
Topic: Documenting Public Art in Our Community


Grade Level: Higher education

Estimated Time: 4 weeks

Lesson in Brief: 

ART 376 is a studio class required for art education majors.  One goal of the class is technology integration into studio performance.  Sculpture is a topic to be addressed in this class and I chose to document the public art in our community. Future art educators need to become advocates for art in their communities so this project offers a real world experience in researching, documenting, creating and showcasing public art in Manhattan.  

The first objective is for the students to determine the definition of public art.  They will use the internet to research prominent artists and their work.  They will decide what falls under the category of “public art”.  They will explore statuary, monuments, earthworks, installations, architectural detail, and graffiti. They’ll chose artworks from a prepared list of artists and critique the work using one of three models of art criticism.  Following their research they’ll write a collaborative definition of public art.

Secondly, they’ll plan and create an installation piece to be displayed on the KSU campus and ultimately become part of a collaborative work on the campus of the University of North Carolina Pembroke. The theme of this artwork is the industrialized nature of our society and our dependence on machines.  The artwork will consist of hanging multiples of an item from a tree or bush for public viewing.  The design process will include photographing the natural “site” for the installation and designing their artwork in Photoshop using the photograph as a background. The final artwork will be fabricated and installed on the KSU site after obtaining permission to do so.  Safety issues must be considered and followed.  Following the installation of the work, the students will photograph the work and donate the photos to Amanda Perrin’s collaborative public art piece to be installed on the campus of the University of North Carolina Pembroke.  

The final part of the project is the addition of a webpage to an existing KSU Public Art website created by former ART 376 students. This site is: http://www.k-state.edu/art/thecore/index.html 
The entire installation process will be digitally documented and placed on the website as an educational resource.

Primary Purpose for Choosing this Technology Project:

Every day people walk past the public art on campus and feel little connection to it.  Most people aren’t even aware of its existence unless it’s in their way.  I want to teach my art education students to be advocates for art and especially art in their communities.  Educators can use public art to foster inquiry learning. 
The learning experience should support their creativity through the use of technology and promote art in a greater context.  They will actually be creating a public art piece, documenting it’s existence and sharing the results with the general public, thus exemplifying a strong technology infused art lesson.

The broad definition of Public Art offers many avenues for student exploration.  Research on the internet is a natural fit since there are numerous museums as well as contemporary artists who have placed their work online. Some public art that would never be included in printed material is available online and a valuable resource for discussion.  

I started the Public Art in Our Community project two years ago in ART 376, Studio Art Explorations.  The first class designed and created the initial webpage. Each spring the ART 376 students are required to add educational materials about public art to this website.  Last year the students created webquests to be included on a resource page.  This year I want to include digital documentation of the creation and discussion of a piece of public art. Amanda Perrin contacted me about her project and I thought it was a perfect fit for this class.  The students will design and create the installation piece to be displayed on campus. They will photograph the work and send the photos to Amanda to be a part of her installation in North Carolina.  We will also digitally document the artwork to be included in our own Public Art in Our Community website. The students will receive valuable technology experience working with digital photography and webpage development.  They will also participate in a collaborative community public art installation.

Materials Needed:

Hardware:


· Mobile Computer Lab Consisting of 13 Computers

· Digital cameras

· Digital video camera

· Thumb drives

Software:

· Dreamweaver 

· Photoshop

· Internet browser

· iPhoto 

Art supplies for the artwork installation

Teacher Activities:

· Review art criticism models with students

· Provide internet resource guides for public art sites

· Design a timeline for meeting goals

· Design and produce public art worksheet  

· Lead discussion about public art definition and examples

· Facilitate creation of installation artwork

· Recommend appropriate use of photo design

· Collect photos of artwork and send to North Carolina

· Evaluate the final artifacts within the webpage

Student Activities:

· Inquire into the definition of Public Art and find examples on the internet to critically analyze.  

· Collaboratively write a definition of Public Art

· Complete a timeline for projects

· Assign tasks for each person

· Locate a site for the installation and obtain permission to use the site

· Design an installation artwork for a site specific space

· Illustrate the finished installation in Photoshop

· Create the artwork for the installation

· Install the piece on campus and document it digitally

· Create a webpage for the Public Art in Our Community website

· Evaluate the final artifact
Class Activities:

· Discuss what constitutes Public Art and write a definition

· Share examples and critiques of Public Art

· Identify KSU examples of Public Art

· Choose site for installation and indicate safety concerns

· Collaboratively create an installation piece on campus

· Critique the final website together
Timeline of Activities:

Background Knowledge:

· Students understand the elements and principles of design.  


