is effective? 

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? 



	Objective/Purpose: 
The objective of this assignment is to have student create a meaningful and believable character by turning a 2d design into a physical 3d model (which is the plushie.)

	Model: 
Demos on: Making a design cut out for the Monster, stitching techniques, stuffing, finishing the sewing

	Check for Understanding: 
Discuss with group about what makes a character (toy) the way it is. Does it has personality? What made it this way?
During the gallery walk, use VTS to discover what or what not works in the design. The point of this to see if the student can identify the design’s characterization and what contribute to it.
The matching card game checks if students can identify a character’s trait/personality based on the appearances and attitudes of the characters provided.

After the critique, reflect and discuss about the creative process.


Step by Step Instruction of Lesson (Based on a Block Schedule)
	Instructional Strategies 

(what the teacher does)
	Activities
(what the students do)

	Day 0

· Ask students to find their favorite stuffed animal or action figure and bring it to class.
· Not all students physically have a toy in their house. 

· Bringing a physical copy is extra credit.

· Photographs also works.
	Day 0
· Find favorite stuffed animal or action figure.

· Bring a physical version if possible.

· Don’t have a physical copy, but have a photograph, works too.

· NO buying toys from the store.

	Day 1 (Short Day)
· ACTIVITY: Show & Tell
· Ask students to share their toy within their table. (5-7 min.)
· If students don’t have either a physical or photograph, ask them to quickly pull up a similar toy from their electronical devices
· Ask each table to share one of the toy.
· Present Power Point. (Go over history of Monsters, Examples in entertainment, artists examples and the plushie assignment.) 

· Assign HW:

· Find references for monster design. Can either be printed or in electronic devices.  
	Day 1
· Within their table groups, students will share some things about their toy.

· Ex. Their name, their personality, where they came from, what makes them special, etc.

· Designate one person from their table to share with the rest of the class.

· Listen to lecture and assignment

· While doing so, take notes in sketchbook.

· HW: Find references for Monster design.

	Day 2
· Pass out printout of the project brief a ruler, & a piece of paper to students for designing. 
· LECTURE: Turnarounds
· Explain about the importance of turnarounds in character designing, how is it relevant to the project, & DEMO on how to do turnarounds for the project. 
· ACTIVITY: Turnarounds
· Instruct students to create a Front view, Profile view, and *¾ view/Bottom view (whichever is relevant for the cut outs) of their characters
· Go around if students have questions.
·  CRITIQUE: Gallery Walk & VTS
· Ask students to hang up their designs and as a class

· Walk around to analyze work.

· Due to time restraints, randomly choose a variety of designs, both working and not-working designs

· VTS: What do you see? What make you say that? 

· Is it successful piece/what needs be improved on?

· *Assign HW: Revise Designs
	Day 2
· Take out Sketchbook and take notes
· Start designing their monster. (20-25 min.)
· Ask peers & teacher for suggestions/concerns

· Hang up work (hopefully name is in the back to make it anonymous)

· Walk around to analyze work.
· Answer Teacher’s VTS Questions
· Answer why design is successful/what can this person improve on.

· *Low-key take notes for references

· HW: Revise Design & bring it to class.

	Day 3  (Short Day)
· Time Writing: (5 min.)

· Write a short description about their monster created

· Provide line paper if needed.

· Reintroduce assignment and briefly go over the next part of the project which is sewing.
	Day 3  
· Take out/given lined paper & start the Time Write.
· When finished, store paper in sketchbook / folder. It will be used for the critique later.
· Listen to information about project. 

	Day 4
· (Before class, find space/storage for the cut outs)

· DEMO: How to design a cut out and cut the fabric (body)
· *Note: Reason for choosing either a ¾ view or bottom view
· ACTIVITY: Cut Outs
· Give Students cardstock/ file folder to design the cut out.

