Lesson Plan
Title:​​​​​​​​​​​​​ Typography Logo Design
Length: 2 hours 50 minutes
Note: Before you plan and write art experiences; pre-assess your students based on the proposed concepts, enduring understandings, and objectives of the unit/lesson(s). You may also gather this information from (previous) teachers, by reviewing already completed art work, consulting curriculum materials, etc., to get a better understanding of what content students already know and what they will need to know to be successful.
	Pre-Assessment: 
This will need to be done prior to teaching your lesson. Outline the method you will use to determine the skill/knowledge level of your students based on the concepts/enduring understandings/objectives of the lesson. (Hint: turn these into questions.) Be specific in describing what you would recognize as proficient skill/knowledge.

	(Identify the different kinds of logos, logotype and iconic)
(Employ the appropriate tools and shortcuts to create their logo)  
Google Form:
 How much experience do you have using Adobe Illustrator?

What is your comfort-ability using Mac Computers?

What is typography?

What is a “logotype” logo?

What is an “iconic” logo?

List 3 of your favorite Musicians




	Performance:

What will students accomplish as a result of this lesson? This can be presented to students in the form of a story. In this narrative the students take on a role and create a learning product about a specific topic for a certain audience. (RAFT – Role / Audience / Format / Topic)

	You are a high-end logo designer, and your favorite band/musician’s publisher is hiring you to create a new logo for their new album (or album reboot). The logo needs to be simple and easily transferable to different mediums (t-shirts, albums, posters, etc.). Using adobe illustrator, create a logo that represents the type of music they play and their message as artists.
Students will create a logo, using adobe illustrator, for their favorite musician/band using both typography and symbols



	Concepts:

List the big ideas students will be introduced to in the lesson. These ideas are universal, timeless and transferrable. Examples of concepts used in art might include: Composition, Patterns, Technique, Rhythm, Paradox, Influence, Style, Force, Culture, Space/Time/Energy, Line, Law/Rules, Value, Expressions, Emotions, Tradition, Symbol, Movement, Shape, Improvisation, and Observation Look for concepts in the standards, content specific curriculum, etc.

	Communication
Planning 

Envision

Problem-solving 




	Enduring Understanding (s):

Enduring Understandings show a relationship between two or more concepts; connected with an active verb. The best enduring understandings not only link two or more concepts; but demonstrate why this relationship is important. Like concepts, they are timeless, transferrable and universal. Align Standards, Prepared Graduate Competencies (PGCs) and Grade Level Expectations (GLEs) to Enduring Understandings.


	Designers research in order to create art to fit a need for their clients

· 3.1 Demonstrate competency in traditional and new art media, and apply appropriate and available technology to express ideas

· Develop and build appropriate mastery in art-making skills, using traditional and new technologies and an understanding of the characteristics and expressive features of art and design 

· Recognize, interpret, and validate that the creative process builds on the development of ideas through a process of inquiry, discovery, and research 

· 4.2 Communication through advanced visual methods is a necessary skill in everyday life

· Transfer the value of visual arts to lifelong learning and the human experience 

· Explain, compare and justify that the visual arts are connected to other disciplines, the other art forms, social activities, mass media, and careers in art and non-art related arenas



	Standards: (All lessons should address all standards.)

1. Observe and Learn to Comprehend

2. Envision and Critique to Reflect


3. Invent and Discover to Create
4. Relate and Connect to Transfer


	Objectives/Outcomes/Learning Targets:
Objectives describe a learning experience with a condition → behavior (measurable) → criterion. Aligned to: Bloom’s – Standards – GLEs - Art learning and, when appropriate, Numeracy, Literacy and Technology.  Should be written as: Objective.  (Bloom’s: _____ - Standard: _____ - GLE: _____ - Conceptual/ideation/personal grounding: _____ - Expressive features and characteristics of art: ____ - Historical/Contemporary/multicultural content: ____ - Materials/techniques: _____ - Critical reflection/aesthetics/transfer: _____ -Numeracy, Literacy, and/or Technology)

	Shown artwork by contemporary designers, students will be able to identify the different kinds of logos, logotype and iconic, successfully. (Remembering / Standard: Comprehend / GLE: Historical and cultural context are found in visual art, / Art Learning: Contemporary)

Using available resources students will be able to investigate their favorite musician(s) and produce visual information to support the musicians’ point of view (Blooms: Analyzing / Standard: Transfer / GLE: Communication through advanced visual methods is a necessary skill in everyday life Art Learning: ideation / Numeracy)

Using their thumbnail sketches, students will be able to create a logo, which purposefully create 20 or more thumbnail sketches of logos. (Blooms: Applying / Standard: Create / GLE: Make Judgments from visual messages / personal grounding)