· Students have read about three models of art criticism in their text and have practiced each model.

· Students have a general knowledge of digital photography.

· Students have a little experience with Photoshop.

Day 1:  

· Research and discuss the definition of Public Art  

· Find examples online and critique the artwork according to one of three art criticism models-share these with the rest of the class 

· Collaboratively write a definition of Public Art 

· Discuss Amanda Perrin’s installation project

· Break into three small groups and brainstorm ideas for the piece

· Reassemble in a large group and present design ideas

· Locate an installation site and obtain permission to install artwork

Day 2-3:

· Continue planning for the KSU installation, decide on final design and draw thumbnail sketches

· Use a photo of the installation site as a background and draw a mock up of the installation in Photoshop

· Determine and gather materials for the installation

· Start constructing installation objects

Day 4-6:

· Continue constructing installation objects 

· Hang the installation

· Photograph the installation for inclusion in the North Carolina collaborative artwork and the KSU Public Art in Our Community website

Day 7-8:

· Collaborate on the contents of resource wepages

· Analyze final contents and design for webpages

· Create the webpages to be added to the Public Art in Our Community website

Day 9:

· Debate the merits and problems with the webpage and make corrections

· Write a self reflection about the entire process and their experience

Student ISTE Standards:

1 Basic operations and concepts

· Students demonstrate a sound understanding of the nature and operation of technology systems.

· Students are proficient in the use of technology.

2 Social, ethical, and human issues

· Students practice responsible use of technology systems, information, and software.

· Students develop positive attitudes toward technology uses that support lifelong learning, collaboration, personal pursuits, and productivity.

3 Technology productivity tools

· Students use technology tools to enhance learning, increase productivity, and promote creativity.

· Students use productivity tools to collaborate in constructing technology-enhanced models, prepare publications, and produce other creative works.

4 Technology communications tools

· Students use telecommunications to collaborate, publish, and interact with peers, experts, and other audiences.

· Students use a variety of media and formats to communicate information and ideas effectively to multiple audiences.

5 Technology research tools

· Students use technology to locate, evaluate, and collect information from a variety of sources.

· Students evaluate and select new information resources and technological innovations based on the appropriateness for specific tasks.

6 Technology problem-solving and decision-making tools

· Students use technology resources for solving problems and making informed decisions.

· Students employ technology in the development of strategies for solving problems in the real world.

Performance Indicators for Technology:

1. Identify capabilities and limitations of contemporary and emerging technology resources and assess the potential of these systems and services to address personal, lifelong learning, and workplace needs. (2) 

2.   Make informed choices among technology systems, resources, and services. (1, 2)

6.  Evaluate technology-based options, including distance and distributed education, for lifelong learning. (5) 

7.  Routinely and efficiently use online information resources to meet needs for collaboration, research, publication, communication, and productivity. (4, 5, 6) 

8.   Select and apply technology tools for research, information analysis, problem solving, and decision making in content learning. (4, 5)

10.  Collaborate with peers, experts, and others to contribute to a content-related knowledge base by using technology to compile, synthesize, produce, and disseminate information, models, and other creative works. (4, 5, 6) 

Teacher ISTE Standards and Indicators:

1 TECHNOLOGY OPERATIONS AND CONCEPTS.

Teachers demonstrate a sound understanding of technology operations and concepts. Teachers:

· Demonstrate introductory knowledge, skills, and understanding of concepts related to technology 

· Demonstrate continual growth in technology knowledge and skills to stay abreast of current and emerging technologies.

2 PLANNING AND DESIGNING LEARNING ENVIRONMENTS AND EXPERIENCES.

Teachers plan and design effective learning environments and experiences supported by technology. Teachers:

· Design developmentally appropriate learning opportunities that apply technology-enhanced instructional strategies to support the diverse needs of learners.

· Apply current research on teaching and learning with technology when planning learning environments and experiences.

· Identify and locate technology resources and evaluate them for accuracy and suitability.

· Plan for the management of technology resources within the context of learning activities.

· Plan strategies to manage student learning in a technology-enhanced environment.

