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Abstract 

 

The Meanings Behind the Screens: A Qualitative Study of the Screen It! 
Program 

 

Alison Marie Gleixner, M.A. 

The University of Texas at Austin, 2013 

 

Supervisor:  Christina Bain 

 

This case study examined the Screen It! Program and focused on how this 

program benefitted the students. This study focused on students’ perceptions and in order 

to have a holistic understanding of the phenomenon, it was important to understand the 

viewpoint of museum educators, teachers, and students. In these types of museum-school 

partnerships, students’ voices are rarely heard and considered when creating curricula. 

Therefore, consideration of students’ voices may help museum educators craft these 

partnership programs in the future. Three themes emerged emphasizing the importance of 

expectations and program goals, curricular relevancy to student life and community, and 

meaningful learning outcomes. Along with utilizing relevant learning theories during 

classroom instruction, by actively responding to the voices and needs of the students in 

these areas, museum educators can provide more meaningful learning experiences for 

students.  
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CHAPTER 1 

INTRODUCTION 

Introduction to the Study 

This study explored what students, teachers, and museum educators perceived as 

meaningful outcomes of the museum and school partnership between the Mexic-Arte 

Museum and Akins High School. These partners worked together in the Screen It! 

program during the fall of 2012 in Austin, Texas. I was most interested in how this 

program benefitted the students, and in order to have a holistic understanding of the 

phenomenon, it was important to understand the viewpoint of museum educators, 

teachers and students. In these types of partnerships, students’ voices are rarely heard and 

considered when creating curricula. Therefore, students’ voices may help museum 

educators craft these partnership programs in the future. 

Background of the Problem 

The purpose of this study was to focus on how the Screen It! program, one 

specific museum and school partnership, provided art education to select Akins High 

School students living in an underserved community. In particular, did this program have 

meaningful learning outcomes for the student participants? Throughout this process I 

have wondered why art educators, both within schools and museums, teach art. How do 

the students benefit from art instruction? Are art educators meeting students’ 

expectations? How are learning theories in art education applied in practice, especially 

within museums and school partnerships? What does the museum and school partnership 

research show, specifically about curriculum and student learning? What do students 

believe is truly meaningful about these types of art experiences? Do we, as museum 
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educators, need to expand our notion of “meaningfulness” to factors beyond the 

traditional notion of accountability? 

In the past, art museums have focused much of their research regarding museum 

and school partnerships on how THEY believe these partnerships benefit the schools and 

students. Berry (1998) states that “…to be effective extensions of the school classroom, 

museums should become familiar with school curricula and provide instruction for 

children that simultaneously facilitates the learning process and validates their art 

instruction at the school” (p. 10). While a great deal of museum programming clearly 

supports school based curriculum and standards, what are students’ perceptions regarding 

these learning experiences? Do they find the experiences meaningful or are they just 

another requirement in a series of classes to complete? Little research in the field of art 

education and museum education has focused on the perceptions of the recipients. How 

might museum educators use students’ viewpoints to improve programming? 

Research Question 

This study focused on this central research question: What did one class of high 

school students participating in the Screen It! program perceive as meaningful outcomes 

in this experience? A sub-question for this study was: What did the art educators involved 

with this program perceive as meaningful for the students?  

Definition of Terms 

At-risk- The Texas Legislative Budget Board defines at-risk youth as, “…youth 

who have significant potential to enter or further penetrate the juvenile and/or criminal 

justice system” (Legislative Budget Board, 2013). 

Constructivism- A learning theory that theorizes that people create knowledge and 

meaning based on their personal life experiences. 
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Contextualism- A theory closely related to constructivism in that it draws from 

the psychology of human development and cognition; how humans grow mentally and 

build understanding through the organization of experiences and thought (DeRose, 1999; 

Glasersfeld, 1989).  

Sociocultural Learning- “Sociocultural approaches emphasize the 

interdependence of social and individual processes in the co-construction of knowledge” 

(John-Steiner & Mahn, n.d.). Sociocultural approaches to learning are built upon the 

notion that all individual activity occurs in cultural contexts (John-Steiner & Mahn, n.d.).  