· Walk around to see if students need any help

· Check if there any potential sewing mistakes in the finished designs

· After approval give fabric/felt and scissors and let them start cutting 

· End of the period, check if students need more time to work on cut out. Put away students materials with their fabric taped with their name.
	Day 3  

· Watch the demo & take notes in sketchbooks.
· Students’ turn to design and create the cut out
· Ask any questions

· Notify teacher when they are done with drawing the cut out & check for any major mistakes that would lead to starting over

· After approval, pick fabric/felt for the project, get scissors and start cutting.
· End of the period, put away material with their fabric taped with their name on the interface side of the fabric.

	Day 5
· Start of class, give up to ¼ of class time to finish cut out
· DEMO: Stitching & Seaming

· ACTIVITY: Sewing
· Provide students with scissors, felt, fabric, accessories, thread, & yarn, needle
· Walk around to see if students needs any help
	Day 4
· Finish cut out
· Watch demo & take notes in their sketchbook

· Get materials from teacher & start sewing the plushie

	Day 6  (Short Day)
· ACTIVITY: Matching Card Game

· Each table will have a set of cards. The goal is to quickly match the characters with the word that best described them. (Ex. Elmo = Delighted, King Kong = Destructive, Eeyore = Depressed)

· Competition: First table that finished wins extra credit.

· Check if table gets them right.
· Continue to help students w/ the assignment
	Day 6 
· Do the Activity:

· To win: quickly notify the teacher in a civilized manner to check on their answers.

· Continue to work on the assignment

	Day 7  

· DEMO: Stuff Plushie and close the hole for the stuffing.
· Continue to help students w/ the assignment
	Day 7 

· Watch Demo and take notes in their sketchbooks
· Continue to work on the assignment

· Call teacher for ploy-fil fiber

	Day 8  

· Continue to help students w/ the assignment
· When finished, put away materials

· IMPORTANT: Students should be either done or close to finishing their plushie. If not, provide them studio space during lunch, office hours/free period, “Study Hall,” and/or afterschool. These students may not have materials or tools such as needles to finish at home as they are deemed as dangerous objects. (Provide several days for extra student space & announced this on Day 6)
	Day 8 

· Continue to work on the assignment

· Clean up, put away materials
· HW(optional): Finish project
· Can work at home

· Option: Work during lunchtime, office hours/free period, “Study Hall,” and/or afterschool


	Day 9  (Short Day) (CRITIQUE DAY)
· Ask Students to bring their finished plushie and set them on their table with their short description laid out.
· Give them 3 sticky notes to write feedback. (One sticky note/plushie)
· Provide an array of topics to give feedback on (listed on the white board)

· Start the gallery walk.

· With 5-10 min of class left, stop the gallery walk & pick a few students to share their thoughts about the whole creative process

· End of class, instruct students to tape their plushie with their name and, place feedback on description paper, and set all of them on a designated table. Collect afterwards for grading.
	Day 9  

· Set both finished plushie and description on their table. 
· Students will walk around with their given sticky notes and a writing utensil.

· Pick a student’s plushie, write a feedback based on the topics on the board.

· Hopefully, there is at least 1-2 sticky notes per plushie
· With 5-10 min of class left, students do not have to return to their seats, but they will be selected to share their thoughts about the creative process. 
· End of class. Students will set their plushie taped with their name, and feedbacks & description paper on a designated table.


	Critique/Discussion: (What method of review and evaluation will be used to complete the lesson?):

PT 1: Gallery Walk & Sticky Notes Method
Students will lay out their finished plushie, their design page, and their written description on their table. Both students and teacher will participate and receive 3 sticky notes. With the sticky notes, they will select 3 different plushies and write down their feedback for each plushie based on one of the topics listed on the white board. It would be nice if students don’t pick the plushie with the most sticky notes as this is not a popularity contest. Teacher can notify students if there’s a plushie need of “feedbacks” so they can support that student along with helping them. This is a 15 minute critique.
PT 2: Sharing Thoughts

After everyone finished putting down their feedback, while standing, teacher pick a few students to share their thoughts about the whole project. This can be about anything related to the creative process such as designing and sewing.