Given Adobe Illustrator, students will be able to employ the appropriate tools and shortcuts to create their logo.  (Bloom’s: Creating / Standard: Create- GLE: demonstrate competency in traditional and new art media, and apply appropriate and available technology for the expression of ideas  / Art Learning: Materials and techniques / Technology)
Using completed artwork, students will be able to interpret by discussing in specific ways how artistic decisions inform the meaning in the artwork of their peers. (Bloom’s: Evaluate / Standard: Reflect / GLE: Interpretation is a means for understanding and evaluating works of art / Art learning: Assessment-Evaluation / Literacy)



	Differentiation:  

Explain specifically how you have addressed the needs of exceptional students at both end of the skill and cognitive scale.  Describe the strategies you will use for students who are already proficient and need growth beyond what you have planned for the rest of the class, as well as modifications for students with physical and/or cognitive challenges. Students must still meet the objectives.


	Differentiation:

(Multiple means for students to access content and multiple modes for student to express understanding.)
	Access (Resources and/or Process)
	Expression (Products and/or Performance)

	
	Instruction will be modeled for students on the basic tools. Students will be given a print out of the basic/necessary shortcuts and list of tools to use as a reference for each student.

	Freedom to create a logo as easy as needed 

	Extensions for depth and complexity:
	Access (Resources and/or Process)
	Expression (Products and/or Performance)

	
	Students are given more resources to create a logo beyond classroom time with other resources (main lab)
	Freedom to create complex logo designs


	Literacy:

List terms (vocabulary) specific to the topic that students will be introduced to in the lesson and describe how literacy is integrated into the lesson.

	· Design

· Typography

· Icon

· Logo
Students will explore the use of type in their logo design


	Materials:  

Must be grade level appropriate.  List everything you will need for this lesson, including art supplies and tools.  (These are the materials students will use.)  List all materials in a bulleted format.

	Electronic Art Lab (computers with Adobe Illustrator Creative Cloud available for ALL students)
Logo Introduction worksheet and Ideation page (18 copies)

(2) Cheat sheets to Adobe Illustrator (18 copies each)

Lollipops to substitute for the “no food” rule
Warm up Presentation




	Resources:  

List all visual aids and reference material (books, slides, posters, etc. Be specific; include title, artist, etc. Make reference to where the material can be found.  (These are the resources used by the teacher to support/develop the lesson.)  List all resources in a bulleted format.

	Graphic Design unit Webpage 
Cheat sheet to Adobe Illustrator 
Cheat sheet for Designers 
PADLET for Reflection
Rubric
Rachel Stern


	Preparation:  

What do you need to prepare for this experience? List steps of preparation in a bulleted format.

	Give first part of assignment Class before computer lab time
Students are given introduction to logo design worksheet and ideation prompt so they can work on their thumbnails over the weekend



	Safety: 
Be specific about the safety procedures that need to be addressed with students. List all safety issue in a bulleted format.

	5 minute brain break at 6:30 so students can get up and stretch



	Action to motivate/Inquiry Questions:  

Describe how you will begin the lesson to stimulate student’s interest. How will you pique their curiosity and make them interested and excited about the lesson? What inquiry questions will you pose? Be specific about what you will say and do to motivate students and get them thinking and ready to participate. Be aware of the varying range of learning styles/intelligences of your students. Some ideas might include: telling a story, posing a series of questions, role-playing, etc.

	How does research help a designer know more about their clients?

How to designers implement both typography and symbols to create a logo?
How is a font created?

What makes a logo effective?



	Ideation/Inquiry: 

Ideation is the creative process of generating, developing, and communicating new ideas, where an idea is understood as a basic element of thought that can be visual, concrete or abstract.  List and describe inquiry questions and processes you will engage students in to help them develop ideas and plans for their artwork.

	You are a high-end logo designer, and your favorite band/musician’s publisher is hiring you to create a new logo for their new album (or album reboot). The logo needs to be simple and easily transferable to different mediums (t-shirts, albums, posters, etc.). Using adobe illustrator, create a logo that represents the type of music they play and their message as artists.



	Instruction:  

Give a detailed account (in bulleted form) of what you will teach. Be sure to include approximate time for each activity and instructional methodology: skills, lecture, inquiry, etc. Include motivation and ideation/inquiry where appropriate; including what student will understand as a result of the art experience


	Day 1
	Instruction - The teacher will... (Be specific about what concepts, information, understandings, etc. will be taught.) Identify instructional methodology. KNOW (Content) and DO (Skill)
TEACHER / STUDENT
Write objectives on the board, post Iceberg poster on board, and bring up PowerPoint of warm up activity for students to follow.