Title I- Schools receiving Title I funding are part of a federally funded grant 

program that originated in the Elementary and Secondary Education Act of 1965 ("Title 

I- Helping Disadvantaged," n.d.). According to the National Center for Education 

Statistics and the U.S. Department of Education, to be eligible to receive Title I funding, 

40% of a school’s student body must come from low-income families, identified by the 

United States Census definition of low-income (Improving basic programs operated by 

local educational agencies (Title I, Part A) n.d., Fast facts, n.d.).  

Motivations for Research 

This study has a certain significance stemming from my personal experiences and 

interest in the arts, community, and museum education. For a number of years I have 

volunteered for various community art organizations that offered local art programs for 

the public. Through many of these experiences I have seen first hand the positive effect 

these programs and the presence of the arts had on the morale of certain communities. In 

2010, I volunteered for the Community Arts Collective in State College, Pennsylvania. 

This was my first experience with a public arts organization, which strove to “enrich the 

community through collaborative arts” (www.communityartscollective.org). This notion 

of enriching the lives of others through community outreach programs has stuck with me 
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and motivated much of my research. I want to uncover the student perceptions of what 

impact the Mexic-Arte Screen It! program had primarily on the student participants 

themselves. How do the students define and describe “meaningfulness” in relation to this 

experience? In what ways do teachers and students agree or disagree on what are 

meaningful outcomes? I believe that all people deserve to have hope in living a 

meaningful and enriched life. I hope that programs, such as Screen It! and others offered 

by art museums, will be able to provide that hope to people through positive experiences 

with art.  

Getting back to the significance of this study, I should further explain my 

professional motivations. At this stage in my life I hold aspirations to work as a museum 

educator. I want to create and implement meaningful partnerships within the arts 

community. The partnership explored in this study provided evidence necessary to 

understand how to create a supportive and welcoming environment through the arts and 

across communities. John Dewey was one such proponent for similar forms of education. 

John Dewey was known for being a strong proponent of hands-on learning (Dewey, 

1938). This approach asserts that in order for students to learn they need to be engaged 

with their educational environments, create personal connections to the lesson or 

curriculum and learn from experience rather than lectures. Therefore, it is important to 

understand students’ perceptions of their art experiences. Adults, such as museum 

educators and teachers may or may not always know what is meaningful for their 

students. I agree with Dewey and believe that educators need to provide engaging and 

stimulating experiences for students, but more specifically, art lessons must relate to 

students’ life experiences. Otherwise, we miss opportunities to engage them. Students 

who are encouraged to express themselves and their knowledge based on their own 

experiences will become empowered.  
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This study provided a detailed understanding of how the participants described 

“meaningful” outcomes of one museum outreach program in an underserved community. 

While the results are not generalizable, this knowledge may assist others and myself to 

successfully implement outreach programs and meaningful partnerships at a museum in 

the future because of the notion of taking students’ voices into consideration.  

Research Method 

This study utilized case study research since the most could be learned from the 

participants. The Screen It! program was observed in-depth over the entire length of the 

program, which spanned eight, 92-minute class periods, at Akins High School in Austin, 

Texas.  

Since the main focus of this study was on student perceptions of the program and 

meaningfulness in relation to their lives and the community they live in, a survey was 

also conducted of the eighteen students involved. This survey inquired about students’ 

perceptions of the information presented throughout the program and responses to 

working with the Mexic-Arte Museum. The survey was anonymous. Following the 

student surveys, semi-structured interviews were conducted with three students to get a 

more comprehensive understanding of their perceptions and experience with Screen It!. 

These students were chosen by recommendations from the cooperating classroom art 

teacher. The results of these interviews were recorded with an audio recorder. The 

conclusion of this study addresses whether the art educators and students had similar 

perceptions of the Screen It! program and what these perceptions were, as well as what 

this means for the field of art museum education.  