3 TEACHING, LEARNING, AND THE CURRICULUM.

Teachers implement curriculum plans that include methods and strategies for applying technology to maximize student learning. Teachers:

· Facilitate technology-enhanced experiences that address content standards and student technology standards.

· Use technology to support learner-centered strategies that address the diverse needs of students.

· Apply technology to develop students' higher order skills and creativity.

· Manage student learning activities in a technology-enhanced environment.

4 ASSESSMENT AND EVALUATION.

Teachers apply technology to facilitate a variety of effective assessment and evaluation strategies. Teachers:

· Apply technology in assessing student learning of subject matter using a variety of assessment techniques.

· Use technology resources to collect and analyze data, interpret results, and communicate findings to improve instructional practice and maximize student learning.

· Apply multiple methods of evaluation to determine students' appropriate use of technology resources for learning, communication, and productivity.

5 PRODUCTIVITY AND PROFESSIONAL PRACTICE.

Teachers use technology to enhance their productivity and professional practice. Teachers:

· Use technology resources to engage in ongoing professional development and lifelong learning.

· Continually evaluate and reflect on professional practice to make informed decisions regarding the use of technology in support of student learning.

· Apply technology to increase productivity.

· Use technology to communicate and collaborate with peers, parents, and the larger community in order to nurture student learning.

6 SOCIAL, ETHICAL, LEGAL, AND HUMAN ISSUES.

Teachers understand the social, ethical, legal, and human issues surrounding the use of technology in PK-12 schools and apply those principles in practice. Teachers:

· Model and teach legal and ethical practice related to technology use.

· Apply technology resources to enable and empower learners with diverse backgrounds, characteristics, and abilities.

· Identify and use technology resources that affirm diversity

· Promote safe and healthy use of technology resources.

· Facilitate equitable access to technology resources for all students. 

State KSDE Standards:

· Standard 1: The teacher of art demonstrates a strong scholarly foundation in art education and has a clear conception of how art links students to the broad experiences of life.

· Standard 2: The teacher of art demonstrates knowledge, competency and teaching ability in the content of art, including aesthetics, art history, art criticism and studio performance.

· Standard 3: The teacher of art creates an environment where individuals, art content and inquiry are held in high regard and where students can actively learn and create.

· Standard 4: The teacher of art selects and adapts a variety of appropriate resources, materials and technologies in order to design a curriculum which enable students to learn, make, and respond to art.

Levels of Bloom’s Taxonomy:

Knowledge:
Students will be able to identify and list examples of Public Art in Manhattan, Kansas. (Public Art Worksheet)

Comprehension:
Students will explain the definition of Public Art. (Verbal and written descriptions and examples from internet sites)

Application:
Students will illustrate an installation artwork. (Photoshop example)


Students will construct an artifact documenting their Public Art installation. (Webpage example)

Analysis:
Students will analyze and explain Public Art information found on the Internet.  (Public Art Worksheet) 

Synthesis:
Students will design and create a webpage to include visual representations of their Public Art installation. (Webpage construction using digital photographs)  

Evaluation:
Students will be able to view and evaluate the collaborative website project that is posted on the internet.  The students’ installation will be documented in a collaborative Public Art installation with the University of North Carolina Pembroke.

Project Rational:

When I started working with art education students five years ago it was clear that they had little technology experience beyond Powerpoint presentations. One of my goals was to infuse technology experiences into their curriculum.  My decisions were driven by my personal teaching experiences in the public schools.  I know that art educators are expected to teach art using technology so the software choices were based on these experiences.  More and more classes will be showcasing their artwork on websites and I wanted them to have the experience of completing this process through the introduction to Dreamweaver and Photoshop.  Most art education students have experience with a digital camera and researching on the internet so I knew they could use this knowledge in this project. 

The project itself was chosen because it meets numerous standards and has a strong, real-world art focus.  It is authentic in many ways and will produce an artifact for others to view and use. Amanda Perrin contacted me a few months ago about the collaborative installation project and I thought it was a perfect fit.  The students will actually be constructing a piece of Public Art as well as documenting it.  

The project pairs many uses of technology in literacy, adapting and transformative uses.  They will learn the basic tools in Photoshop and Dreamweaver; they’ll use the internet to research the topic and write critiques; and they’ll produce a webpage that will be added to an existing website documenting an educational art experience. Hopefully this experience will influence their future art education curriculum decisions. 
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