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Career, Technical, & Agricultural Education







COURSE:  

Graphic Design & Production
UNIT 9: 

Design and Illustration 
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Annotation:  


This unit includes lessons on basic lessons on design and illustration. Students will complete various 
lessons and projects pertaining to basic design and illustration. To complete the unit, students will 
complete a design project that incorporates an illustration.

Grade(s):  

	X
	9th

	X
	10th

	X
	11th

	X
	12th


Time:  
5 hours, 30 minutes

Author: 
Hillari Z. Knight

Students with Disabilities:

For students with disabilities, the instructor should refer to the student's IEP to be sure that the accommodations specified are being provided. Instructors should also familiarize themselves with the provisions of Behavior Intervention Plans that may be part of a student's IEP. Frequent consultation with a student's special education instructor will be beneficial in providing appropriate differentiation.
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GPS Focus Standards: 
ACCT-GDP-4: 
Students will understand and demonstrate the fundamental basic elements and principles of design.

a) 
Compare and contrast or critique professionally completed works.

b) 
Apply knowledge of design principles to new products.

c) 
List basic elements and principles of design terminology.

d) 
Incorporate design principles in hand drawn sketches and measured layouts.

ACCT-GDP-5: 
Students will identify and demonstrate a working knowledge of elements and principles.

a) 
Design a successful composition that employs elements found in an existing collateral design piece.

b) 
Apply creative thinking skills to produce solutions to artistic problems.

c) 
Create an original design that utilizes basic elements and principles.

ACCT-GDP-6: 
Students will identify and demonstrate a working knowledge of illustration as it pertains to the design field.

a) 
Apply traditional drawing skills (i.e. cross hatch, stipple, contouring, and perspective) to graphic solutions.
b) 
Develop a process or sketch book carrying visual solutions from hand drawn roughs to a finished digital composition.

c) 
Identify the role and purpose of illustration in the professional field.

d) 
Identify and demonstrate a working knowledge of illustration software.

ACCT-GDP-7: 
Students will continue to explore different outlets for typography and define its role in design.

a) 
Understand and demonstrate knowledge of typographic principles as they relate to layout and page composition.

b) 
Investigate and demonstrate typography as an expressive form (i.e. type as image).

c) 
Explore possible combinations of type and image as two different entities combined into a cohesive form.

ACCT-GDP-8: 
Students will continue to develop communication skills.

a) 
Demonstrate ability to follow directions.

b) 
Demonstrate ability to work collaboratively in creative teams.

c) 
Criticize a classmate’s work objectively and constructively as well as accept criticism.

GPS Academic Standards:
ELA4LSV2 
The student listens to and views various forms of text and media in order to gather and share information, persuade others, and express and understand ideas.

ELA10RL5 
The student acquires new vocabulary in each content area and uses it correctly.

ELA11LSV2 
The student formulates reasoned judgments about written and oral communication in various media genres. The student delivers focused, coherent, and polished presentations that convey a clear and distinct perspective, demonstrate solid reasoning, and combine traditional rhetorical strategies of narration, exposition,persuasion, and description. 

ELA10LSV1 
The student participates in student-to-teacher, student-to-student, and group verbal interactions.
PrintED:
DFP-A-2-11 (Digital File Prep; A. Orientation)

2. Identify and list the basic principles of design (i.e., unity, contrast, page proportions, balance, etc.)

3. Identify and explain line images.

4. Identify and explain continuous tone/ halftone images.

5. Identify basic process color principles and kinds of four-color printing.

6. Define PostScript. 

7. Describe each of the following: word processing, illustration, image editing, and page layout software.

8. Design and produce a single-color document using desired fonts, styles, margins, indents, and tabs.

9. Demonstrate the proper selection of appropriate software for word processing, illustration, image editing, and page layout.

10. Demonstrate keyboard typing proficiency, including the use of keyboard shortcuts.

11. Prepare a series of hand drawn sketches or computer generated layouts incorporating appropriate marks (i.e., gutters, register marks, fold lines, etc.).  


DFP-C-8 (Digital File Prep; C. Page Layout)

8. Import copy from a word processing program to a page layout program.
DFP-E-1-6 (Digiatl File Prep; E. Illustration)

1. Demonstrate the use of keyboard shortcuts/ menus and explain why they are used.

2. Create a design appropriate for a given job using a graphics program.

3. Create a design using tints and fills for a given job using a graphics program.

4. Create a design using manipulated type (rotated, circled, extended, etc.) for a publication.

5. Trace a drawing/photograph using a graphics program. 6. Edit an existing piece of electronic clip art.  
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Enduring Understandings: 
The Graphic Art Poster project combines all the fundamentals of design.
Essential Questions: 
•
Why is this poster/picture considered well-designed?

•
Is a picture really worth a thousand words?

•
Can type speak?

•
How can I get the point across without speaking?

Knowledge from this Unit:  
•
Students will be able to identify the principles and elements of design.
Skills from this Unit:  
•
Students will create designs using the principles and elements of design.
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Assessment Method Type: 
	
	Pre-test

	
	Objective assessment - multiple-choice, true- false, etc.