Data collected through student surveys; student, teacher and museum educator 

interviews; as well as from classroom observations were analyzed through inductive 

analysis. Inductive analysis is where the researcher identifies patterns in the data and 
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finds themes that emerge from these patterns. There are no preset themes in studies 

utilizing inductive analysis. The themes that emerged in this study are connected to the 

original research questions, which address meaningful learning. I also analyzed the 

content of the curriculum for the Screen It! program to identify connections to students’ 

lives and the community. As a participant observer, I saw how the curriculum was 

implemented at Akins High School. To find information about program goals and 

expectations, curricula, and learning outcomes, I studied this program through four 

perspectives: museum staff, the school art teacher, participating students, and myself as 

the researcher. Emphasis was placed on the perceptions of the students. The teacher’s, 

museum educators’ and students’ responses to both individual and anonymous interviews 

and the survey, gave me a thorough understanding of the program as a whole.  

I utilized various techniques closely related to those specified in Creswell’s text 

Research Design relative to qualitative research for data collection and analysis 

(Creswell, 2009). In this study, I conducted semi-structured interviews with the Akins 

High School art teacher, three students and four Mexic-Arte Museum educators. Aside 

from conducting these interviews, I observed the program throughout eight, 92-minute 

class periods, over the course of approximately four weeks from November 13, 2012 

until December 14, 2012. Additionally, eighteen high school students completed a survey 

about their perceptions of the Screen It! program, at Akins High School.  

Furthermore, I conducted this research and analyzed the data by reviewing my 

observation notes as well as transcribing and coding my recorded interviews. This 

analysis was conducted in order to see what themes emerged from the data that had 

connections to my central research question. I also used inductive analysis so my 

qualitative research findings reflect frequently visible themes and have been condensed 

into a brief summary format (Thomas, 2003). I used triangulation in order to compare 
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data collected from interviews, surveys, and observations to check for reliability. I 

utilized this method of analysis to see whether the data collected showed similar trends 

(Creswell, 2009).  

Benefits to the Field 

When selecting a significant topic for research I found myself looking for areas 

seldom explored in the field of art education. The idea of focusing on students’ 

perceptions regarding what they perceived as meaningful outcomes in an educational 

program is rarely, if ever, the focus of professional research in art education. However, I 

find this topic to be of utmost importance when trying to make a significant impact on 

enriching the lives of the public, specifically in schools and underserved communities. 

This gap in the sphere of research in art education and museum education will hopefully 

start to close once this study shares the importance of the student perspective and 

perceptions to the field.  

This research has the most potential to benefit museum educators who are 

interested in museum and school partnerships and/or involved with community outreach 

programs. It is intended to bring to light the student and teacher perceptions of the Screen 

It! program and illustrate how one such outreach program within a museum and school 

partnership can be meaningful for students.  

This study may also illuminate best practice for museum educators in 

implementing museum and school programs by understanding the teacher and student 

participants’ perceptions of the partnership. The Mexic-Arte Museum educators are 

serving the Austin Independent School District (AISD) students. The specific school of 

this study, Akins High School, was selected as a partner for the Screen It! program 

because it met certain criteria, which will be specified later in Chapter 3: Methodology. 

The specific school and students the museum is serving is located in an underserved, low-
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socioeconomic community in Austin ISD. Therefore, this school is receiving resources to 

further their students’ education in the arts that they would otherwise not have available 

to them due to lack of funding.  

School art teachers and museum educators may potentially utilize the information 

presented in this study to inform their practice in creating or fostering their own museum 

and school partnerships.  

Limitations of the Study 

It is beyond the scope of this study to analyze other programs conducted by the 

Mexic-Arte Museum. I only looked at one specific high school class at Akins High 

School and only the museum educators and art teacher directly involved with this eight-

week program. I did not examine the museum’s education department as a whole, so for 

this study I focused my attention on the school and only interviewed museum educators 

closely involved with the Screen It! program. Also, I only studied and analyzed the 

teacher who is directly involved with the Screen It! program. I did not include parents’ 

perceptions of the students’ educational experience within the program. I limited my 

research to an analysis of students’ responses to the program and the Mexic-Arte 

Museum’s presence in one high school classroom. It is also important to note that 

different students might have different opinions of the program. Also, since the artist 

