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Unit
Question o( Inquiry

Howcan we represe} characters from felol
and stories through different artistic t7h fo

andanediurnis

ANnThe Fox &Papetpaup@Preavw: on Landscape| C
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Storytelling through fables and legends has always been an important
of teaching children valuable lessons such as morals. Many fapadoisngs,
sculptures and photographave shared their culture and history with us thro
the art they have created. tlne lessons of this ungtudents will explore a varie
of ways ofrepresenting a story or itharacters through art making.

This unit was created for cycle three elementary students with the g
encouraging the development of their imagination throstghying telling Each
lesson teaches the important conceptghen visual arts while also blending i
aspects of literature, history and science. This unit is thereforearossular.

In this unit ey will learn about famous fable stories from Jean de La
Fontaine they will recreate the characters from thetsgies, use optical illusions

to bring motion to their characters, and they will invent their own st@teslents

will gain an appreciation for the different ways of representing a story.

Themain goal of this unit is to teach students various artistic ways of
representing@ story.For example they can represent a story with puppets, mas
comic trips, mosag This unit contains multiple lessons, all of which aim to teg

about representation of stories.
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artict,
encourage the expression of ideas
and emotions.| also aim toinspire

my students to beplayful with their

imagination. As an art teacher, my

goalis to provide the meando
encourage this type of expression i
my studentsby inspiring them to
discovertheir own inner artist and
storytellero.

-Cynthia Cousinea
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Drganizer \

pecific Art Concept to How it
Objective be Learnt relates to
the Unit

theme:
Representing
a story
Landscape Collage 1:30 hours To create a Foreground, A landscape
collage of a middle ground, | that represent
landscape to background the scene of a
represent the story or fable
scene of a fable

story
To recreate the Tracing The puppet

characters from Motion represents a
fable stories character from

a fable story

1:30 hours | To explore color| Warm & Cold Representig
relationships by Colors anexercise
making a collage| Motions & Figures| that that frog
of a humarfigure from the fable
representing an fithe frog and

exercise motion the oxo would
have done to

get bigger.
To mix optical Optical lllusions | Using optical
illusions with Motion illusionsto
storytelling by represent a
building a toy scene of a
thaumatrope story

3 hours To make a fable A mask
animal mask representin@
character from

a fable story
Representing
fable
characters
with mosaic
techniques

Narrative Comic 3 hours To write a story Storyboards | Writing a story
and create a Viewpoints and

Strips
comic strip that Perspective representing it

represents it with comic
book

techniques

Animal Paper 1:30 hours
Puppets

Motion Figures

Thaumatropes 1:30 hours

Fable Animal
Masks

4 hours To represent an Mosaics
animal from a
fable in a mosaic

Paper Animal
Mosaics
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Fable:The Fox & the Crow

Lesson 1l:Landscape Collage

Fables play an essential role in the art of stetyng for teaching children about mora
Fables involve themes and characters that appeal to children and the stories dmenudiem
The characters are often played by animals that behave and talk like people, but main
animal traits. These stories involve animals that display hdik@rehaviour. Through stori

children develop there literary skills.

These storiewvere originally invented by a slave named Aesop, who was a famous
teller in his time. Aesop lived in ancient Greece, and his stories were often used to ¢
guests at parties. He was rumored to have a very ugly appearance, and he was ofiaied
He would come up with stories that aimed to teach people a valuable lesson. His storie

eventually inspire Jean La Fontaine to

The Fox and the Crow tells the story of a greedy anmdjtyufox that sees a crow wit
piece of cheese in his beat. The crow eventually gets the piece of cheese by using flatt
the crow to sing and drop the cheese. The moral this story telachesinot t o
This lesson will allow stilents to create a fox or crow puppet which they can use to ret
story. They will create a forest landscape collage to be the setting of their story. Once t
completed their lesson they may use their puppetseoaet the famous fable story.

1 To create a collage of a forest landscape using colored paper
1 To learn how to overlap paper to give a perception of debt

i To learn the morals from the fable stories.
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Fable: The Fox & the Crow

Lesson 2 PaperPuppets

This lesson will allow students to create a fox or crow puppet which they can use t
the story. Students will design their own original character from the fable and bring them
in the form of a paper puppet. These puppets will also be added ttotksirlandscape collag

to represent a scene from the fable.

To create a paper puppet that can display motion.
To learn the morals from the fable stories.
To recreate the characters from the fable.

To design drawings that can aally be played with.

nSecond Paper Fox Prototyp




Fable: The Frog & the Ox
Lesson 3 Warm & Cold Motion Figures

In the story AThe Frog and the Oxo,
and strong as that Ox. So her exercised gets bigger and stronger, but that was not
enough so he exercises some more. He exercises so much to the point where he beco

he explodes.

The moral of this story is that vanity may lead to-skeltruction. The frog cared so m
about low he looked; he eventually got so big he exploded. He used different physical e
to become bigger. Exercise involves motion, and students will explore the different t
motions by creating a colorful human figure to demonstrate a speciiicdbexercise. Stude

will familiarize themselves with representing figures using simple shapes.

To become more familiar with the ter
To explore the relationship between colors byreay about warm and cold colors.

Students will become more familiar with the artistic elements of the human figure.

Students will explore different artistic techniques for communicating motion.

4 o/ \
\“ ’ W’

\
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Optical illusions are pictures that can be misleading. What we see with our
communicated to our brain but sometimes what we see is different than what exists i
because of illusions in the visual system. Optical illusions oaten the brain tries to ma
sense of what our eyes see. An optical illusion is a trick of the mind in which our bra
things that may or may not be real.

The thaumatrope was a popular children's toy in the 19th century. It is composed
with an image on each side that is attached with two pieces of string or a stick. When th
are twirled quickly between the fingers or the stick is turning fast enough it creates an
that two images seem to melt into one single image. The thienpaacan be used to tell a st
or display a particular motion.

In this lesson the students will experiment with motion and illusions. They will rec
scene from a story or fable. For example, a fable is a story where animals are the main @

and they show certain human characteristics. In the example below we see p

t haumatrope of a fox from the fable ATH
by wearing a top hate and bow tie. Students will be inspired by the storfebles whe
creating their thaumatrope.

Expl ore t motion and il I
Acquire knowledge of how to incorporat
Cr etratmasopeshich demonstrates an illusion and represenabke fstory.