Students come into the classroom and sit at one of the computers around the classroom
Warm up: Please take a moment to log onto the desktop computer and find the program “Adobe Illustrator” (logo) and open it up. 

Then, please get out your 20 thumbnail sketches you did over the weekend and a pencil/pen. Take a moment to look over your thumbnails

 Draw 3 more thumbnails

Revisit your research

Draw 3 more thumbnails

Get out your headphones, and listen to a song by your musician(s).

Draw 3 more thumbnails
Now look back at ALL the thumbnails you had made 

· STAR the top left of the thumbnails you like the best

· “X” the top left the ones have typography ONLY (Ask: what is typography again?” and mention that students can get out their Intro to Logos sheet for reference)
· DOT the top left the ones that have icons ONLY (Ask: “What is an icon?”)
·  CIRCLE which ones have typography and icons
· Partner with someone who is wearing a similar color to you and share your logos with him or her.

· Pick one of your most strongest logos as your prototype (keep in mind, that your final logo may not directly represent your prototype) 

Go around to each student and talk to them about their designs, and which ones they are interested in creating and why.
Adobe Illustrator Introduction: (pass out Cheat sheet worksheets to students) Today we’re going to learn the basics of how to make things on adobe illustrator. I know some of you have little to no experience-using Illustrator, and that’s okay. The advice I can give you today is to be patient, take your time, ask for help if you’re stuck, and to keep trying. 
On the worksheets I handed out, you have a few of the many shortcuts to making on adobe illustrator. Those of you, who may not be used to using a mac computer, keep in mind that you need to press the COMMAND button (which would be control on a windows computer) when using one of the shortcuts. 

Now, if I could have your attention up front, I’m going to show you a few of the basic tools you’ll be using today. 

WALKTHROUGH:

Click “New,” and this will bring up the new document layout. Please title your logo using firstname.logo (for example, mine would be BETH.logo) then you will customize the size of your art board to be 4 inches by 4 inches (units should be on inches), then hit okay. Once you’re in, you’ll go up to the top, main menu, to View. On the view menu, you will hover over rulers, then click show rulers. 
Take a moment to do this on your computer so you are ready to go.

Once you’ve gotten your rulers on the top and left of your screen, Make sure they are in inches. If they are not, raise your hand and either Rachel or I will come around and help you change it.

-Once you’ve gotten your art board to the correct size and the rulers up, please turn and face the projection screen. 
Next, I’m going to show you how to make and combine basic shapes. On the toolbar, there is one tool that I like to use called the shaper tool, can you find it on the handout I gave you? This tool allows you (demonstrate this as you talk) to draw a shape, and it will make it for you. So I’m going to have two shapes here: An oval and a square. 
Next, I am going to do something called compound path. I’m going to drag my oval and place it on top of my rectangle. I’m going to right click on the rectangle and hover over Arrange, then hit move to back so my rectangle is in the back. Then I’m going to hold SHIFT and select both shapes. Then I’m going to go up to the main menu, click on object, hover over compound path, and select make. This alters my two objects. Now, the oval has taken out the middle of my rectangle, creating this beautiful use of negative space. 
Go ahead and give this a try on your own computer. (Circle around and help students use the shaper tool, arrange, & compound path)
-Once you’ve managed to create your new shape, please turn and face the projector screen again.
Next, I’m going to show you how to make type into an object. First, find the Type Tool on your handout. This tool is much like the type tool on window’s paint, where you drag a box onto your screen, like so, and then begin typing into it. I’m going to write WELCOME. Up above, you can see I can change the font size and font type. I’m going to pick 14 and Helvetica. Next, I’ll go to my toolbar and click on the Selection Tool. This allows me to click on my word box, move it, shrink it or expand it. Now to turn my words into an object, I’m going to press three keys on my keyboard: COMMAND, SHIFT, and O. this immediately make my word into an object. From here, I can also change the size of the type by clicking and holding the corner, pressing shift and moving outward. 
Go ahead and give this a try on your own computer. Remember; raise your hand if you have any questions.

Play-Pair-Share: Now that you’ve learned some of the different things you can do on Illustrator, it’s time to play around. You’ll have 5 minutes to play with some tools, use different aspects of the Object Menu, and figure stuff out.