educator was newly appointed to her position at the high school, it is reasonable to 

assume that the results may have been different with a more experienced museum 

educator.  
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CHAPTER 2 

REVIEW OF LITERATURE 

Introduction 

Currently, research on the importance of students’ perspectives regarding what is 

meaningful and/or beneficial in the classroom, specifically within the realm of museum 

and school partnerships in the field of art education is limited. This chapter provides an 

analysis of literature to support the focus of this study, which is separated into three 

specific themes: museum and school partnerships, learning theory, and curriculum. It is 

important to be aware of the scholarly research available on these topics as it relates to 

and provides a context for this research. The first section describes a history of museum 

and school partnerships and explains their importance. This section directly relates to this 

study because it helps to explain the roles of each educator involved with the Screen It! 

program school and museum partnership. The first section also describes teachers’ roles 

and responsibilities in association with their degree of partnership with the museum (Liu, 

2007). The second section describes pertinent learning theories for this study, including 

the Contextual Model of Learning (Falk & Dierking, 2005), experiential learning 

(Dewey, 1938), student and child-centered learning, and constructivist learning theory. 

These theories are relevant to this study because they inform how learning takes place in 

contemporary classrooms. Likewise, learning theory is important because it explains why 

certain teaching strategies are beneficial or meaningful for students’ learning, and should 

be considered when developing curricula for museum programs. Since museum-school 

partnerships take place in a variety of settings, so too must they employ different types of 

learning strategies to reach a wide variety of ages and learning styles. The third and final 

section defines curriculum and provides a description of several types of curriculum 

(Carr, Glatthorn, & Harris, 2001) and their significance in the classroom.  
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Museum and School Partnerships 

Brief History of Museum and School Partnerships 

Museum and school partnerships have existed for many years (Efland, 1990). It is 

unclear when the first partnered program took place, but since the mid-twentieth century 

art museums have hosted educational school fieldtrips. Art museums also have a long 

history of encouraging teachers to use their resources in order to explore original works 

of art. Museums have traditionally been the site of education for school and museum 

partnerships. However, as the field of museum education grows, more art museums are 

focusing on educational outreach. This occurs when museum educators travel outside of 

the museum to a school or another site to provide educational lessons, workshops, or 

programs. Additionally, museum outreach to schools specifically provides students with 

additional resources such as art materials, computers, or examples of original artwork that 

may not have been available to them otherwise. As school budgets face increasing cuts, 

many schools have limited funds and resources available to supplement art education in 

the regular classroom (Budget Cuts Create Problems, 2011). So, schools that partner with 

art museums are able to supplement students’ education through additional materials and 

resources provided by the museum. 

Many art educators have argued that teaching in museums from original works of 

art is more effective or valuable than teaching from reproductions (Stankiewicz, 1984). 

People are able to learn much more about art, including specific color, texture, and scale 

with first hand experience viewing original art work. Museum collections can be 

incredibly valuable to school students by providing them with face-to-face experiences 

with original works of art in the museum (Uscher, 2011). These first hand experiences 

allow students to form their own opinions and interpretations of the artwork. Other types 

of learning experiences in museum galleries include copying an original work of art, or 
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identifying the compositional elements of a work of art. These types of exercises provide 

little or no new knowledge to students other than mimicking other artwork. Mimicking 

artwork only provides students with a superficial understanding of art, and students’ 

understanding of the art may only go as deep as learning how to copy. However, many art 

museums also go a step further in their programming and support the learning of school 

groups and students with lessons that align with the objectives in the school’s curriculum. 

Many museums including the Museum of Modern Art in New York City, offer tours to 

students and teachers in school groups that “Make connections to your classroom 

experience” (MoMA K-12 Students, 2013). 

Connecting lessons based on artwork from a museum’s collection directly to 

school curriculum can enhance students’ learning experience in many ways. For example, 

museums can support school curriculum by providing contextual information concerning 

time, place, and historical information about specific works of art. Integration between 

museum and school curricula can occur when museum educators utilize examples of 

artwork from the museum as well as supplemental resources that specifically relate to and 

enhance the preexisting classroom curricula. An example of this type of learning 

experience with art could include the context of the artwork and how the work relates to 

the students’ prior life experiences. These types of complex experiences with art create 

connections that may provide a more meaningful learning experience.  