	
	__ Quizzes/Tests

__ Unit test

	
	Group project

	x
	Individual project

	
	Self-assessment - May include practice quizzes, games, simulations, checklists, etc.

	
	_x_ Self-check rubrics   

__ Self-check during writing/planning process

__ Journal reflections on concepts, personal experiences and impact on one’s life

__ Reflect on evaluations of work from teachers, business partners, and competition judges

__ Academic prompts

__ Practice quizzes/tests

	
	Subjective assessment/Informal observations

	
	__ Essay tests

__ Observe students working with partners

__ Observe students role playing

	x
	Peer-assessment  

	
	_x_ Peer editing & commentary of products/projects/presentations using rubrics

__ Peer editing and/or critiquing

	x
	Dialogue and Discussion

	
	_x_ Student/teacher conferences

_X_ Partner and small group discussions

_x_ Whole group discussions

__ Interaction with/feedback from community members/speakers and business partners

	
	Constructed Responses

	
	__ Chart good reading/writing/listening/speaking habits

__ Application of skills to real-life situations/scenarios

	
	Post-test


Assessment Attachments and / or Directions: 
Each lesson sheet has a rubric attached. 

(
GDP_9_Design
(
GDP_9_DesignNOTES
(
GDP_9_Lesson1Exercises
(
GDP_9_Lesson1
(
GDP_9_Lesson2
(
GDP_9_Expressive Type
(
GDP_9_Lesson3
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•
LESSON 1:  PRINCIPLES AND ELEMENTS OF DESIGN (1 Hour, 45 minutes)

1.
Identify the standards. Standards should be posted in the classroom.

ACCT-GDP-4: 
Students will understand and demonstrate the fundamental basic elements and principles of design.

a) 
Compare and contrast or critique professionally completed works.

b) 
Apply knowledge of design principles to new products.

c) 
List basic elements and principles of design terminology.

d) 
Incorporate design principles in hand drawn sketches and measured layouts.

ACCT-GDP-5: 
Students will identify and demonstrate a working knowledge of elements and principles.

a) 
Design a successful composition that employs elements found in an existing collateral design piece.

b) 
Apply creative thinking skills to produce solutions to artistic problems.

c) 
Create an original design that utilizes basic elements and principles.

ACCT-GDP-6: 
Students will identify and demonstrate a working knowledge of illustration as it pertains to the design field.

a) 
Apply traditional drawing skills (i.e. cross hatch, stipple, contouring, and perspective) to graphic solutions.
b) 
Develop a process or sketch book carrying visual solutions from hand drawn roughs to a finished digital composition.

c) 
Identify the role and purpose of illustration in the professional field.

d) 
Identify and demonstrate a working knowledge of illustration software.

ACCT-GDP-7: 
Students will continue to explore different outlets for typography and define its role in design.

a) 
Understand and demonstrate knowledge of typographic principles as they


relate to layout and page composition.

b) 
Investigate and demonstrate typography as an expressive form (i.e. type


as image).

c) 
Explore possible combinations of type and image as two different entities combined into a cohesive form.

ACCT-GDP-8: 
Students will continue to develop communication skills.

a) 
Demonstrate ability to follow directions.

b) 
Demonstrate ability to work collaboratively in creative teams.

c) 
Criticize a classmate’s work objectively and constructively as well as accept criticism.

2.
Review Essential Question(s). Post Essential Questions in the classroom. 



•

Why is this poster/picture considered well-designed?
3.
Identify and review the unit vocabulary. Terms may be posted on word wall.

	Line
	Shape
	Color

	Texture
	Space
	Rhythm

	Proportion
	Emphasis
	Balance

	Unity
	Positive Space
	Negative Space

	Illustration
	Onomatopoeia
	Typography


4.
Interest approach – Mental set (think-pair-share) (15minutes)



Have students pair up and make a list of what elements they think make a good design.

A.  
Ask students to think about what elements makes good design. (1 minute)


B. 
Have students pair off and discuss what they think is good design (2 minutes)


C.  
Have each pair create a list of good design elements (5 minutes)


D.  
Have each pair post their list. (1 minute)


E.  
Discuss the lists with the entire class. (10 minutes)

5. Principles and elements of design lesson



Have students pair up and make a list of what elements they think make a good design.
A.   
Present the principles and elements of design lesson using the PowerPoint GDP_9_Design and 
the attachment GDP_9_Design NOTES.



(Students will fill out notes as your presenting the lesson) (15 minutes)

B.
Have students complete a series of exercises that incorporate each of the fundamentals of 
design. (GDP_9_Lesson1 Exercises) (30 minutes)

C.
Have students complete a project using all fundamentals of design. (GDP_9_Lesson1)
      
(45 minutes)
•
LESSON 2:  ILLUSTRATION AND DESIGN (1 hour, 40 minutes)


1.
Review Essential Questions. Post Essential Questions in the classroom. 


•
Is a picture really worth a thousand words?
2.    Word/illustration association (10 minutes)


        NOTE: You will need to choose the illustration.