Learning to combine two I mages to an i
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Lesson 5 Fable Animal Masks

Rationale

After reading various fable stories students will gain a clear understanding how
fable tale entails. They will write their owntig story and make a mask that will represent

main fable character. The mask will represent an animal, and could also include alika

trait. For example: a mask of a fox with a bow tie. For older grades the masks would |

using plaster stps. However for this particular age group the masks would be createc
materials that are easy to access such as markers and paper.

To design their own fable story
To design the main animal character of their fable story in & mas
To make a mask using various materials

To incorporate a human trait to their animal masks.

APrototype of Mask Maki
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Lesson 6: Paper Animal Mosaics

Rationale

Back in the time of antiquity, ancient cultures like thenfaos would use art as a way
communicating their stories by capturing scenes of their everyday life, such as
representing music, hunting, wars, or gladiator fights. They decorated their temples and
with images that represented the mytholagytheir culture. The Romans are well known
their artistic abilities with mosaics, a technique were they would use small pieces of rock,
or ceramic to create a motif and an image. These mosaics were mostly based on the t

mythology of ammals.

This lesson on paper mosaics is important because it will teach students ab
patience involved in the creation of art. They will learn to appreciate the time and
involved in the creation of a mosaic work. This lesson relates tchémaet of fables becaus
students will depict an animal from a fable story. In more advanced version of this
students may represent a scene from a story. This lesson can easily be adapted to the

fables, storytelling and mythology.

To learn to appreciate mosaics.

To know the history of mosaics and the how they are important to understanding
culture.

To explore the different techniques involved in mosaics, such as the creation of mg
To create their own paper nais with a geometric motif as the frame.

To represent a story or an animal with paper mosaics.

To realise the value of patience involved in the creation of mosaics.

To gain an appreciation for the small details in mosaics.




Lesson 7 Narrative Comics Stri

Rationale

This lesson is important because it allows students to develop their imaginati
storytelling abilities by allowing them to invent their own characters and bring them to life
designing their comic strips. Students will learn the Iystd comic strips and explore differe
examples of popular comic strips from around the world, for example the manga a
Japanese comic strips. However this lesson will mostly focus on learning the techniques
in the creation of comic boaktories inspired by Franddelgian comic strips such as Tintin &

Astérix and Obélix.

This lesson is perfect for students who have written their own fable stories or a
type of story, because it allows them to create a story board for thatrstbwey form of a com
strip. This lesson is incorporated with language arts for students are first required to wri
their own stories before they transfer their ideas onto the comic strip page.

To appreciate comic book art bsading popular comic books from FranBelgian
culture

To learnthe history of comic books

To explore the artistic techniques used in the creation of comic. strips

To create their own comic strip story

To develop a story and represérthrough a sergof narrative drawings

To represent different views by drawiolyaracterérom differentperspective and
distances.
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Unit
Learning Obﬁves

1 Toencourage a playful imagination

{1 To teach about classic fables and stories

1 To teach morals and values throutjtese stories

1 To explore various art technigues and mediums used t¢
represent a story or its characters.

1 To imagine unique characters and create original stori

1 To gain an appreciation for any art form involved in

storytelling.




Quebec Education
Program

MEQ




ABLES & STORIES

Students will use ideasspiredby stories to represent a character or scene
Students willalso use the inspiration from stories they leariieip them develop their
own stories and artwork representing those stories.

Students will apply visual arts language they learnt while creating their artworks.
Students will be able to organize and comment on their own ideas.

Students will use the methodrd skills they have learnt in the creation of their artwad

Students will be able to share their creative experience with the teacher and their

Competency2i To appreciate works of art, trad
produ¢ i ons and those of cl assmateso

Students will be able to express their opinion about the stories they learn

Students will be able to learn the vocabulary associated to art techniques used in

storytelling

Students will be able to comment on elements relteheir own appreciation
experience.

Students will learn and appreciate the traditional art techniques used to express a
Students will use the appropriate vocabulary associated with the artistic elements

storytelling and various art concepts.
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Encourages various information courses such as image references, books, and th
internet.

To use the information from a story and transfer that information to an artwork tha
represents that story.

To analyse the details of a fable or story to establish a valuable lesson or moral.
Organizes the information of their story in a logical manner. Their artwork should

clear enough to be able timderstandhe story it represents.

To solve problens:

To beable to analyse a stoand understand its plot, characters and moral lesson.

To think of ways of representing a story or character in art.
To invent a story or character and represent it with art.
To design an artwork that represents a story by followlhthe appropriate steps, and

when encountering a problem to be able to redo a step.

To usecreativity: ' £ -

To create an artwork that is original.

To invent a character or story that is unique.
To think outside of the box and not be afraid to explore weas

To explore different art elements and incorporate them in their artwork.

To adopt effective workmethods i ,if

1 To develop an efficient strategy for using materials to avoid wasting.

1 To make effective use of the given time to create an artwork.

1 To compete the task in the given time.

1 To analyse the steps involved in the creation of a specific artwork.
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To construct his or her identity:" =

To explore their own ideas and feeling‘s.l

To show their values in art.

To have confidence in themselves to perform thergiask.
To recognize that he or she is part of a community.

To gain more independence in their art making abilities.

To communicateappropriately:

1 To clearly express their ideas both in written and orally.
1 To clearly represent their story or charadtetheir artwork.

1 To use the appropriate vocabulary related to the unit

To cooperate with others

To recognize that other students require concentration and space to conduct their

To assisstudents who need extnalp.
To share ideas and opiniongthvothers.
To encourage others to share their ideas.

To display a friendly attitude to contribute to a positive learning environment.
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1 Album: Comic books that are related to each other anc
contain a finished story or story to be continued; an alk
IS part of a series.

1 Background: The part of the picture plane that seems t
the farthest from the viewer.

1 Borderless panel:A comic panel that has no boarder o
outline.

1 Caption: The words which appear in a yellow box whic
voices what the narrator tfe comic story is saying.

1 Cartoonist: a name given to someone who draws comi
strips.

1 Climax: A decisive moment that is of maximum intensi
or is a major turning point in a plot.

{ Closeup shot: Isolating a part of the scene or the chara

by focusingon detail for example: an arm, a hand, or a

face. Often it is used to show the expression of a face
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focus on a detalil of a scene. Can also focus and place

emphasis on small details, for example: an eye, a finge
button.