Museum educators can offer students many resources that may not be available in 

a school setting. Additional resources, such as the expert knowledge that museum 

educators are eager to share, can enhance students’ understanding and appreciation of the 

art world. Museum educators bring an abundance of knowledge from their own training, 

which can enrich learning in an art classroom. For example, some museum educators 

have experience working as a professional artist. Others have worked with art collections 
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in a gallery setting, museums, or other cultural institution. In addition to their work 

experience, museum educators have rich educational training, typically involving in-

depth knowledge of art history. Furthermore, it is important to note that all people have 

their own interpretations and understandings of the world; each person’s view of the 

world is unique to his or her life experiences. Therefore, sharing an educator’s unique 

perspective in the classroom can introduce students to knowledge or a point of view they 

have never considered. Although the majority of K-12 students will not grow up to be 

artists, introducing them to new ideas and artists is still important. Introducing new 

perspectives to students can expand their imagination, creativity, or awareness of 

employment possibilities for their future. When museum educators and their resources 

enter a school, the art curriculum and students’ lives can be enriched through exposure to 

new cultural perspectives, even while in the familiar school environment. Brent Wilson 

(1997) explains, “educators, regardless of the institutions they work in, recognize that 

each aspect of education…contributes to the entire context of a student’s experience” (p. 

24). 

Much research on museum and school partnerships has focused on the utilization 

of the museum as an extension of the art classroom (Burchenal & Lasser, 2007; Stone, 

1992). This is especially true for schools that have limited funding and have to rely on 

external resources to supplement their curriculum for art education. With this in mind, 

museums need to be aware of the resources available at schools that they choose to 

partner with. Berry (1998) states that “…to be effective extensions of the school 

classroom, museums should become familiar with school curricula and provide 

instruction for children that simultaneously facilitates the learning process and validates 

their art instruction at the school” (p. 10).  
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Adding to school-based curriculum museums have developed curricula for K-12 

students that provide interdisciplinary material and encourage critical thinking. One such 

example of this type of programing between a museum and school comes from the 

Whitney Museum of Art, titled Classroom Collaboratives (http://whitney.org/). This 

collaborative educational program provides New York City public school students free 

access to a three part educational program with the Whitney. In this program, a museum 

educator works personally with a classroom teacher to create lessons that fit students’ 

needs and align with school curriculum. This program also aligns with New York State’s 

learning standards of diverse school subjects such as Art and English. It also supports 

classroom learning suggested by the Common Core Standards, which will be explained 

later in this chapter (Classroom Collaboratives, 2013).  

It is also important that museums are encouraged to align their educational 

programming with school curriculum because it provides the students with a cohesive 

community that builds upon preexisting knowledge and experiences. This strategy of 

aligning curriculum is beneficial for students and educators, because it brings each 

participant in the partnership closer and promotes a more unified understanding of the 

program as a whole. Museum educators have the potential to benefit because their 

programming is more easily accessible to schoolteachers and students who are familiar 

with similar curricula from school. Schoolteachers benefit from this because they can 

utilize the museum programming to enhance their curriculum while providing students 

with new learning experiences. Students benefit because they experience new lessons in 

the art classroom that flow and connect directly to the school’s curricula the students are 

already familiar with.  

Museums show their interest in the academic development of students by aligning 

with district and/or school curriculum. Additionally, museum and school partnerships 
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have the potential to provide students a perspective on the world beyond the school or 

museum walls, because their programming provides multiple perspectives that students 

may not have considered otherwise. An example of this is when a guest teacher, who is 

also a practicing artist, describes their business plan. This introduces students to what it 

means to be a professional artist, through a business perspective rather than a consumer’s 

perspective. This type of experience could be linked to school curriculum in economics, 

marketing, or business. Students may never have considered that artists need knowledge 

in math, accounting, or marketing. Nevertheless, these are subject areas that connect to 

art that should be considered in the art classroom and museum education curriculum.  