A. 
Give each student a sheet of paper.



B. 
Tell them that they are about to see an illustration. Instruct them to write the first word that 


comes to their head on the sheet of paper.



C.
Show the illustration to them. Allow them 30 seconds to write their word.



D. 
Have the students pass the papers to you.



E. 
Read and discuss the answers.

3. Song Illustration (30 minutes)


A. 
Explain to the students they will be listening to a song and determining what best illustrates the 


song.


B. 
Play the song. (It will be a song of your choice)


C. 
Have the students draw the illustration. (If they cannot draw, they could use clip art)

    

Only allow them 30 minutes.


D. 
Post the art on walls with a blank sheet of paper next to the art.


C. 
Have the students take a gallery tour of the displayed art. They are to write comments on the 


sheets of paper stating if the art successfully illustrates the idea/theme of the music.

4. Book illustrations (1 hour)

A.
Give the students GDP_9_Lesson2.
B.
Students will illustrate children’s books. Students will illustrate the cover for the story in the 
project. (See GDP_9_Lesson2 for complete details and rubric).
•
LESSON 3:  EXPRESSIVE TYPOGRAPHY (50 minutes)

1.
Review Essential Questions. Post Essential Questions in the classroom. 



•
Can type speak?
2.
Onomatopoeia & Type (5 minutes)



Ask students if the know what on Onomatopoeia is? If they don’t answer correctly tell them it is a 
word that imitates or suggests the source of the sound that it describes. Examples would be “oink”, 
“meow”, “roar”. Type can do the same thing. Type can tell the story just by the way it looks. Use the 
PowerPoint GDP_9_Expressive Type to further show how type speaks.
3. Expressive Typography (45 minutes)

A.
Handout Expressive Typography Lesson (GDP_9_Lesson3).

B.
Explain to the students that the will be using type to get the point across. If the word is FAST, 
then the type should express movement.
C.
On the handout, there will be a series of words. Students will use type that is loaded on the computer or they can go to a free font site like www.dafont.com. Remember there are some problems with dafont.com. Sometimes the font will not print and the names of the fonts can be crude.
D.
Give the students 45 minutes to complete the assignment.
•
LESSON 4:  PUTTING IT ALL TOGETHER (1 hour, 15 minutes)

1.
Review Essential Questions. Post Essential Questions in the classroom. 



•
How can I get the meaning across without speaking?
2.
Good Design-Bad Design (15 minutes)



A. 
Choose two ads. One ad is designed well and the other is badly designed. It should be obvious 


which one is good and which is bad.



B. 
Put them on opposite walls with a blank sheet of paper next to them.



C. 
Allow the students to write on the paper telling what makes the design good or bad.



E. 
Discuss the answers.

3. Graphic Arts Poster (1 hour)

A.
Handout the Graphic Arts poster assignment (GDP_9_Lesson4).

B.
Explain to the students that they will be designing a poster advertising graphic arts. The poster 
should combine all of the techniques learned in the other lessons. More details and a rubric are 
included in the GDP_9_Lesson4. This can serve as a unit test.

•
ATTACHMENTS FOR LESSON PLANS


•
GDP_9_Design
•
GDP_9_Design NOTES
•
GDP_9_Lesson1 Exercises
•
GDP_9_Lesson1
•
GDP_9_Lesson2
•
GDP_9_Expressive Type

•

GDP_9_Lesson3
•
NOTES & REFLECTION: 

Understand visual communication is extremely important in our culture. Students must know how to create designs that get the message across. They should be able to combine fundamentals of design that do so.
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Culminating Unit Performance Task Title: 
Students will complete the Graphic Art Poster in the Putting it all together lesson.
Culminating Unit Performance Task Description/Directions/Differentiated Instruction: 

The Graphic Arts Poster requires students to combine all of the knowledge and skills into one project.

Attachments for Culminating Performance Task: 

•
GDP_9_Lesson4
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Web Resources:
•
http://journalism.okstate.edu/faculty/kstan/ketterer/fund2.htm
•
http://www.saskschools.ca/curr_content/paasurvey/design/desfund/desfund.htm
•
http://www.allgraphicdesign.com/balance.html
•
http://www.twofishillustration.com/
•
http://dzineblog.com/2008/04/illustration-design-inspiration.html
•
http://www.smashingmagazine.com/2007/08/21/creativity-spark-from-masters-of-graphic-design/
•
http://en.wikipedia.org/wiki/Onomatopoeia
•
http://www.graphicdesignblog.org/black-white-typography-graphic-design/
•
http://www.allgraphicdesign.com/typotips.html
Materials & Equipment: 
•
Paper, computers, markers, project sheets, projector
21st Century Technology Used: 
	x
	Slide Show Software
	
	Graphing Software
	
	Audio File(s)

	
	Interactive Whiteboard
	
	Calculator
	
	Graphic Organizer

	
	Student Response System
	x
	Desktop Publishing 
	x
	Image File(s)

	
	Web Design Software
	x
	Blog
	
	Video

	
	Animation Software
	x
	Wiki
	
	Electronic Game or Puzzle Maker

	
	Email
	x
	Website
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