1 Collage: An artwork madeof many different materials,
such as paper glued on a surface.

1 Color Wheel: Circle showing the relationship between
different colors.

Example: primary, secondary and complementary colors

1 Composition: The organization of all of the visual parts
an artwak to create harmony in the finished work of. art

1 Comic Strip: a sequence of drawings in boxes that tells
funny story, typically printed in a newspaper or comic
book.

1 Cool Colors: Colors associated with water, sky, ice, an
colder temperatures.

Example: green, blue and violet.

1 Design: The plan, sketch or organization of a work of g
the arrangement on independent parts to make a finis |

artwork.
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1 Dialogue Balloon A comic book technique used to sho '
what the characters say to each other. These ésibbl
contain words or sounds used to express what the
characters say, scream or think.

1 Drawing Board: The name given to each page of a co
book.

1 Fable: A short story, typically with animals as characte
teaching a moral lesson.

1 Figure: A person or aninlaghat can be only seen as a
shape or outline.

1 Foreground: Part of a twedimension artwork that appee
to be nearest or 1 n the

1 Frame: The bordure surrounding an image in a work o

1 Gutter: The space between panels on a comic Ipzmje.

1 llusion: a deceptive appearance recognized as a diffe
perception of reality.

1 Inks: the final stage of a comics drawing, when one ap
ink on top of pencil.

1 Manga: A type of Japanese comic.
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1 Manipulation: The way a puppeteer works or moves a

puppet.

1 Mask: A cover or partial cover worn on the face used f
disguise

1 Medium Shot: In a comic book, when the character is
shown from head to waist.

1 Modeling: soft, pliable material is built up and shaped

1 Morals: A lesson that is taught through atimmal story.

1 Mosaic: Artistic technique in which small pieces of sto
marble, or ceramics are used to create a larger image
motif.

1 Motif: a drawing or dessin that is repeated to create a
pattern.

1 Motion: The design principles that deals with theatien
of the action and movement.

1 Movement: The principals of design that deals with the
creation of action.

1 Landscape:a type of art dealing with the representing

natural scenery (nature).
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1 Long Shot: When we see all the character in a comic bg

story from head to toe.

1 Onomatopoeia:A word that makes a sound. It represe
the noises that take place in a comic story.

1 Optical illusions: Images seen in a way which is differe
from the reality.

1 Overall plan: A plan in the comic book in which the
characers are in the scene. It shows the scene of the s
focusing on the scene in which the characters are sho
with little detail, since the main focus is on the décor.

1 Panel: The name given to one drawing on a comic boo
page. It is the single square odrawing board of a comig
It contains the image with speech bubbles and narratia

1 Pencil: the first stage in drawing a comic book before t
final inked stage.

1 Plan: The different ways of presenting the characters, :
seen from different distances.

1 Plager: a soft mixture of lime with sand or cement and
water for spreading on walls, ceilings, or artwork to for

smooth hard surface when dried.
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1 Puppetry: The art :)?rhaking puppets and presenting
puppet shows

1 Silhouette: the dark shape and outline of some@r
something visible against a lighter background, especi
In dim light

1 Spiked balloons: A balloon that indicates what charactse
In comics are shouting.

1 Story: An account, narrative or tale of imaginary or rea
people and events told for entertamh

1 Storyboard: a sequence of drawings, typically with so
directions and dialogue, representing the shots planne
a movie or comic book story.

1 Story: An account of real or imaginary people and eve
told for entertainment.

1 Texture: surface qualityhow things feel, or look as the
might feel if touched.

1 Thaumatrope: A toy that was popular in the 19th centu

Victorian England. A circle with a picture of each side i

attached to two pieces of string. When the strings are
e - .-.: = {F'.:'_.'
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twirled quickly between tharigers, the two images aiop ' ,r‘ _

to combine into one image because of optical illusions

1 Thought Balloon: A cloud balloon that shows what a
character in a comic book is thinking.

1 Tier: A single row of panels on a comic book page.

1 Trace: To copy an image bpglacing a transparent paper
top of an image and copying the lines to recreate the s
image.

1 Two-dimensional: Having height and width but no dept

1 Visual illusions: Images seen in a way which is differe
from the reality.

1 Warm Colors: Colors associad with fire, heat, sun and
warmth. These colors include red, orange and yellow.

1 Zoom: The process of going from the overall plan to th
closeup shot by getting increasingly closer and focusi

more details.

o e b



When teaching this unit on fablestechrs should be considerate

student s | anguage abilities. Thi
teacher needs to ensure that all students are familiar with the fable stories
the start of the rh making. In order to observe whether students have a j
understanding of the stories, the teacher could quiz them on the story or a
to write a response after reading the story to summarize the events of the st
most important aspect ie ensure that the students have a proper understanc

the morals of the story.

If a student has wisual disability the teacher could describe the chara

in more detail. Depending on the nature of the visual disability the teacher
adaptthe lesson to the child. Perhaps by giving a larger paper or lesson tem
the child could see it more clearly.

If the child has dearing disability, the teacher could use a microphon

stand closer to the child. The teacher could also proveleltiid with a piece ¢
paper that describes every step of the art lesson in detail.

If a child has anotor disability the teacher could incorporate materials

are easier to manipulate. For example, special scissors or drawing tools tha
couldgrasp more easily. The teacher could also assist the child by helping
more difficult pieces ppiercing holes in the pieces.

Some children focus better is they can move around, or else they
difficulty listening to the lessorf-or active children, the teacher could provid

these kids with things to play with in order to keep their hands busy just as

ball. They could allow the child to walk around the class quietly for a




allow these children to help clean the classroom or carry materials,
them physically occupied.

If a child suffers fromshynessor selective_mutism the teacher can ha
them sit to the more social kids. The teacher shaldd encourage students
help each other. This especially applies to students who finish early, who ¢
the rest of their time to help those students who are falling behind.

For visual learnersthe classroom should contain posters and images
art project, as well as prototypes on display. Lessons with Powe
presentations are particularly beneficial to these types of learners.

For auditory learners, the teacher must clearly state the expecta
guidelines and steps of the project. Thacteer should monitor their own volu
to make sure that all students can hear.

For kinesthetic learners learn best when they can write the informa

down as the lesson takes place, it helps them remember. These learners

tactile, so having protgpes they can touch is particularly useful to them.

AOne student hel ping anot her
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The teacher needs to considattural differences and use examples that

not favor a particular culture, rare or gender. Eaample, the teacher co
incorporate an equal number of men and women in their examples, or re
more than one cultur&his is important because if a child can relate more t
examples of the lesson they will be more eager to learn from Hsaine

If some students require time for thealigious practicessuch as prayse
time, it should be granted to the child and the teacher should ensure that t
not be disturbed.

Language barriers also need to be considered, and the teacher s
prepared to simplify the vocabulary of the lesson for students whom Frenc
their first language. First language students could help students for who
lesson is conducted in a second or third language.

For coded students the teacher needs take into account their particu
needs. The teacher must not only be aware of these needs but what they ca
| mprove the studentds | earner envi

For all learners it is highly important to foster an inclusive environme

that all stidents feel welcomed and safe.
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‘ Landscape &Paper Puppet Lesson

-
e

-

9 A color Wheel
I Extra Human Figure Model to
demonstrate motion
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Thaumatrope Lesson

For the educator: ‘

A Project Prototype s :thadmatopea mp | es

A Power Point presenha tropen about
For the students ; \ /

A Crayons or marker
AGlue stick

A Wooden stick or st
A Scissors =
AThaumatropd emplate

ATape

S,

Anlmal Paper Mosaics Lesson

) 1', ;,‘ ’ e
\ i 7
- Material &équipmem for teacher:

¥ &

‘Computer

PowerPoint presentation on Roman mosaics
SMART board

Books on mosaics and the Romans
Prototype of the project at different steps

Materials for students:

9 Black marker
.. 1 Pend =t

i Glue stick

9 Scissors

1 Small plastic bag

i Eraser




Narrative Comic Strips Lesson

Materials & equipment for educator:

1 Computer 1 Exampleé of comic book
1 PowerPoint presentation on 1 totype of project at different

comics : _ ste ‘

9 SMART board /,/

Materials for students

y

{1 Black sharpies 1 Comic page'
1 Color pencils template
| P'encilé., q Eraser

Animal Mask Lesson

For Educator:

I Project Prototype of Masks at different stages in the art making process

For Students

1 White Paper T Construction Paper

——

1 Pencil ! Glue Stick
9 Coloral Pencils or markers 1 Cardboard
9 Plastic Mask
1 Plaster Strips




Available Materials

Teacher Supplied Materials

Projector

Rulers
Hole Puncher |

Stapler ‘ \
White Paper

)
Loose Leaf Paper :

Dictionaries

Scotch tape \\

w, N

. Student Supplied Materials: 7

o

L

e P — | = | =]

\E Scissors
Glue Sticks

9. Pencils
1 Markers

1 Agenda rulers

Available Resources in Classroom

1 Markers
1 Crayons

~ 9 Colored Pencils




2 (bags of 60 each| _ Dollar Store
Dollar Store

Split pins 200 pieces DeSerres 5% for 40 large
pieces x 2 & 5.799
pieces
Paper boards)
pieces
each)

5.5 inch artist 4 Amazon 5.32% 20.95%
wooden mannequin
with moveable
adjustable limbs

Plasticface masks 4 (Pacls of 8) Amazon 3.99% 12.63%

for children

Can be replaced wit

recycled cardboard

boxes

Plastered Strip 1 (5PDS) 40.09% 40.09%
Black sharpie 2 Staples 13.00% 26.00$
(12 per pack)




Do not steal materials from the classroom

Students are expeat to clean up their mess at the end of cl
Show kindness to the teacher and their peers at all times
Do not interrupt lectures or their peers

Do not waste materials

No swearing or fighting in the classroom

Intimidation of any kind is not tolerated ihe art room

Do not run with sharp tools

Keep hands and feet to yourself

Do not copy the ideas of others

Do not draw or paint on so
No eating or drinking in the art room

l
l
l
f
f
f
f
)l
)l
l
l
f

1 Posters of artists and famous artwork hangund the classroom
TProjects that relate to the
1 Give the students more choice in what they can create

1 Show movies related to the lesson
1 Incorporate more group projects




Student enter classroamuietly and sit at their desks

While waiting for the class to start they can copy the assignments they
expected to complete for homework in their agenda (this information is
written on the blackboard).

Class will start with a greeting from the teacher

The teacher will collect previous homework and distribute the papers
associated with the dayods | esso
The lecture will begin and students will listen quietly.

Followed by a demonstration in while students will gather around the
demonstration tablena carefully observe.

Students will collect the required materials for the project

They will work quietly or collaboratively on their projects

Towards the end of class they will clean up their materials and put thei
project in the storage area.

The teachewill then give a concluding lecture and remind students of t
work they are expected to complete as homework.

Talking- All talking in the classroom should be related to the art pro
Talking between students is only allowed when they work on groajpqgts
or are helping each other.

Listening- The student is expected to listen and follow the art teachers
instructions. The teacher can switch the lights on and off to get the atte
of the students or use a phrase that the students must answer.

Restroom Usel Only one student can use the washroom, when that st
returns another may use it. Washroom breaks are not allowed during t
lecture part of the lesson. Students will only be allowed to use the
washroom if it is a true emergency or mediaaka. The teacher will judge
by the situation if the student is allowed to go to the washroom.

To Get t he Te aicStudentdnsust Awayseamain seated,
if they have a question they should raise their hand and wait for the tea
to come tahem.




Give the student a warning

No art for 10 minutes

Write a note to the parents
Send to the office

Telephone the parents at home
Detention

Self-Assessment

Running errands for the teacher

Games

Music Playing in the clasoom

Field Trips to art related places

Stickers on tests and paperwork

Non-verbal encouragement (praising with a smile or nod)
Reward certificates for high academic achievement or good
behaviour




_, ' 5 ngernent Pla

My ideal classroom wouldbe one designed for at making and learnin
would have my walls covered in posters of famous artworks. The room woul
have good lighting from electronic lights as well as large windows. This bei
perfect classroom, it would also have-@indiion and proper heating for t
winter. The space will be fairly large, so students do not feel clustered.

diagram | created demonstrates, this room would have many components:

T e ac h e r:Mygdedskésated near the front of the classroom so | cea ha
clear view of what is happening in the class. Also the classroom is located o
left of the classroom, which makes it easier to hear from my right ear. | only ¢
one good ear, so in terms of sound projection and localization, this is the spo

suited to me auditory needs.

Students Desk Six student desk will be surrounding the demonstration table,
that students that can clearly see when the teacher demonstrates a new art
Each table can have a capacity of 6 students; in total theratan can contain 3C

students. Students share tables to encourage collaboration and socializatio

Demonstration Table Table used by teacher to demonstrate art activities ang

place the supplies needed for the students to perform those activities.

Blackboard and Smartboard: A traditional blackboard used to write the ageng
of the daily activities. The smartboard will be used for presentations by the te

or students regarding art history, art mediums, and techniques.
Sink Area: To cleanup after & making activities.

Supply Storage Storage space for papers, paints, brushes, pencils, still live

objects or any other art material.




Art Project Storage: The place where students would place their art projects §

end of class.

Resources Library. A bookshelf containing art books and magazines o help |

inspire students. Ideally would also contain a computer so students can bro
online for inspiration.

Kilim & Ceramic Storage Room: A room used to fire ceramic art, and to storg

them for drying.
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Fables play an essential role in the art of stetyng for teaching children about mora
Fables inolve themes and characters that appeal to children and the stories are often h
The characters are often played by animals that behave and talk like people, but maint
animal traits. These stories involve animals that display hdik@rbehaviour. Through storie

children develop there literary skills.

These storiewvere originally invented by a slave named Aesop, who was a famous

teller in his time. Aesop lived in ancient Greece, and his stories were often used to e

guests aparties. He was rumored to have a very ugly appearance, and he was often mi

He would come up with stories that aimed to teach people a valuable lesson. His storieg|

eventually inspire Jean La F o nnedtoteah moals.a

The Fox and the Crow tells the story of a greedy and hungry fox that sees a cro
piece of cheese in his beat. The crow eventually gets the piece of cheese by using flatte

the crow to sing and drop the cheese. Themorda hi s st ory teaches

This lesson will allow students to create a fox or crow puppet which they can use t
the story. They will create a forest landscape collage to be the setting of their story. O

have complete their lesson they may use their puppets terract the famous fable story.




Uses ideas to create vaartwork.

Organizes their visual arts production, by choosing the materigisvibb to use and
how they will arrange them.

Shares their experience of visual arts creation by discussing their finished eolthge
puppetsand giving feedback on the collages of their peers.

To produce individual works and media works in the visuaslthat is original.

To appreciate the works of art, traditional artistic objects, media images, personal
productions used in the telling of fables.

Students will gain an appreciatioor fthe different types of athat are involved in the
storytelling of fables.

Students will appreciate the works of their peers as well as their own by discussing
works at the end of the activity.




Students will explore the concept of foreground, middle ground and background an
they can arrange papers to represent this concept.

Students will explore different strategies involved in layering paper.

Students will explore motion and how they carrespnt motion with their paper

puppets.

Students will explore how to attack paper puppets with brads, in order to make thes

puppets display motion.

Students will imagine their own landscape and make a collage to represent it.
Students will design their own paper puppets, with the help of a template.

Students may also be encouraged to create a puppet without the help of a templatg

Students will design a paper puppet and collage landscape that is original.

Students will construct a landscape that requires organizational skills, and they will
attempt to waste as little paper as possible in the process.

Students will create an art product in the given time assigned to them.

Students will participaten the cleanup process.




5
1 To create a collage of a forest landscape using colored paper

9 To learn how to overlap paper to give a perception of debt

1 To create a paper puppet that can displagian.

I To learn the morals from the fable stories.

Dissemination

The works of all the students will be displayed on a board for them to see, a
there will be a short class discussion regarding their works.




APaper Fox Puppet Prot

Materials

Piece of cardboard paper
1 Puppet Template of Fox or Crow
1 thumbt




Background: The part of the picture plane that seems to be the farthest from the viewer.

Story: An account, narrativer tale of imaginary or real people and events told for
entertainment.

Puppetry: The art of making puppets and presenting puppet shows
Manipulation: The way a puppeteer works or moves a puppet.

Fable: A short story, typically with animals as charact¢éeachinga morallesson

Example The Fox andthe Cro" he mor all i s, "Never trust

Collage An artistic composition made of various materials, such as paper glued on a sur

Foreground: Part of a twedimension artwork that appearstoleeamr est or i n
image.

Composition: The Overall placement and organization of elements in a work of art, as we
the interrelationships between individual elements.

Design The plan, conception or organization of a work of art; thengenament on independe
parts to make an organized whole.

Two-dimensionat Having height and width but no depth.
Movement The principals of design that deals with the creation of action.

Climax: A decisive moment that is of maximum intensity or is a m@joring point in a plot.

Morals: A lesson that is taught through a fictional story.




Lesson Sequence

Part One: Create a story landscape (Duration= 1:30 hours).

Part Two: Creating a paper puppet (Duration= 1:30 hours).
Part 1: Malking a Forest Landscape Collage
Introduction : (duration: 510 mins) b \

.

. )

Discuss the story of the fox and the crow with the students \

Ask them abouthekind of habitas a fox and a crow, would live in. ‘

Discuss landscapes with the student, and what eléinents they could use to incorporate a
forest landscape. ;

Discuss foreground, background and middle ground.

Demonstration (duration: 5 mins)

1 "Show the students the prototypes for the"aq they will be making.

1 Show them a paper pupp&hﬁf:;( and a chWN)n a forest landscape collage.
\ 1 Mention thit the puppets will be second part of‘t,he.les%nran’d thefikst part involves

. creating a story background for the pl]ﬁ@tsr— -
\E Show a second prototype of a forest collage landscape
‘ . Show students the display of colored construction paper on the table.
1 Tell them they should begin by picking two colored papers to attach together to be the
" base of their landscape.
1 Tell students they are expected to show different layers in their landscape by
incorporating elements such as mountains, rocks, trees, and rivers.
1 Remind students to avoid wasting paper.

Work Time: (1 hour)

1 Students will work individually at their desks
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Students are divided in teams, and each team will be called to select tw qieces of paper

to begin with.
If student finish early they can hetfean up the classroom or continue theif réading and

homework assignments. !
| B

Clean-up: (5 mins) [

1 Five minutes before cleanup time, men
they are working on and begin cleaning
Ask them to return papeln; is still useable at
small. )
'
Closure: (5 mins) /
,,/
1 One all work are suﬁmitted, the teacher will di
comment on the works of their peers.
The st ents Wl,|| be asked which worhey enjoy the best, and which o

bést de t perceptlon

— >

AExampl e of student wor ko




Part 2: Creating a paper puppet
Introduction : Duration: 25 mins

Remind the class about the fable!s%ory
Discuss puppetry with, arftbw it is possible to make puppets with paper.

Show he class the prototype paper puppets of a f@x and a crow,

Pass the puppets around the class forstudents to see and play with.

Demonstration: duration: 5 mins

Demonstrate the different steps requirectiier proj
Show the students the choice of templates they ¢
Show them how to piece a hole in their puppet by using a thumbtack.

Show students how to use a split pin to attach the pi puppets together.
Work Time : duration: one houwsnd ahalf &

‘Place the different puppet templates on a table for students to choose. )

Call one team at a time to}&% to pick a\t‘em.plate and take a cardboard sheet.
Students will work individually atsheir desks. Once students have fin d gluing and
cutting he different pieces of their pupﬁt‘mﬁhé’c&rdboard they could come to the

\ material table and select a thumbtack ardsplit pins.
Not Thef/ caould return to their desk to finish making the puppet or stay at the materials table

were the teacher can peghem.

1 Once the task is complete they will write their name on the back of the puppet and give it
to the teacher.

Clean-up: duration: 25 mins
1 Inform students 5 minutes before cleanup so they can finish their current task -
1 Tell students to return extra meaals to the supply desk and to recycle small pieces\of
paper or cardboard.
i Once students finish cleaning their desks they can help their peers or do homework.

Closure: duration: 25 mins

1 Ask students if they enjoyed the activity, and what part was diffisult.
91 Display all puppets on the wall.




Steps
Making a Paper Puppet

fox #2

Head

. e '_‘. :

..- ' a‘- r»‘ = - dm‘ .
S, 3 Yy (= 7y X ) PR,
"' — | T A A TN
‘Step 2 Using markers or colored pencils color in the template




Step 3 Cut out the different parts of the animal

/

g /'

I 4

Step 6 Take a thumbtack to pierce holes where you want to connect the different piec# Attach
pieces withsplit pins

”




v

Step 8 Use the puppets to-enact the story




_ Rdaptions for diverse !famers

Give more time to students with special needs to complete the task.

Set clear and structured guidelines, and explairetgaglelines at the start
of the activity and provide a written version of the guidelines.

Help students with mobility disabilities to cut the paper and attach their
pieces with the split pins.

Encourage students to help each other.

Prepare materials aheafitime for students with special needs.

Clearly explain to the student with special needs what is expected and
sure they understand.

Encourage children to help each other.




A fox once saw a crow sitting on a branch of a tree with a piece of cheese
in her beak. Immediately, he set his wits to work to discover some way of getting
the cheese.

Coming and standing under the tree he looked up and said, "What a noble
bird | see above me! Her beauty is without equal, the hue of her plumage
exquisite. If only her voice is as sweet as her looks are fair, she must be--without
doubt--the queen of the birds. Won't you sing a song for me, O Queen of the
Birds?"

The crow was tremendously flattered by this, and just to show the fox that

she could sing she gave a loud caw.

Down came the cheese, of course, and the fox, snatching it up, said, "You
have a voice, madam. That | see. What you want is wits."

ANever trust a flatterero




Maitre corbeau, sur un arbre perché,
Tenait en son bec un fromage.
Ma " tre renard par |

Lui tint a peu prés ce langage :
« Et bonjour Monsieur du Corbeau.
Que vous étes joli ! Que vous me semblez beau !
Sans mentir, si votre ramage
Se rapporte a votre plumage,
Vous étes le phoenix des hotes de ces bois. »

A ces mots le corbeau ne se sent pas de joie;
Et pour montrer sa belle voix,
Il ouvre un large bec, laisse tomber sa proie.

Le renard s'en saisit et dit: "Mon bon Monsieur,
Apprenez que tout flatteur
Vit aux dépens de celui qui I'écoute:
Cette lecon vaut bien un fromage sans doute."
Le corbeau honteux et confus
Jura mais un peu tard, qu'on ne I'y prendrait plus.

6odeur




Question of Inquiry:

How to represent different motions with the human figure and explore th
relationship between different colers




Fables play an essentialledn the art of storytelling for teaching children about mo
Fables involve themes and characters that appeal to children and the stories are often h
The characters are often played by animals that behave and talk like people, but madmt
animal traits thus display humdike behaviour. Through such stories and fables chilg

develop there literary skills.

These storiesvere originally invented by a slave named Aesop, who was a fa
storyteller in his time. Aesop lived in ancient &ee, and his stories were often used to ente
guests at parties. He was rumored to have a very ugly appearance, and he was often
He would come up with stories that aimed to teach people a valuable lesson. His storig|

eventuallyinspiredl ean La Fontaine to also create

In the story AThe Frog and the Oxo,
and strong as that Ox. So the frog exercises to get bigger and stronger, but that gz
enough so he exercises some more. He exercised so much to the point where he beca
that he exploded. The moral of this story is that vanity may lead talesifuction. The frog
cared so much about how he looked; he eventually got sdeigurst. He used differe
physical exercises to become bigger. Exercise involves motion, and students will expl

different types of motions by creating a colorful human figure to demonstrate a specific f

exercise. Students will familiarizeemselves with representing figures using simple shapeg




To become more familiar with the ter

To explore the relationship between colors by learning about warm and cold colors
Studens will become more familiar with the artistic elements of the human figure.
Students will explore different artistic techniques for communicating motion.

Students will families themselves with the different parts that compose the human

Compet enc

Uses ideas to create valartwork.

Organizes their visual arts production, by choosing the materials they wish to use 4

how they will arrange them.

Shares their experience of visual arts crealip discussing their finishadotion figures
andgiving feedback on therorksof their peers.

To produce individual works and media works in the visualthétsis original.

To represent a unique motion using the human figure.
Competenc # 35: WDA Kps

To appreciate the works of art, traditional artistic objects, media images, personal
productions used in the telling of fables.

Students will gain an appreciatioor fthe different types of art that are involved in the
storytelling of fabés.

Students will appreciate how artwork can represent various motions.

Students will gain an understanding of the relationship between colors

Students will appreciate the works of their peers as well as their own by discussing

works at the end ohe activity.

g
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Students will explore cold and warm colors, and learn how to combine colors of thq
group

Students will explore motion and how they can represent motion with a human figu
collage.

Students will explore how to attack paper puppets with brads, in order to make theg

puppets display motion.

To use creativit

Students will imagine themwn motion silhouette and how to represent it in a collage
Students will design their own collageg using different colors to represent various
parts of the human figure.

Students will be encouraged to design a human figure without the use of a templat

Students will design a motion figure that is original.

To adopt effective work methox

Students will construct anotion figure thabrganizational skills and they will attempt tg

waste as little paper as possible in the proaadstry to represent all the parts using

various colors

Students will create an art product in the given time assignieem.

Students will participate in the cleanup process.







Remind the students about Didtess tliegplbtlare the
moral of the story.

Discussion about movement and the human figure.

Discussion about color relationships focusing on warm and cold colors. Use Powe
presentation to discuss colors.

Show the class the different prototypesha project.

Have team captains distribute a project guideline sheet to the students.
Discuss with the class the different steps of the project. Make sure all students und
before they begin.

Place théox containing the different silhouette images on a table for the kids to se
Call one team at a time to pick on the materials. Remind students that they shoulc
take 3 different colors and avoid wasting paper.

Remind students that they will be Waorg individually at their desks.

Students are to work in silence.

Once they are done their project, remind them to write their name on the back bef
handing it in to the teacher.

Inform students 5 minutes prior to clean up thaytwill have to begin cleaning soon a
finish the last details they are working on.

Tell student s to return all their extra materials and recycle the small pieces of papd
Once they finish cleaning their tables they can assist their peers with thiaglea

Ask students what they most enjoyed about the activity and what they learnt, and f
most difficult.

Ask them to define the word fimotionbo
cold colors.

Place all projects on the wal et students look and comment on the works of their pe










Conceit: Too much pride in oneself

Color Wheel: A circular diagram showing the relationship between different colors. For

example: primary, secondary and complementary colors.

Cool Cdors: Colors associated with water, sky, ice, and colder tempera@woks's include

green, blue and violet.

Composition: The organization or arrangement of all of the visual elements in an attempt t

develop a unity in the total work of art.

Figure: A person or animal that can be only seen as a shape or outline.

Motion: The action of moving

Silhouette the dark shape and outline of someone or something visible against a lighter

background, especially in dim light.

Warm Colors: Colors associated withré, heat, sun and warmth. These colors include red,

orange and yellow.

Vanity: Extreme pride in or admiration of one's own appearance or achievements




Students who finish earlyrhey will have the option to make another motion figure using

different colors. If they first used warm colors than for their second motion figure they can
cold colors. They can also use the extra time to fiotker art projects, help peers who need

extra help, or play and sketch the motion figures provided by the teacher.

Colorblind studentsThey will be evaluated on how they represent motion and sketch the

different motions based on the motion figures preditly the teacher.

Students with motor disabilitie¥he teacher, teaching assistant or a student who finished t
project can help this student cut out the different parts of their figure. They will be given e

time to complete their project.

Studens$ with hearing impairmenihey will be given clear written guidelines for the project

the teacher will discuss with them individually about what is expected for the project.










The Frog and the Ox
an Aesop Fable

One afternoon a grand and wonderful ox was on his daily stroll, when he Vfas
naticed by a small haggardly frog. The frog was too impressed with the grea
impressed to the point of envy.

"Look at this magnificent ox!" he called to all his friends, "He's such a grand
for an animal, but he's no greater than | am if | tried."

The frog started puffing and swelled from his normal size.
"Am | as large as the wonderful ox?" he asked his friends.
“No, no, not near as grand as the ox," they replied.

So, the frog puffed himself up more and more, trying to reach the state @f.t
"Now? now?" asked the frog.
“No, no. But please, don't try anymore," pleaded his friends.

But the frog continues to puff and swell, larger and larger until he finally bu

/ lead o setfestructiord




Une Grenouille vit un Boeuf
Qui lui sembla de belle taille.
Elle, qui n'était pas grosse en tout comme un oeuf,
Envieuse, s'étend, et s'enfle, et se travaille,
Pour égaler I'amal en grosseur,
Disant : "Regardez bien, ma soeur ;
Estce assez ? diteroi ; n'y suisje point encore ?

Nenni.- M'y voici donc ?- Point du tout: M'y voila ?
- Vous n'en approchez point.". La chétive pécore
S'enfla si bien qu'elle creva.
Le mondeest plein de gens qui ne sont pas plus sages :
Tout bourgeois veut batir comme les grands seigneurs,
Tout petit prince a des ambassadeurs,
Tout marquis veut avoir des pages.




fable Optical Musions

The Thaumatrope Lesson

How can we use motion with two images to create an optical illusion tha
represents a story




Optical illusions are pictures that can be mislegdWhat we see with our eyes
communicated taur brain butsometimes what we see is different tivalmat exists in reality,
because of illusiong the visual system. Optical illusions occur when the brain tries to
sense of what our eyes see. Agtical illusion is a trick of the mind in which our brain sd
things that may or may not be real.

The thaumatropwasa popular children's toy in the 19th centutys composed of disc

with an image on each sideat is attached wittwo pieces of sing or a stick When the strings

are twirled quickly between the fingers thie stick isturning fast enough itreates an illusio
that two images seem to melt into siegleimage. The thaumatrope che used to tell a sto
or display a particular matn.

In this lesson the students will experiment with moaoil illusions They will recreate &
scene from a story or fable. For example, a fable is a stogyeanimals are the main characte
and they showcertain human characteristics. In the examplelow we see prototyp
thaumatrope of oxf r om t he f abl e AThe Fox and th
by wearing a top hate and bow t®tudents will be inspired by thetories offables when

creating theithaumatrope.

AThaumat reogexoff rtohm t he Fabl e stor




Competency #1: nACreates personal i mages

Uses i de a sartthat displayganillesionrvi s u al
Organi zes visual arts pr odu chbwtoegwil oganze

Sharing their experhydstussng ihdihaumateopetith tbeir
peers
A To produce indi vofadtual and original wor
Competency #3: MNHAppreciates works of art

A Enj oy t he \ooafaktistic abjectsamedia images,getsortal productions use
the narrative fables.

A Students will develop an appr eci a tnaration
of fables

A Students appreci at ewdl dsé¢heivoormrckeationof ot her

A Explore t lasdilusersnantf moti on

A Acquire knowledge of how to incorporat

A Cr atlaunsmsopavhich demonstratesn illusion and represents a fable story.

ALearning to combinéwo images to an illusion of a single image.

|
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https://www.google.ca/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0CAcQjRxqFQoTCJOSjKvTvsgCFUZuPgod_1UPYA&url=https://www.etsy.com/listing/115239309/red-cardinal-bird-thaumotrope-optical&psig=AFQjCNEof-t_VrjCQdw61SmZFCXYSUb_vQ&ust=1444798320898918

Uses Information: Ues fable stories as a source of inspiration when designing a
thaumatrope.

Solves ProblemsDesigning two images, that uses illusion andiaroto give the
perception of one single image.

Displays Creativity: Creating a traumatrope that shows an original idea.
Communicates well: Communicating their idea with the drawings and discussing wi

their peers how it relates to a fable story.

For students who finish the projeetrlier they have a choice to make anot
thaumatropeor finish their other art projextThey are also encouraged to help other stud
especidl students with special needs.

For stidents with disabilitiethe teacher magut paper circles for theimefore the class

This student wouldbe encouraged to ask questions anddekhelp their friends and the

teacherThey will also be given more time to complete the project.

N Pr oetbaurgapopes hat di spl ay a scene




Fable: A short story, usually with animals asincharactersand teachea moral.

Examples: The Crow and the Fdke moral is, Never trust a flatterer."

Story: An account of real or imaginary people and events told for entertainme

Optical illusions (visual illusions)

Are I mages perceived iralta manner
A An iinvdlvingsttie buman visualystem (the eye to the brain).
lllusion a deceptive appearanarognized as a different perception of reality.

Motion: The design principles that deals with the creation of the aatidn
movement

Thaumatrope:

A A toy that was urp@iptaribneminEnglandh e 19
A A disc with a picture of each si

A  When the strings are twirled qui

to merge into one because of the persistence of vision.

g
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Lesson Sequence

Introduction : 10 minutes
1 Give a PowerPoint presentation on optical illusions‘and thaumatrope.
1 Have students create a thaumatrope with an idea based on a story or fable.
9 Call each group one after anothegtitheir materiad.

Demonstration: 2-5 minues ,
‘ .

A Tstepsof the project have already been explained With the PowerPoin\t\presentation.

Ashowexamples of the project (5 prototypes thaumatropes) for the students to play with to get a

better idea ohow this works.

A Students widpethamake a thaumatr

1) Must be inspired by a story or fable

2) Must show. a relationship between the 2 images

: \

Work Time: 1 hour r)

A Call 2 voluntheers t o “di stemplatéshecon which'studdats o f
. will draw their thaumatrope \\ -
- A S ttsmdll evark individually at theidesks ™™™ "

\Elf they finish early they hoawoeoraotheflaroi ce t
projects. d

Cleaning: 5 minutes

A Tel | s tthem sSmntinstedeftbeforethey starto clean.

A Re mi n dto recycle theirrpapsr and return the extra sticks or staaithefront of the
class. -

A Remind students to write tom&pieceohtapetkedfey on
will attach to their thauramtrope

Closure: 5 minutes

A As k whatisdte déition of an optical illusion?

A Ask st ud e nstosy represeneed ippdir thaumatropese

A _Ask their opinions on the | esson.
A

Tel | st uhlkiethaansatropes with thar frien@sd discuss their stories




Thaumatrope Lesson Steps

Step 1:Think of an idea for an optical illusion. It has to relate to a fablelor story.

Step 2 Cut out two circles from the template sheet which is where you will make
your drawings. \

) /"/1;‘/

-’\

| Stepi 4 Attach a straw or wooden stick to the back of one of your draWings using
‘ scotch tape.







Prototype:Plaster Mas represnting the fox from the fable stitlye
Fox and the Crowo




..
Rationale

After reading various fable stories students will gain a clear understanding how
fable tale entails. They will write their ownlfi@ story and make a mask that will represent t
main fable charactemhey could als@reate a mask representing a character from a famous
story from the Jean de La Fontaine fablBise mask will represent an animal, and could {
include a humattike trait. For example: a mask of a fox with a bow tie. For older grade
masks would be made using plasterpstriHowever for this particular age group the mg
would be created using materials that are easy to access such as markers and paper.

This is a lesson on maskakingwhich primary aim is to represent a character fro
story. It is importantfor this unit because students will learn that masks are natigagstrationg
that can be worn but also represemaractersStudents will invent fable characters and use

mask tore-enactthe storiesThis unit lesson will mix literature, visual art and dramatic art.

This is a collaborative lesson, for students will work in ptargnvent a story with twg
characters, and each student will makmask representing one characteney will then wea

their masks twe-enactthe scene of their story.

To inventtheir own fable stomndcharates

To make a mask that negsents one of their characters
To make a mask using various materials

To incorporate a hman trait to their animal masks

To re-enacttheir stoy with their mask

To work collaboratively wittanotherstudent




1 Paper

1 Pencil

1 Tape
9 Cardboard
9 Scissors

1 Exacto knife
1 Acrylic Paints
1 Construction paper
1 Fabrics
1 Glue
1 Paint brushes
1 Plaster Strips
9 Several containers or bowls with warm water
9 Plastic bagst¢ store plaster strips
9 Small jars with water tonsebrushes




i

Design: The plan, sketch or organization of a work of art; the arrange

on independent parts to make a finished artwork.

Fable: A short story, typically with animals as characters, teaching a
lesson.

Figure: A person or animahat can be only seen as a shape or outline.
Mask: A cover or partial cover worn on the face used for disguise
Plager: a soft mixture of lime with sand or cement and water for sprea
on walls, ceilings, or artwork to form a smooth hard surface when driec
Texture: surface qualityhow things feel, or look as they might feel if
touched.

Trace: To copy an image bglacing a transparent paper on top of an im
and copying the lines to recreate the same image.

™

Templates will be given tstudents tdnelp them trace the shapes loit
animals.This is useful for studentshe require more visual stimwdu
Students with mobility issueman paindirectly on thecardboardather tha
use the [aste.

Tactile learners will be shown different prototypes of mask so they ca

the dfferent textures.

Social students will be paired wigihhy ones to help them socialize

Students skill with the techniquell be paired with those with mobility
issues, to better be able to assist the needs of $shadents. |




-This character is inspired from the fable story you have written

Step 2 On a pece ofcardboardiraw the main shape of the head of y
fable characteryou can use a paper templatehtptrace.

Step 3: Cut out the different parts of yonardboardnasks éars, head
mouth, nose, etgAttach them with tape.




-

Step 4:Dip the plaster strips in the warm water atacp them on
cardboardnask.Make sure to cover the entire mask

Step 6:0nce dry, begin to paint the mask with the acryhmts

Step 7 Once the pains dry, glue theaccessoryn to the mask and
| write yournameon the back




Animal Paper Mosaics

Lesson Plan

Art Edu cator: Cynthia Cousineau

School Gardenview i

/ .
‘ Grade level grade 5, incorp,6rated with French literature & histary
.

Time Frame: Approximatefy 4 hours

.
.

Jje of

paper mosaic represgentilng