By joining forces educators from both the school and museum are able to 

construct educationally and culturally valuable experiences for students. These 

partnerships widen students’ understanding of what a museum is, what it can provide, 

and how it may be relevant in their lives. These museum and school partnerships are an 

exciting example of the museum acting as an extension and expansion to the typical art 

classroom (Burchenal & Lasser, 2007). While partnerships allow the museum to provide 

students with materials that the school could sometimes not afford, it also gives students 

multiple perspectives on art through culturally rich curricula. Typically, the museum 

educator facilitates learning by introducing new information and building upon students’ 

previous knowledge. Likewise, having both a classroom art teacher and museum educator 

present material concurrently gives students multiple perspectives on subject matter 

thereby creating several paths for interpreting and understanding the curriculum. When 

multiple educators are available to students in the same classroom, students have more 

opportunities to scaffold their learning experience. For example, one teacher may 

interpret a subject matter, such as screen-printing, as fine art and focus on the process. 

Another teacher may perceive screen-printing as a craft and highlight the importance of 
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screen-printing as a reproducible product for marketing purposes. Multiple perspectives 

encourage post-modern thinking and may help students understand that multiple “right” 

answers exist. Margaret Burchenal and Sara Lasser (2007) clearly explain it as, “…one of 

the major benefits of partnership programs for museum and schools: as partners we share 

in the excitement of working together in new ways to create deeper and more meaningful 

arts experiences for young people” (p. 108).  

Defining Museum and School Partnerships  

Art educators Garoian (1992) and Berry (1998) have explored the relationship 

between museums and schools; their work tends to focus on partnerships or collaboration 

when implementing an educational program. Museums and schools hold a variety of 

approaches to working together, all of which are important and may prove beneficial in 

providing students with meaningful experiences with art. Wan-Chen Liu (2007) explores 

the scope of museum and school partnerships. She provides a unique explanation to what 

an institutional relationship truly encompasses, which is that:  

The term “relationship” may be defined as “a particular type of connection 

existing between people [or agencies] related to or having dealings with each 

other,” “collaboration” as “work[ing] together, especially in a joint intellectual 

effort,” and “partnership” as a relationship between individuals or groups that is 

characterized by mutual cooperation and responsibility. (Liu, 2007, p.129) 

In a museum and school partnership, both sides have a mutual understanding of 

all aspects of their partnership and should embrace similar goals for conducting their 

projects. Partnerships should also utilize the resources available for both parties.  
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Learning Theory   

The next section of the literature review focuses on learning theories relevant to 

this study. Although curriculum is a cornerstone for art instruction, learning theories are 

the true foundation of any instruction. Learning theories guide how and why educators 

teach. The following sections focus on constructivism, contextualism, and sociocultural 

learning theories as well as the Contextual Model of Learning, experiential learning, and 

student and child-centered learning. All of these theories provide relevant models for 

child-centered instruction that occur in school and museum partnerships. These specific 

learning theories are important for this study because they support the argument that 

acknowledging and considering students’ voices and perspectives is important for 

museums developing and implementing educational programming. 

Constructivism 

From the Oxford Review of Education, Richard Fox (2001) explains 

constructivism as a method for learning in which knowledge is built rather than inherent 

for all learners. Humans learn through a process of compiling information and making 

sense of it in relation to their existing knowledge and based on their previous 

experiences. Fox (2001) continues to define constructivism and outline this learning 

theory in the following clear, key points: 

(1)   Learning is an active process. 

(2)   Knowledge is constructed, rather than innate, or passively absorbed. 

(3)   Knowledge is invented not discovered. 

(4a) All knowledge is personal and idiosyncratic. 

(4b) All knowledge is socially constructed.  

(5)   Learning is essentially a process of making sense of the world.  
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(6)   Effective learning requires meaningful, open-ended, challenging problems 

for the learner to solve. (p. 24) 

This theory highlights the idea that all learners have a unique process of 

constructing knowledge around various and significant experiences connected to their 

daily life. Learning occurs when information is reorganized into personally valuable 

information and added to preexisting knowledge (Packer & Goicoechea, 2000). All 

people learn by building their knowledge based on their position in and perspective on 

the world, including interactions with their physical and social environments. Therefore, 

teachers need to be aware of their student’s learning processes and facilitate learning by 

providing meaningful experiences which students can build upon. Otherwise there will be 

a great disconnect between what teachers present and what students actually learn 

(Glasersfeld, 1989).  That is why this study seeks to examine the unique perspectives of 

students and the experiences they find meaningful when participating in the Screen It! 

program. In the final chapter a comparison will be made between the perspectives of 

educators and students to highlight meaningful or missed connections.  

Contextualism 

Contextualism is closely related to constructivism in that it draws from the 

psychology of human development and cognition; how humans grow mentally and build 

understanding through the organization of experiences and thought (DeRose, 1999; 

Glasersfeld, 1989). DeRose, an Associate Professor of Philosophy from Yale University, 

asserts that in contextualism, knowledge is completely dependent on the individual’s 

perspective. Truth about anything is only true in the individual’s eye because of the 

context that only they can place it in. The same experience viewed from another person’s 

discernable context denotes another truth. While completely valid and accurate, it is 

unique in comparison to any other person’s perspective (DeRose, 1999). For example, 
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two people could see a white cloud but interpret it differently because of their individual 

perspective. One might describe the cloud as resembling the shape of a flower, while the 

other person might describe it as resembling white cotton candy, because of their 

familiarity with flowers and cotton candy. Each interpretation of the cloud is valid and 

accurate, but unique due to the context in which each individual placed the cloud. Every 

concept, idea, description or thought about anything is created and understood by each 

individual in a different way because of the unique context in which each person situates 

information. This process of understanding and creating individual knowledge translates 

to contextual learning theory in that students reach conclusions from all information 

through a unique personalized context.  Likewise, in this study, students in the Screen It! 

program learn in different ways because of their unique life experiences and lenses 

through which each individual understands and contextualizes information.  

Sociocultural Learning 

“Sociocultural approaches emphasize the interdependence of social and individual 

processes in the co-construction of knowledge” (John-Steiner & Mahn, n.d.). 

Sociocultural approaches to learning are built upon the notion that all individual activity 

occurs in cultural contexts (John-Steiner & Mahn, n.d.). Therefore, students are most 

susceptible to learning when teachers recognize students’ individual processes are not 

separated from their cultural surroundings, beliefs, and structures. This sociocultural 

learning theory stems from the work of educational psychologist Lev Vygotsky (1896-

1934). He believed that child development was contingent on outside factors such as the 

physical environment, family, and cultural influences (Kozulin, Gindis, Ageyev, & 

Miller, 2003). His theories suggest that these social interactions influence and change a 

child’s thought and behavior during every interaction with humanity, making an entirely 

innate development impossible (Kozulin, 2002). Children’s natural instincts at birth are 
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immediately affected by the outside world and change the way they understand 

information depending on their experiences. The culture and society one lives and grows 

in affects the way they think and act, and, as a result, how one learns.  

Vygotsky’s Zone of Proximal Development (ZPD) also plays an important role in 

sociocultural learning theory. This concept asserts that adults and more knowledgeable 

peers provide a basis for children and/or less experienced individuals on which to grow. 

This is specifically significant for teachers who strive for the ultimate learning potential 

for children (Kozulin, 2002). This idea suggests that teachers provide scaffolding 

opportunities so that students build upon knowledge they already possess. This helps 

students learn from their past experiences, as well as connect prior knowledge to new 

knowledge. New knowledge stretches students or learners beyond their current 

knowledge base. Consequently, the focus should be placed on the student and situating 

learning around their previous experiences, cultural background and needs in the 

classroom. Likewise, in the Screen It! program students are encouraged to examine the 

community in which they live, to draw inspiration from their past experience. These prior 

experiences are starting points that they can build upon, with new experiences and 

knowledge of culture and the arts, from programs like Screen It!. Students can use their 

cultural experiences and knowledge as starting points when learning about new and 

similar cultural practices that take place within the arts.  

Contextual Model of Learning 

One learning model that is particularly important for contemporary classrooms 

and museums is Falk and Dierking’s (2005) Contextual Model of Learning. The 

overarching theme behind this theoretical framework is understanding learning within the 

practice of free-choice learning. It explores how students learn from and understand the 

world around them. The Contextual Model of Learning suggests that learning is a product 
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that occurs differently with each individual in association with the many changing factors 

of a person’s unique experience. This model draws from elements of constructivism, 

contextualism, and sociocultural learning theories. The Contextual Model of Learning, 

discussed by Falk and Dierking, is a learning framework that encourages learners to 

succeed in the world and gives meaning to their learning by contextualizing learning to 

an individual’s life and experiences. It also illustrates the process of learning and its 

association with an individual’s “personal, sociocultural and physical contexts over 

time” (Falk & Dierking, 2005, p. 745). The personal context refers to an individual’s 

personally constructed reality. This is comprised of what they see and believe to be true 

about the world. The sociocultural context refers to a community of learners who interact 

with each other and construct an understanding and perspective of the world through their 

cultural activities and beliefs as a group. The physical context refers to the context in 

which the learner is physically situated in; “all learning appears to be intrinsically bound 

to the environment in which it occurs, generalizable to new situations only when 

elements of an old context are recognized in the new” (Falk & Dierking, 2000, p. 65). 

Within the Screen It! program, students learn information that is presented to them by 

placing it in a context that relates to their personal life experiences and understanding of 

the world.  

Experiential Learning 

John Dewey’s theories on education and learning place emphasis on the concept 

that students make meaningful discoveries when the curriculum is relevant to their lives. 

Dewey’s theories focus primarily on making meaning through individual experiences 

with curriculum. He explains that experiential learning, which is essentially learning by 

doing, is only successful when the student discovers realities on his or her own. 

Traditional “static” teaching methods focus on the teacher as delivering or filling students 
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with new knowledge. This is not as successful as experiential learning, which advocates 

the process of learning by doing. Teachers should not change their students’ natural 

processes of learning to one based on the consumption and synthesizing of information 

presented in the classroom (Dewey, 1938).  Dewey’s approach to education focuses on 

the knowledge base of the student and scaffolds, or builds new experiences upon previous 

experiences.  

In addition, experiential learning focuses on the student. This is a student-

centered, as opposed to subject-centered approach to learning. Mayer (2005) points out 

that even with learning situations in an art museum, the knowledge a student or visitor 

takes away from their experience is personally generated; not from a teacher, exhibition 

designer, or curator. Mayer emphasizes the importance of the person in the learning 

process. “Museum learning should not be discipline-centered, but viewer-centered. 

Furthermore, the visitor should be an active participant in meaning-making” (Mayer, 

2005, p. 5). Therefore, the student should be the central focus and an active participant in 

meaning making, whether the learning activity occurs in a classroom or museum 

environment.  This is true in the Screen It! program because the museum educators strive 

to teach in a way that is meaningful and relevant to the students personal lives as well as 

the community in which they live.  

Curriculum 

New educational theories are frequently introduced to the field.  In addition, 

teachers are also required to utilize new curricula that support new standards. Through 

this ever-changing world, it’s vital to remember why we teach. We teach for the students. 

Research specialist and Professor of Education, Allan A. Glatthorn (1987) introduces an 

insightful way to organize our thoughts surrounding what curriculum is and how to think 

about what it truly becomes while teaching in real classrooms. Ideally, teachers are 
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introduced to curriculum goals, then subsequently plan curriculum from those goals. The 

next step is to implement curriculum goals in the classroom and students walk away with 

exactly what teachers and administrators intended from the lessons. However, many 

educators know that teaching goals and learning outcomes do not always neatly align. 

The needs and interests of the students are rarely taken into consideration in curriculum 

planning.  

The stages of curricula in the classroom can be divided into seven stages. A 

further explanation of these stages may help explain the common disconnect between 

what the teachers expect to teach and what the students actually learn. