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MMoonnrrooee  TToowwnnsshhiipp  SScchhoooollss  
Mission and Goals 

 

 
The mission of the Monroe Township School District, a unique multi-generational community, is to 
collaboratively develop and facilitate programs that pursue educational excellence and foster 
character, responsibility, and life-long learning in a safe, stimulating, and challenging environment to 
empower all individuals to become productive citizens of a dynamic, global society. 
 

Mission 

Goals 
 

To have an environment that is conducive to learning for all individuals. 
 
To have learning opportunities that are challenging and comprehensive in order to stimulate the 
intellectual, physical, social and emotional development of the learner. 
 
To procure and manage a variety of resources to meet the needs of all learners. 
 
To have inviting up-to-date, multifunctional facilities that both accommodate the community and are 
utilized to maximum potential.  
 
To have a system of communication that will effectively connect all facets of the community with the 
Monroe Township School District. 
 
To have a staff that is highly qualified, motivated, and stable and that is held accountable to deliver a 
safe, outstanding, and superior education to all individuals. 
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INTRODUCTION, PHILOSOPHY OF EDUCATION, AND EDUCATIONAL GOALS 

Philosophy 

      The arts have been a part of society from the very beginning, describing, defining, and deepening the human experience. Graphic 
design, a form of visual communication, adds dimension to the environment we live in and enriches our daily experience.  The way in 
which we see the world is constantly changing.  Graphic design both reflects and helps to shape the world around us.  It provides a new 
visual language and molds our perception of reality.  In the fast-paced technological society of today, it is advantageous to be literate 
and capable in numerous technology-based media for future application in life.  Knowledge of design principles, composition, 
typography, photography, color, computers, software, and many other vital components of visual literacy is increasingly important in 
today’s global society.  A majority of corporations and industries have in-house designers for their visual communication needs 
including: newsletters, advertisements, magazines, newspapers, and web design.  In order to become visually literate, it is important to 
understand the theory, history, and culture of graphic communication.  By enabling students to further investigate theories and software 
and master practical visual arts skills, we are providing them with a valuable resource for the rest of their lives and helping them to 
successfully attain their future goals.   

Educational Goals 

Graphic Design 2 will change the way the student identifies and relates to visual communication.  It will effectively impart that both 
critical thinking skills and knowledge of strategy, analysis, audience assessment, application, and graphic design concepts are 
necessary proficiencies of a successful Graphic Designer.  In visual communication of any kind, verbal and visual elements of 
communication are indivisible.  Imagery and words are processed similarly today; therefore, a designer must treat words with the same 
respect that is accorded to graphics.  The use of the most up-to-date technology, including current software and hardware, along with 
hands-on experience will allow students to effectively combine the “word” with “art.”  Students will comprehend the necessity of devising 
a design plan based on research and understanding of a problem.  Students will learn to work in “Maestro” teams, a group incorporating 
an editor, photographer, writer, and designer. These teams are currently in use at many companies and are apt to be encountered by 
our students on a future job. It is important for each student to understand that a designer must work very closely and communicate 
with many others on different aspects of a project.  Graphic Design 2 will provide students with competence in typography, color, art, 
illustration, photography, sketches, layouts and up-to-date technology including laptops, professional software, graphic printers, 
scanners and digital cameras.  Students will acquire a basic understanding of printing, production, public relations, newsletters, 
advertising, magazine layouts, newspapers and internet capabilities.   

Students will be able to: 

Recognize and reproduce effective visual communication 

Distinguish the whole message 

Produce and problem solve in teams 
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Transform the way technology is viewed as an art media 

Utilize the common vocabulary of a graphic designer 

Catalyze enthusiasm, perspective and creation 

Create order through function 

Engage the audience and convey messages  
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New Jersey State Department of Education  
Core Curriculum Content Standards 

 
Standards Clarification Project: All Content Areas  

Grades K-12  
Visual and Performing Arts  

Mission: The arts contribute to the achievement of social, economic and human growth by fostering creativity and providing opportunities for expression beyond 
the limits of language.  

Standard 1.1 Aesthetics  
All students will use aesthetic knowledge in the creation of and in response to dance, music, theater and visual arts.  

Big Idea: Aesthetic knowledge stimulates judgment and imagination empowering students to interpret, appreciate and 
extract meaning from the arts.  

Essential Questions  Enduring Understandings  
Strands A and B: Knowledge and Skills  
 
 Why should I care about the arts?  
 
 
 What’s the difference between a thoughtful and a thoughtless 
artistic judgment?  
 

 
 
 Aesthetics fosters artistic appreciation, 
interpretation, imagination, significance and value.  
 
 The point of studying the arts is to foster 
meaning making, deeper emotional response and 
more inventive decision making.  
 
 Experts can and do disagree about the value, 
power and source of art.  
 

Standard 1.2 Creation and Performance  
All students will utilize those skills, media, methods and technologies appropriate to each art form in the creation, 
performance and presentation of dance, music, theater and visual art.  
Big Idea: Active participation in the arts leads to a comprehensive understanding of the imaginative and creative 
process.  

Essential Questions  Enduring Understandings  
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Strands A-D: Dance, Music, Theater and Visual Arts  
 
 How does creating and performing in the arts differ from 
viewing the arts?  
 
 
 To what extent does the viewer properly affect and influence 
the art and the artist and to what extent is the art for the artist?  
 

 
 
 The arts serve multiple functions: enlightenment, 
education, and entertainment.  
 
 Though the artist’s imagination and intuition 
drive the work, great art requires skills and 
discipline to turn notions into a quality product.  
 
 The artistic process can lead to unforeseen or 
unpredictable outcomes.  
 

Standard 1.3 Elements and Principles of the Arts  
All students will demonstrate an understanding of the elements and principles of dance, music, theater and visual art.  

Big Idea: An understanding of the elements and principles of art is essential to the creative process and artistic 
production.  

Essential Questions  Enduring Understandings  
Strands A-D: Dance, Music, Theater and Visual Arts  
 
 How do underlying structures unconsciously guide the 
creation of art works?  
 
 Does art have boundaries?  
 

 
 
 Underlying structures in art can be found via 
analysis and inference.  
 
 
 Breaking accepted norms often gives rise to 
new forms of artistic expression.  
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Graphic Design 2 
 

Scope and Sequence 
 

Quarter I 
Big Idea:  Discovery 
I. Exploring visual communication 
a. Recognizing effective graphic design 
 

Big Idea:  Perspective 
II. Typography 
a.  Developing an understanding of typography, including the concept of 
communicating meaning through both words themselves and the design of the 
typography 

Big Idea: Diversity   
III. Media 
a. Having an understanding of the various types of media and how they can 
be combined into effective design 

Big Idea: Harmony   
IV. Technology/hands-on 
a. Combining the benefits of hands-on work with technical capabilities  

Quarter II 
Big Idea:  Connections 
V. Problem-Solution context 
a. Devising a plan based on research and understanding of a problem 

Big Idea: Interdependence  
VI. “Maestro” Teams 
a. Understanding the necessity to work as a team 

Big Idea: Exploration   
VII. Application of technology 
a. How to make technology work for you 

Big Idea: Order  
VIII.  Steps of creating a design 
a.  Understanding the process leading to a successful design 
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Quarter III 

Big Idea: Community  
IX. The jargon of graphic design 
a. Communicating effectively with colleagues and clients 

Big Idea: Culture  
X. Design in a constant state of change 
a. Techniques and methods 

Big Idea: Rhythm  
XI. Creation using hands-on techniques and the Adobe Suite 
a. Understanding patterns in graphic design 

Big Idea: Mood  
XII. Feeling a design 
a.  Using graphic design techniques and current technology to evoke a specific 
emotional response from the target audience  

Quarter IV 
Big Idea: Balance   
XIII.  Creating order through function 
a. Using basic graphic design techniques and current technology to satisfy 
project requirements and produce extraordinary design  

Big Idea: Cycles   
XIV. Society and designers go through popular cycles 
a. Using basic graphic design techniques and current technology including 
the Adobe Suite to create socially aware designs  

Big Idea: Production  
XV. Having a design produced correctly through all graphic design stages from 

ideation and sketch to technology, software, printer or web 
a. Managing time and aesthetic awareness from the beginning of a project 
through the development and successful output of a design 

Big Idea: Evolution  
XVI. To convey messages 
a.  Engaging the target audience 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Discovery 
 :  

Grade 10-12  
Graphic Design 2 

Topic: Exploring visual communication 
 
Goal 1: The student will recognize effective graphic design 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

3 1.1. Understand the difference 
between basic visual 
communication and effective 
visual communication by 
factoring in basic 
fundamentals of design in 
combination with society’s 
influence. 

1.2. Compare and contrast the 
two with detailed 
explanations and a clear 
understanding of why one 
may be more successful 
than the other depending on 
numerous variables. 

1.3. Explore visual 
communication; 1.3,1.4, 1.5 

 
 

• Is all Graphic Design effective? 
• Does the design application affect its success? 
• Why does design evolve over time? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor use of visual examples of graphic design. 
Instructor/student discussion about successful 
design and less successful design.  (Knowledge) 
Internet research on effective graphic design.  
(Analysis) 
Handout on things to think about as to why a design 
may or may not be successful. 
Student Presentation on effective graphic design 
and why.  (Synthesis)   
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Curriculum Management System 
Grade Level/Subject

Big Idea: Perspective 
 :  

<Enter Grade 
Level/Subject> 

Topic: Typography 
 
Goal 2: The student will develop an understanding of typography, including the concept of 

communicating meaning through both words themselves and the design of the typography. 
Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

7 2.1. Recognize how a font can 
be perceived as a design 
and not just a word. 

2.2. Recognize that style 
influences the viewer and 
the perspective of the 
design. 

2.3. Recognize that a letter or 
group of letters can be 
looked at as an illustration 
or design within themselves. 

2.4. Realize that letters can 
create pictures and, 
therefore, the chosen font or 
style can deeply affect the 
design. 

2.5. Demonstrate an awareness 
relating to the quality in 
which type is an illustration; 
1.1, 1.2, 1.5 
 

• What is typography? 
• Can letters be more than words? 
• How many different fonts are there? 
• Can figure/ground be produced through words? 
• Must a word be legible to understand the meaning of 

the design? 
• Can letters produce design? 
 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor use of visual examples of the Typography 
Animal project. 
Instructor/student examination of typography in 
design. (Comprehension) 
Student research of the four main categories of 
fonts.  (Analysis) 
Instruction on hands-on layout relating to final 
design. 
Student hands-on creation of an animal made out of 
letters in the style of one specific font.  Instructor 
example of letters made to create designs other 
than words.  Student creation of typography used to 
make a design hands-on and created in Adobe 
Illustrator. (Application) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Diversity   
 :  

<Enter Grade 
Level/Subject> 

Topic: Media 
 
Goal 3: The student will develop an understanding of the various types of media and how they can be 

combined into effective design 
Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

6 3.1. Reproduce a hands-on 
design using technology. 

3.2. Effectively use two or more 
media in one seamless 
design. 

3.3. Appreciate the foundations 
of successful, effective 
design. 

3.4. Understand the various 
types of media and how 
they can be combined into 
effective design; 1.2,1.3,1.5 
 

• Is there a limit to the amount of media that can be used 
in a design? 

• Are illustrations, photographs and sketches a part of 
design? 

• Should all successful design be made only using the 
computer? 

 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Student use of the element of design to produce a 
Superior Magazine Advertisement to an already 
existing Ad.  
Student/instructor discussion about different 
elements used in design.  (Knowledge) 
Instructor demonstration of Photoshop Manipulation 
Adjective. 
Instructor/student exercise on the combination of 
different media.  (Comprehension) 
Student production of a Superior Magazine 
Advertisement using the elements of design, the 
application of an adjective manipulated in Adobe 
Photoshop.  (Application)  
Student documentation of steps from sketches to 
final design. (Synthesis) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Harmony    
:  

<Enter Grade 
Level/Subject> 

Topic: Technology/Hands-on 
 
Goal 4: The student will be able to combine the benefits of hands-on work with technical capabilities. 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

8 4.1. Combine hands-on 
preliminary ideas with 
technology to output their 
final concept. 

4.2. Produce a final project 
containing layout from paper 
thumbnail to software with 
complete synchronicity of all 
components. 

4.3. Maintain and create 
imaginative preliminary 
concepts using a 
combination of design skills; 
1.1, 1.2, 1.4 
 

• Is the computer the only way to create graphic design? 
• Can hands-on art and illustration benefit design? 
• Can hands-on art be combined with highly technical 

design? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
Instructor introduction of how a typeface is created. 
Student production of their own Personal Typeface 
project. 
Instructor/student discussion about how hands-on 
graphic design can enhance technically created 
design and its use in the creation of a new font.  
(Knowledge) 
Students will begin with hand drawn thumbnails of 
each category of fonts and progress to a full scale 
final gouche rendering of one letter, upper and 
lower case in each category of typefaces.  Students 
will then design their Personal Typeface beginning 
with sketches, and then creating the typeface in 
Adobe Photoshop.  (Comprehension)   
Instructor/student discussion on the entire 
developmental process including critique.  
(Synthesis) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Connections 
:  

<Enter Grade 
Level/Subject> 

Topic: Problem-Solution context 
 
Goal 5: The student will be able to devise a plan based on research and understanding of a problem 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

6 5.1. Receive a particular design 
problem and research it. 

5.2. Understand the necessity of 
a complete investigation of a 
design problem. 

5.3. Create a design on the 
basis of their research. 

5.4. Formulate clear ideas and 
an understanding of their 
design problem and how or 
why their solution may or 
may not be affective; 1.1, 
1.2, 1.4, 1.5 
 

• Who is your audience? 
• How and where will your design be applied? 
• On what is your strategy of approach based? 
• What types of design have been used in the past for 

similar design problems? 
• Why have previous designs been successful or 

unsuccessful? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor distribution of specific, individual design 
problems relating to the design of a Movie Poster. 
Student research of the history of similar design 
problems used in designing movie posters.  
(Analysis) 
Instructor use of visual examples of Movie posters. 
Instructor/student discussion and activity about 
each specific design problem.  (Comprehension) 
Student preliminary hands-on layout of solution.  
Student feedback and discussion.  Instructor 
imparting additional knowledge on software and 
technical capabilities.  Movie poster created using 
Adobe Illustrator and Photoshop which includes all 
client based guidelines, requirements and the use 
of their own previously created font.  (Application) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Interdependence  
 :  

<Enter Grade 
Level/Subject> 

Topic: “Maestro” Teams 
 
Goal 6: The student will be able to understand the necessity of working as a team 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

6 6.1. Identify what a “Maestro” 
team consists of. 

6.2. Understand the importance 
of and numerous 
components within a 
company that are applied to 
a design. 

6.3. Have the ability to work 
within given restraints and 
requirements when making 
a design. 

6.4. Cooperate with fellow 
students and achieve a high 
level of teamwork with their 
peers; 1.2, 1.3, 1.4, 1.5 
 

• Where do designers get all the components for a 
design? 

• Is the designer at liberty to make all final decisions in 
regards to a design? 

• What might affect the final design? 
• Are final designs created simply to satisfy what the 

designer likes? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor grouping of students for the creation of 
cover and 1 inside page of a Tabloid. 
Instructor distribution of categories of positions that 
may be applied to each member.  (Knowledge) 
Student groups discuss and decide each group 
member’s role in the group.  (Synthesis) 
Instructor demonstration of additional technical 
abilities, requirements and visual examples.  
Student phase one, thumbnails, copy text, images, 
size and application.  Student/instructor discussion 
of phase one.  Student completion of phase two, 
final design using the Adobe Suite, digital camera, 
scanner and printer.  Student in-class presentation 
and class critique.  (Application/Evaluation) 
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Curriculum Management System 
Grade Level/Subject

Big Idea: Exploration    
:  

<Enter Grade 
Level/Subject> 

Topic: Application of technology 
 
Goal 7: The student will be able to utilize technology effectively. 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

5 7.1. Investigate and apply 
technology to create a 
design of their choice. 

7.2. Utilize numerous techniques 
and technological 
applications including; 
scanners, digital cameras, 
the Internet, and the Adobe 
Suite. 

7.3. Demonstrate the ability to 
research an idea, follow 
directions and apply it to a 
design; 1.1, 1.2, 1.3 
 

• Should we accept technological defaults? 
• Can you make technology work for you? 
• Do you have the ability to recreate your preliminary 

sketches and ideas identically using technology? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor demonstration and handouts on various 
Adobe Photoshop manipulations.  (Knowledge) 
Student/Instructor discussion on Product Design.  
How to make an already existing product new.  
(Comprehension) 
Student completion of each of the technical 
manipulations described in the handouts.  Instructor 
assessment of each task.  Assignment of a product 
(Campbell’s Soup, Quaker Oats, and Nike) in which 
the student will have to redesign using the elements 
of design, technological manipulation requirements.  
Student completion of project using the Adobe 
Suite, digital camera, scanner and printer.  
(Analysis) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Order  
:  

<Enter Grade 
Level/Subject> 

Topic: Steps of creating a design 

Goal 8: The student will be able to understand the process leading to a successful design 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

7 8.1. Demonstrate knowledge of 
each step required in the 
design making process. 

8.2. Demonstrate the ability to 
list and apply each step in 
the design making process. 

8.3. Understand the importance 
and relevance of each step 
in the design making 
process; 1.3, 1.4, 1.5 
 

• What is the first thing a designer should do when 
addressing a new design problem? 

• How can a designer manage their time effectively? 
• What is the most important component of any design 

problem? 
 
  
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor group assignments for Topic Poster and 
topic assignment. 
 Instructor/student discussion of the order of steps 
when addressing a new design problem and 
management of each group member’s task.  
(Synthesis) 
Instructor distribution of project requirements 
including titles for each member of the group, topics 
to be researched, client specifications, technical 
requirements which include illustrations, pictures 
and Adobe manipulations.  Instructor demonstration 
of additional technology.  Student completion of 
project using the Adobe Suite, digital camera, 
scanner and printer.  (Application) 
Student completion of each step and class 
discussion regarding its importance and relevance 
to their project.  (Evaluation) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Community  
 :  

<Enter Grade 
Level/Subject> 

Topic: The jargon of graphic design 
 
Goal 9: The student will be able to communicate effectively with colleagues and clients 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

4 9.1. Apply previous definitions 
and terms to their projects. 

9.2. Understand why it is 
important to verbalize all 
components of their projects 
with the correct terms and 
phrases used within the 
discipline. 

9.3. Improve their ability to 
communicate with 
colleagues and clients; 1.1, 
1.3, 1.4, 1.5 

 
colleague 

 

• How can I explain my design? 
• How can I justify my design? 
• How can I obtain help or respond to criticism about my 

design? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor visual example of a Children’s Book, 
Part 1. 
Student/instructor review of previously used graphic 
design terms and characteristics.  (Knowledge) 
Student Maestro group selections of size, shape 
length, content, images/illustrations, manipulations 
and texture of their Children’s Poetry Book 
production.  Rough thumbnails and examples 
created and preliminary layout produced.  Element 
of Design decisions and characteristics produced 
and demonstrated.  Student critique using graphic 
design terms to explain group design choices, 
receive professional insight and to explain and/or 
defend time, effort and plans made by the designing 
group to the client.  (Application/Comprehension) 
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Curriculum Management System 
Grade Level/Subject

Big Idea: Culture  
  :  

<Enter Grade 
Level/Subject> 

Topic: Design in a constant state of change 
 
Goal 10: The student will be able to effectively use graphic design techniques and methods 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

5 10.1. Understand that style and 
culture are constantly 
changing which in turn 
affects graphic design. 

10.2. Recognize patterns and 
time periods within the 
history of graphic design. 

10.3. Recognize the power of new 
ideas and the potential 
influence of graphic design 
in our world; 1.2, 1.5 
 

• Why does a specific style work for particular products? 
• Why can some designs span time while others become 

outdated? 
• Why do certain colors maintain their definition of 

feeling? 
• What are sans serifs best used for in design?  
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor visual example of a Children’s Book, 
Part 2. 
Instruction about the use of emphasis and continuity 
when utilizing fonts, colors, and styles for specific 
purposes.  (Synthesis) 
Student/instructor discussion on new ideas in 
graphic design which may have the ability to lead 
the way to a new accepted graphics style in society.  
(Analysis) 
Using the Adobe Suite the computer layout for the 
book will begin.  Illustrations or images will be 
created, manipulations will be produced.  Fonts, 
titles and copy text will be chosen and created.  The 
class will participate in a mid project critique 
assessment.  Student creation of a “new” and 
“innovative” design approach will be reinforced.  
Student evaluation and insight will be offered.  
(Evaluation) 
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Grade Level/Subject

Big Idea: Rhythm  
 :  

<Enter Grade 
Level/Subject> 

Topic: Creation using hands-on techniques and the Adobe Suite 
 
Goal 11: The student will be able to understand patterns in graphic design  

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

7 11.1. Apply basic design 
principles to their designs. 

11.2. Recognize the historical 
patterns, as related to basic 
techniques, within their own 
designs. 

11.3. Demonstrate an awareness 
that the enhancement of 
basic design principles can 
successfully be used to 
create a new design; 1.1, 
1.2, 1.5 
 

• How does the combination of elements create 
repetition? 

• What is figure/ground? 
• How can typography be used to enforce positive and 

negative space? 
• Does texture affect the style of a design? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor visual example of a Children’s Book, 
Part 3. 
Instructor/student discussion of the main principles 
used within design and their effectiveness over 
repeating pages.  (Comprehension) 
Instructor demonstration of additional technological 
abilities.  Student/Instructor discussion on rhythm 
across numerous pages of the same size and that 
must contain unity.  Instructor emphasis on the 
ability to make an established format such as a 
book new and innovative.  Student completion of 
Children Book project reflecting at least three major 
design principles using the Adobe Suite, digital 
camera, scanner and printer.  Class critique of final 
projects.  (Synthesis/Evaluation) 
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Grade Level/Subject

Big Idea:  Mood  
 :  

<Enter Grade 
Level/Subject> 

Topic: Feeling a design 
 
Goal 12: The student will be able to use graphic design techniques and current technology to evoke a 

specific emotional response from the target audience 
Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

4 12.1. Define the emotional state 
produced by a design and 
describe the principles and 
graphic design elements 
being used to trigger that 
emotion. 

12.2. Associate fonts, colors, size, 
space, and techniques 
towards certain outputs 
within the audience of the 
design; 1.1, 1.2, 1.3, 1.5 
 

• What would you consider a sad color? 
• What font would you consider happy? 
• How would you use figure/ground to create an angry 

mood? 
• What is simultaneous contrast? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor demonstration of visuals representing 
different moods.  
Student/Instructor discussion about what emotion 
they felt and why.  (Application) 
Student invention of their own company.  Utilizing 
their knowledge of the elements and how they 
create a specific emotional feeling in their audience 
student will create a 2 color New Company Logo 
Project for their company.  Instructor/Student 
discussion and exercise on color theory using color-
aid paper.   Student use of technological and basic 
design techniques to complete their Company Logo 
project.  Instructor guidance on practical successful 
logos with color and why. Student completion of 
project using the Adobe Suite, and printer. 
(Comprehension/Analysis) 
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Balance   
  :  

<Enter Grade 
Level/Subject> 

Topic: Creating order through function 

Goal 13: The student will be able to use basic graphic design techniques and current technology to 
satisfy project requirements and produce extraordinary design 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

7 13.1.  Construct complex designs 
using technology including: 
the Adobe Suite, scanners, 
digital cameras, the Internet, 
and all of the steps used to 
formulate design in order to 
create complex, intelligent 
graphic design. 

13.2. Demonstrate their ability to 
masterfully produce a 
design of high quality. 

13.3. Formulate their own ideas 
and decide the best decision 
making process for 
themselves, their teams and  
the project;1.1, 1.2, 1.3 
 

• How can we work together to reach our audience? 
• What content is required within the design? 
• What is the context in which our design will be viewed? 
• What are the advantages in creating design as a team? 
• Why is collaboration effective in the production of 

design? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor lecture highlighting major elements of 
design covered to this point.  (Knowledge) 
“Maestro” teams created and Company Mailer 
project introduced. 
Instructor demonstration of required technological 
capabilities and manipulations.  Instructor/student 
discussion on combining software and using each 
type of software for its specific niche.  (Analysis) 
Instructor discussion on the goals; viewers 
attention, size, emphasis, optical center.  Student 
distribution of each goal and how it should be 
accomplished by individual group members.  
Completion of 2 sided mailer advertising a 
company.  Instructor assessment as each step as 
completed.  Maestro group evaluation of the 
important aspects relevant to any and all design.  
(Application)   
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Cycles   
 :  

<Enter Grade 
Level/Subject> 

Topic: Society and designers go through popular cycles 
 
Goal 14: The student will be able to use basic graphic design techniques and current technology 

including the Adobe Suite to create socially aware designs 
Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

4 14.1. Identify generational styles 
that are applied to designs. 

14.2. Recognize that designs are 
subject to the approval of 
the audience, country and 
the world. 

14.3. Demonstrate knowledge of 
the repetitious style of 
popular culture and apply it 
towards the creation of a 
successful design. 

14.4. Demonstrate an awareness 
of the cycle of popular 
culture and push their 
design to the next level, 
attempting to set the next 
trend; 1.3, 1.4, 1.5 
 

• Does this relate to my audience? 
• Is this medium the best choice for the design’s intent? 
• Will this have value to society? 
• Will this design mold and shape the perceptions of 

society? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Instructor/student discussion of managing time 
when creating an original successful design and 
having to meet a deadline.  (Knowledge) 
Instructor emphasis on how design has changed 
depending on society and what makes a design 
avante garde.   Group discussions on what students 
believe will be the next trend.  (Synthesis) 
Conceptual designs of the next trend and how to 
apply them to an established format such as an 
Executive Folder.  (Analysis) 
Student completion of Executive Folder project to 
demonstrate “cutting edge” design for their 
generation in an age old medium.  Use of a 
minimum of two of the Adobe Suite applications 
along with either digital images or illustrations.  
(Application)     
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Curriculum Management System 
Grade Level/Subject

Big Idea:  Production 
:  

<Enter Grade 
Level/Subject> 

Topic: Having a design produced correctly through all graphic design stages from 
ideation and sketch to technology, software, printer or web 
Goal 15: The student will be able to manage time and aesthetic awareness from the beginning of a 

project through the development and successful output of a design 
Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

7 15.1. Realize the importance of 
each step of the design 
process for a successful 
final output. 

15.2. Utilize knowledge in each 
aspect of the design 
process for exceptional final 
design presentation. 

15.3. Understand that maintaining 
a high level of production as 
well as focusing on the final 
output during each level of 
the creative process is of 
extreme importance; 1.2, 
1.3, 1.5 
 

• Where will the design be seen? 
• Will the design be legible? 
• Is the content of the design clear? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
In-class discussion pertaining to foresight and 
planning throughout the design process.  
(Comprehension) 
Written exercise in planning for the specific 
application and design of their T-Shirt project. 
Instructor overview of the outcome of individual 
applications.  (Analysis) 
Instructor demonstration of the seamless 
combination of technology including; the Adobe 
Suite, scanner, Internet images, digital images, and 
hands-on art.  Student “maestro” team selection 
and distribution of individual tasks for the 
completion of the T-Shirt project.  (Synthesis) 
Student documentation of output necessities at 
each stage, such as resolution, size, color and 
space.  (Evaluation)   
  
 



 27 

 
Su

gg
es

te
d 

da
ys

 o
f 

In
st

ru
ct

io
n 

Curriculum Management System 
Grade Level/Subject

Big Idea:  Evolution  
 :  

<Enter Grade 
Level/Subject> 

Topic: To convey messages 
 
Goal 16: The student will be able to to engage the target audience 

Objectives / Cluster Concepts / 
Cumulative Progress Indicators 
(CPI's) 
The student will be able to: 

Essential Questions 
Sample Conceptual Understandings 

Instructional Tools / Materials / Technology / 
Resources / Learning Activities / 
Interdisciplinary Activities / Assessment Model 

4 16.1. Understand the needs of 
their audience and how to 
best apply their knowledge 
of design in order to engage 
them. 

16.2. Predict the outcome of their 
design. 

16.3. Associate the style of their 
design and its relevance 
and importance within 
society; 1.1, 1.4, 1.5 
 

• How can I reach the society of today? 
• How can I create “new” design? 
• How can a designer stay up-to-date? 
 

NOTE:  The assessment models provided in this 
document are suggestions for the teacher. If the 
teacher chooses to develop his/her own model, 
it must be of equal or better quality and at the 
same or higher cognitive levels (as noted in 
parentheses).  
Depending upon the needs of the class, the 
assessment questions may be answered in the 
form of essays, quizzes, mobiles, PowerPoint, 
oral reports, booklets, or other formats of 
measurement used by the teacher. 
 
Student collection and organization of projects 
created throughout the year for their final Portfolio. 
Use of all correctly saved projects, the Adobe Suite, 
printers, hands-on cutting, mounting, and personal 
portfolio assembly.  Student will burn all project 
created throughout the year onto CD and then 
design the case.  (Knowledge/Application) 
Student self-evaluation of their work for the year. 
Class critique of student portfolio of work. 
Instructor/student discussion on personal style and 
achievement.   
Instructor/student recommendations on both 
strengths and weaknesses for continuing within the 
design field.  (Evaluation)   
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Graphic Design 2 
 

COURSE BENCHMARKS 
 
 
1. The student will be able to enhance the skills obtained in Graphic Design 1. 
2. The student will be able to describe effective graphic design elements and their functions. 
3. The student will be able to recognize the combination of media incorporated into effective design. 
4. The student will be able to reproduce high quality graphic design using the most up-to-date technology. 
5. The student will be able to distinguish different styles, historic time frames and relevant decisions that are incorporated into design. 
6. The student will be able to create individual designs using current technology including: Adobe Suite, scanner, digital camera, and 

printers. 
7. The student will be able to demonstrate successful execution of the principles of design along with exceptional technological 

capabilities in their individual visual communications. 
8. The student will be able to understand the extreme importance of teamwork in any design. 
9. The student will be able to understand the step-by-step process necessary in professional, quality Graphic Design. 
10. The student will be able to create seamless designs while combining elements produced in different software. 
11. The student will be able to present quality design that consists of fundamental principles, high level concepts and in-depth 

technological capabilities. 
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