




○  
● Final for Graphic Design 1(end of the year assessment) - The final assessment will revolve around Concept 

Art. Students will be responsible to learn about Concept Art and create many different design elements for a 
Mobile Game. Students will have complete creative freedom as to how they will complete the project. But, the 
components of the assignment that they will need to complete are as follows: App Icon and Name, GDD (Game 
Design Document), and 2D and 3D artworks (3 in total) – of either the settings and/or character. Students should 
work every day and keep the teacher updated on the progress of their work. Students can be graded on the 
following criteria: Craftsmanship and Skill; Overall Composition (Using Elements of Art and Principles of 
Design Effectively) Creativity and Originality; Understanding the Content (How to create a sequential art piece); 
Participation Throughout the Art Creating Process; Critiquing Methods; Completion of Required Materials 

○  

Objectives (SLO) 

Students will know:  Students will be able to: 

● Critique as an important aspect to reflection on 
the art making process, content, and finished 
project. 

● With a growth mindset, failure is an important 
part of success. 

● Innovative ideas or innovation can lead to career 
opportunities. 

● One’s feelings, thoughts, personal traits, strengths 
and challenges influence the creative process. 

● Refinement of artistic work is an iterative process 
that takes time, discipline, self-confidence, and 
collaboration. 

● Use multiple approaches to begin creative 
endeavors. 

● Demonstrate an understanding of the elements and 
principles of art as it applies to design and the 
creative process. 

● Create works of art which demonstrate a variety of 
compositional techniques. 

● Evaluate, analyze, and interpret works of art from 
a variety of time periods and cultures, using their 
own thoughts and feelings. 

● Respond to artworks by peers and by artists across 
time/culture to develop communication and 
understanding. 



● The perception, analysis, and interpretation of 
artistic works uniquely influence one’s thoughts 
and feelings. 

● Understanding an artist’s intent helps the viewer 
relate their own thoughts and feelings to artistic 
works. 

● Examine artwork by a variety of artists from 
diverse racial and cultural backgrounds. 

● Understand the importance of self-reflection and 
how it helps us improve our observation, 
understanding, and communication with others in 
our community. 

● The skills needed to create a successful digital 
illustration 

○ How to navigate the Mac Operating 
System for increase efficiency when 
working on projects 

○ Utilizing both the Elements of Art and 
Principles of Design 

○ Using the computer as  tool and not as 
clutch to successfully finish a piece of 
artwork 

● Different illustrative career choices 
○ Comic Book Illustrator 
○ Forensic Artists 
○ Film Storyboarding 
○ Fashion Illustrator 
○ Medical Illustrator 
○ Fine Art Illustrator 
○ Book Cover Artist 

● The differences and similarities between graphic 
design and illustration 

● How to utilize the Adobe Creative Suite to create 
different pieces of digital illustrations - Photoshop 
and Illustrator 

● How to use critiquing methods in order to provide 
helpful feedback to illustrative based work 

● The different parts of a story 
○ Introduction 
○ Problem 
○ Dealing with the Problem 
○ Solution 
○ Ending 

● Key terms that are used when creating sequential 
art 

○ Panel, speech bubbles, figure, captions, 
Chiaroscuro, juxtaposition, icon, etc. 

● The different types of concept art careers  
○ Character Design 
○ Environmental Design 
○ Prop Design 
○ Weapon Design 
○ Vehicle Design 

● Demonstrate an understanding of the different 
steps, methods, and key terms that are used when 
creating a sequential piece of art (Application)  

● Examine  the different ways illustrators are 
different and similar to graphic designers. 
Examine the different career choices and projects 
that can be created. (Analyze)  

● Create and design concept art that illustrates the 
making of a mobile game - logos, character art, 
environmental design,  and overall story. 
(Synthesis)  

● Create multiple pieces of artwork that explore the 
world of sequential art - from onomatopoeias, 4-
panel narratives, and final 1-page art works  
(Synthesis)  

● Evaluate and analyze the use of the Sequential 
Art within their own, their peers, and media 
artworks in order to develop a better 
understanding of how to strengthen a sequential 
art composition. (Evaluation) 

 
Visual Narratives 

● Classify principles and practices that are used to 
create a visual narrative. 

● Examine several examples of sequential art 
throughout history in order to understand how 
artists create a story using words and graphics.  

● Create a piece of sequential art that utilizes only a 
series of visuals in order to tell a story. 

● Construct their own visual narrative by utilizing 
the principles and practices taught throughout the 
lesson.  
 

Final Project 
● Examine and become familiar with the process of 

creating a mobile game as well as what the mobile 
game world encompasses. 

● Identify the different steps that are conducted by 
design/developer teams in order to design and 
create a mobile game. 



● Concept art is utilized when creating projects in 
different fields 

○ Movies, television shows, video games, 
comic books 

● Design and create their own mobile game that will 
integrate both 3D and 2D elements. 

● Design their own GDD (Game Design Document) 
in order to assist with the creation and explanation 
of their mobile game idea. 

● Explain their final game design to their peers in 
the form of a sell-pitch presentation. 

Suggested Resources/Technology Tools 

Art history/Artist/Artwork Connections (suggested): 
● Famous Illustrators 

o https://www.illustrationx.com/us/artists  
o https://www.behance.net/  
o https://dribbble.com/  
o https://www.creativeboom.com/inspiration/the-20-illustrators-to-follow-in-2020/  

 
Resources (websites, books, videos): 

● Will Eisner’s graphic Storytelling and Visual Narrative 
● Scott McCloud - Understanding Comics 
● Key Terms for Sequential Art: https://sites.google.com/site/graphicnovelclassroom/vocabulary  
● History of Sequential Art: https://www.dsource.in/course/sequential-storytelling/brief-history-and-different-

mediums 
● Juxtaposition: https://makingcomics.spiltink.org/juxtaposition/  

 
Technology Tools: 

● Chromebooks 
● LCD Projector 
● Classroom iMacs/desktops 
● Adobe Creative Suite 
● Digital SLR cameras 
● Tablets 
● Websites 

○ Fontstruct - create your own font 
○ https://fontstruct.com/  

Tier 1 Modifications and Accommodations 
Including special education students, Multilingual Language Learners (MLLs), students at risk of school failure, gifted 

and talented students, and students with 504 plans 

Special Education/IEP/504 - Modifications and accommodations must be aligned to the stated plan and uphold 
expectations of the plan lawfully. Every student requires a different set of accommodations based upon need. Examples 
specific to visual arts practice include, but are not limited to: 

● Follow individual IEP/504 plans for specific modifications. 
● Preferential seating 
● Extended/Additional time for assessments 
● Behavior management support 
● Assignments/resources in electronic and physical format 
● Break down assignments with oral directions, written directions, and visuals. 
● Provide frequent reminders to stay on task and reinforce on-task behavior 

https://www.illustrationx.com/us/artists
https://www.behance.net/
https://dribbble.com/
https://www.creativeboom.com/inspiration/the-20-illustrators-to-follow-in-2020/
https://sites.google.com/site/graphicnovelclassroom/vocabulary
https://www.dsource.in/course/sequential-storytelling/brief-history-and-different-mediums
https://www.dsource.in/course/sequential-storytelling/brief-history-and-different-mediums
https://makingcomics.spiltink.org/juxtaposition/
https://fontstruct.com/


● Work on organizational skills  
● Provide visual supports 
● Partnering/Grouping of students 
● Re-teaching and review 
● Multi-media approach to accommodate various learning styles 
● Decrease/Modify number of project requirements 
● Teacher/Aide/Para assistance 
● Demonstrations of techniques on an individual level 
● Show slide presentations to encourage exploration of project ideas 

 
MLL - Teachers identify the modifications that they will use in the unit as related to the needs of their student population. 
Examples specific to visual arts practice include, but are not limited to: 

● Allow the use of Google Translate where appropriate. 
● Provide alternate ways for the student to respond (verbal/pictographic answers instead of written) 
● Substitute a hands-on activity or use of different media in projects for a written activity 
● Prepare and distribute advance notes 
● Provide model sentence frames and sentence starters for both oral responses and written responses 
● Provide additional time to complete assessments and assignments 
● Model and use gestures to aid in understanding 
● Model tasks by giving one or two examples before releasing students to work independently  
● Present instructions both verbally and visually 
● Simplify written and verbal instructions 
● Speak clearly and naturally, and try to enunciate words, especially their ending sounds. 
● Provide Visual, Graphic, Interactive, and/or Sensory Supports 
● Simplify the language, format, and directions of the assessment 
● Allow for alternate seating for proximity to peer helper or teacher as necessary 
● When showing videos, use Closed Captioning. 
● Support use of student’s primary language by translating key words in directions, or key vocabulary terms or 

giving students opportunities to communicate in their primary language (written or orally) 
 
Gifted and Talented/Enrichment - Utilize differentiation in the areas of acceleration, enrichment, and grouping. Examples 
specific to visual arts practice include, but are not limited to: 

● Complex, in-depth research assignments 
● Independent study where applicable 
● Provide a variety of individualized work centers or student choice 
● Lead demonstrations for class 
● Create additional project(s) in a different medium, exploring a different technique, style, or subject. 
● Individual presentation 
● Multiple mediums in project  

Career Readiness, Life Literacies, and Key Skills Practices (June 2020) 

☑ CRP1: Act as a responsible and contributing citizen and employee 
☑ CRP2: Apply appropriate academic and technical skills. 
☐ CRP3: Attend to personal health and financial well-being. 
☑ CRP4: Communicate clearly and effectively and with reason. 
☐ CRP5: Consider the environmental, social and economic impacts of decisions. 
☑ CRP6: Demonstrate creativity and innovation. 
☐ CRP7: Employ valid and reliable research strategies 
☑ CRP8: Utilize critical thinking to make sense of problems and persevere in solving them. 
☐ CRP9: Model integrity, ethical leadership and effective management. 
☐ CRP10: Plan education and career paths aligned to personal goals. 



☑ CRP11: Use technology to enhance productivity. 
☐ CRP12: Work productively in teams while using cultural global competence. 

 
 
 


