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	Program Information

	Program Name:
	Monroe High School, Sewing 1, 2, 3, and 4

	CIP Code Number:
	N/A

	Career Pathway:
	Arts and Communication

	Instructor Name:
	Martha Whitinger

	Date:
	8/28/07


Activities that incorporate the Applied Arts strands outlined by the Michigan Department of Education may include, but are not limited to:

Activity Name





Approx. Time Duration
1.  Creation of Samples





5 hours
2.  Design and Creation of Pin Cushion



2 hours
3.  Hand Workmanship Project




8 hours
4.  Pattern Design






2 hours
5.  Required Projects – Book Bags, Stuffed Animals, etc.
15 hours
6.  Semester Project – Quilt, Prom Dress, etc.


25 hours
	Strand 1
	CREATE (C)
	CTE APPLICATION

	C.1
	Engage in full iterative cycles* of the artistic/creative process by problem seeking, exploring, making analytical, application, aesthetic, and design choices, before completion.
	 Students will develop an understanding of clothing design and will be faced with the task of personally applying that knowledge. Exploration will be facilitated with study in the following areas:  

a. Line & Design: After study on the affect line has on design; students assess best form for their body shape.

b. Color: After draping different colors (clear, tints and shades) on students, they understand how color affects appearance, mood and emotion; assessing personal color emphasis.

c. Clothing Construction: After analyzing best options for personal style and color, students will select a pattern and fabric for sewing construction.

d. Needlecraft: Students are given the option of exploring a new skill; knitting or crocheting wardrobe accessories.

e. Students learn practical problem solving skills of sewing on buttons, hemming, inserting a zipper, etc.

f. With each unit, students will reflect on how skills learned enhance wardrobe and budget planning.


	C.2
	Develop an idea, question, or problem that is guided by the personal, historical, contemporary, cultural, environmental, and/or economic contexts of the visual, performing, or applied arts discipline.
	 1. History of Fashion Design: Students study the evolution of fashion from the origins of clothing styles throughout history. Connections are made between fashion and society, culture, economy and technological innovations that influence modern fashion. 

2. Questions: How does the “hemline” reflect societal trends?   

3. Personal Wardrobe Planning: Student knowledge of historical fashion changes can increase confidence in personal wardrobe planning.

3. Fabric & Textiles: Student study of textiles and fabric labels will create a more knowledgeable clothing consumer. They will also be better able to assist families with wardrobe planning and clothing selections. 

	C.3
	Understand, recognize, and use the elements, organizational principles, patterns, relationships, techniques, skills, and applications of the visual, performing, or applied arts discipline.
	 1.  Students reveal an understanding of the Design Elements of line, shape, form, texture and pattern when they select for a sewing project a figure appropriate pattern, in a color enhancing fabric.

2.  Students reveal an understanding of the Design Principles:

     a. Balance: recognition of personal color and pattern for best “look”.

     b. Rhythm:  repetition of pattern and color for best personal “look”. 

     Student notes patterns of organization and repetition.

	C.4
	Use the best available and appropriate instruments, resources, tools, and technologies to facilitate critical decision-making, problem solving, editing, and the creation of solutions.
	1.  Students practice mathematical processes involved with measuring body and determining best fit; problem solving by making needed alterations. Fabric yardage and pattern layout exercises visual and mathematical skills, also.

2.  Students compute yarn needs by converting gauge allotments. 

     Example:  If a student wants a scarf to be “X long”; they must compute needle size and yarn gauge to determine yarn purchase amount.

3. Students learn how same pattern produces visually different creative model by using different fabrics, different yarns, or enhancing trims.   

	C.5
	Reflect on and articulate the steps and various relationships of the artistic/creative process.
	Reflecting on the Design Process

1   Defining the Problem: Each sewing or needlework project is essentially a problem needing student interpretation from pattern, fabric or yarn selection to completion of the product.

2.  Strategize: Students have assessed personal style and color decisions and begin project selection process.

3.  Documentation of Ideas: Project initiated; progress student monitored.

4.  Finalize: Teacher and student continue to make alterations on fit and 

    design until student is satisfied.

5.  Production:  Student fashion show; “Project SHS Runway” is a

     culminating and authentic assessment as well as a public sharing of 

     student worka plan to implement and use machines that would have worked better in the project into future projects.





	Strand II
	Perform/Present (P)
	CTE APPLICATION

	P.1
	Apply the techniques, elements, principles, intellectual methods, concepts, and functions of the visual, performing, or applied arts discipline to communicate ideas, emotions, experiences, address opportunities to improve daily life, and solve problems with insight, reason, and competence.
	1.  Students use increased knowledge of sewing and needlecraft arts as well as the Design Process to create and/or confidently select clothing or accessories that will meet their emotional, aesthetic, and physical needs. 

2.  Students transfer personal knowledge and experience to create and/or advise family members on clothing selection. They would problem solve figure types, aesthetic tastes,  physical needs and garment purpose.

3.  Development of leisure skills of sewing and needle arts affects emotional stability thereby improving daily life.

	P.2
	Demonstrate skillful use of appropriate vocabularies, tools, instruments, and technologies of the visual, performing, or applied arts discipline.
	1.  Students learn new vocabulary inherent to fashion design,

     sewing and sewing machine, textiles, design elements and

     principles, pattern and color.

2.  Students gain hand/eye coordination as they practice and new skills in using sewing machine, hand sewing techniques, knitting needles and crochet hook.
3.  Student must learn how to best transfer pattern markings to fabric before construction begins.

	P.3
	Describe and consider relationships among the intent of the student/artist, the results of the artistic/creative process, and a variety of potential audiences or users.
	1.  Students discuss/collaborate on project selection; seeking advice from each other before making personal choices.

2.  Sewing lab is traditionally a social as well as skill based class.  Students confer with each other on best practice ideas for solving sewing/fit problems. Reflective thinking with a group exercised.
3.  Student could create clothing/accessories for family members or friends.

4.  Student may choose career in fashion industry from retail to design.

	P.4
	Perform, present, exhibit, publish, or demonstrate the results of the artistic/creative process for an audience.
	Reflecting on the Design Process

1.  Defining the Problem:  How will student demonstrate mastery?

2.  Strategize:  Student will use rubric to assess progress of design project. Teacher and student will problem solve/strategize. 

     Example: Problem solving and reflective thinking used thinks through how to lay out pattern so plaids will match during construction. 

3.  Documentation of ideas:  Project or garment is created/completed.

4.  Finalize:  Project or garment is given final visual check for fit, hand-finishing and pressing.

5.  Production: Display of completed projects to the public.


	Strand III
	RESPOND (R)
	CTE APPLICATION

	R.1
	Observe, describe, reflect, analyze, and interpret works of the visual, performing, or applied arts.
	1.  Students will critique their own project using a rubric designed to reflect content/knowledge/skill as well as creative interpretation.

2.  Teacher will critique student work using same rubric.

3.  Students will compare quality and price of retail garments and accessories. Emotional satisfaction for personal creations also factored 

	R.2
	Identify, describe, and analyze connections across the visual, performing, and applied arts disciplines, and other academic disciplines.
	1.  Language Arts:  Students become familiar with new vocabulary;  visually demonstrating understanding with completion of each project. Student must write their own “project story” for fashion show.

2.  Mathematics: Students practice authentic math skills by taking personal measurements, transferring information to pattern size graph, making pattern alterations as needed, consistent seam and hem allowances, etc. Fabric width and yardages must be figured for each project. Yarn gauges must be computed for size and yarn  purchases.

3.  Social Science:  History of fashion design on culture and economy studied, questioned and discussed.

4.  Science:  Chemistry of natural and man-made fibers and 

     benefits/suitability of each. Technological advances in sewing machines has changed industry. 

5.  Fine Arts:  Students continually use steps of creative process refine their skill and final product.

	R.3
	Describe, analyze, and understand the visual, performing, or applied arts in historical, contemporary, social, cultural, environmental, and/or economic contexts.
	1.  Students compare a variety of clothing styles from various 

     centuries/decades. Example: Compare patterns from 1970’s to current. Note trends in “peasant look” as well and “pant style”. They could project style trends by following historical examples. Personal taste and creativity stressed.

2.  Students discuss social, cultural, environmental and visual 

     implications of clothing design that once reflected a more

     conservative design as compared to current fashion.

3.  Students research economics of clothing purchases; weighing trends vs. “classic” design, wants and budget constraints.

4.  Students practice creative skills as a way of economizing on wardrobe 

	R.4
	Experience, analyze, and reflect on the variety of meanings that can be derived from the results of the artistic/creative process.
	Reflecting on the Design Process

1.  Defining the Problem: Design, create a garment/product that can be worn/used by the student or family member. The process of making the garment/product will enhance hand-eye coordination and increase student confidence in creative ability.

2.  Strategize:  Practice creative thinking that not only facilitates completion f chosen project; but skills learned could be applied to other problems.

3.  Documentation of Ideas:  Pictures/video taken of final project. Also, practice samples of learned skills (hand-stitching, etc.) put in notebook for future reference.

4.  Finalize:  Assessment by student/teacher rubric. Discussion on satisfactory final product, skills practiced/mastered, and “next-time” ideas.

5.  Production:  All skills learned/practiced/mastered from design process,  sewing machine and hand-sewing can be used in a variety of future projects for personal enjoyment.  Also, career options explored in field of design, textiles, computer programming, etc.
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