Next, turn to the person on your right and share something you learned to do. (Pick 3 or 4 students who came up with something different to share with the whole class of how they did what they did)
Work Time: Okay, class, now you have the rest of the class, until 7:30, to work on you Logo’s. Be sure to try different things and ask questions, if you have any.
BRAIN BREAK – everybody, please stand up. Find someone in the room who is in the same art content area as you. Face your partner. Hold out your right hand as a fist and your left hand flat, palm up. Your right hand will be over your partner’s left. Now switch, to where your left hand is a fist and your right hand is a fat, palm side down. Switch. Switch. Keep switching. 

Alright, shake it off. You can go back to your seats now and continue working.
Print out logo designs to see what they look like on paper (4 at a time!)

Take a moment to walk around the classroom and see what your peers made. Then, return to your seat and save your document as a PDF. Go to save as, then change the document type to PDF and hit save. Take a moment to email me your logo at slaughbeth@yahoo.com
Reflection: GO on to PADLET and answer these 3 questions: How does your logo reflect your musician(s)?, What tools did you use to create your logo? Was there anything your struggled with on Adobe Illustrator?

Find someone in the classroom who is as tall as you, and share 1 thing with him or her. Share with the whole class.

	Learning - Students will... i.e.: explore ideation by making connections,
Comparing, contrasting; synthesize possibilities for each painting technique; etc.  (Be specific about what will be the intended result of the instruction as it relates to learning.) UNDERSTAND
REFLECT on their drawings to better understand their design in different aspects
Review of Typography and Icon (VOCABULARY)
REFLECT on own drawings

On hands learning
On hands learning
REFLECT & take ownership for learning
TRANSFER of technology art to physical form
Observation and sharing of ideas

REFLECT on practice

	Time
4:30pm

4:50pm-5:00pm

5:00pm-5:15pm

5:15pm

5:18pm-5:35pm
5:35pm
5:45pm
6:30pm

7:10pm
7:35pm
7:40pm


	Student reflective/inquiry activity:  

Sample questions and activities (i.e. games, gallery walk, artist statement, interview) intended to promote deeper thinking, reflection and refined understandings precisely related to the grade level expectations. How will students reflect on their learning? A participatory activity that includes students in finding meaning, inquiring about materials and techniques and reflecting about their experience as it relates to objectives, standards and grade level expectations of the lesson.)

	1 on 1:

Students will meet with teacher after research/thumbnail preparation to talk about their plan, and which logos are in their top 5. They will be given feedback on which design is their strongest, given feedback of what they need to continue on with Adobe Illustrator.
Play- Pair- Share:
 Students will play around with some of the tools for about 5-10 minutes trying to learn how to do something. (Assign students who seem “stuck” a specific task) then have them pair up in groups to talk about what they learned or what they were struggling with. Take a few minutes to share with the whole class
PADLET reflection:

Students will list answer 3 Questions: How does your logo reflect your musician(s)?, What tools did you use to create your logo? Was there anything your struggled with on Adobe Illustrator?
Find someone in the classroom who is as tall as you, and share 1 thing with him or her. Share with the whole class.

Project Critique: (after project completion)
Students discuss the effectiveness of their pieces in front of their peers and explain the use of their tools and techniques.




	Post-Assessment (teacher-centered/objectives as questions):  

Have students achieved the objectives and grade level expectations specified in your lesson plan?
	Post-Assessment Instrument:

How well have students achieved the objectives and grade level expectations specified in your lesson plan? Include your rubric, checklist, rating scale, etc.

	Can students identify the different kinds of logos, logotype and iconic, successfully?
Did students investigate their favorite musician(s) and produce visual information to support the musicians’ point of view?

Did students create a logo, which purposefully create 20 or more thumbnail sketches of logos.

Did students employ the appropriate tools and shortcuts to create their logo?
Did students interpret by discussing in specific ways how artistic decisions inform the meaning in the artwork of their peers
	Project Rubric (Word Document)
Students will meet with teacher after research/thumbnail preparation to talk about their plan, and which logos are in their top 5. They will be given feedback on which design is their strongest, given feedback of what they need to continue on with Adobe Illustrator
At Project Critique, students will get the opportunity to talk about the tools they used and how they achieved their original design. They will receive feedback on their design from their peers

Students have the opportunity to continue working and adapt their logo design and resubmit (up to a week after critique date) to receive a better grade.


	Self-Reflection:  

After the lesson is concluded write a brief reflection of what went well, what surprised you, and what you would do differently.  Specifically address: (1) To what extent were lesson objectives achieved? (Utilize assessment data to justify your level of achievement.) (2) What changes, omissions, or additions to the lesson would you make if you were to teach again? (3)What do you envision for the next lesson? (Continued practice, reteach content, etc.)

	


Appendix: Include all handouts, prompts, written materials, rubrics, etc. that will be given to students.
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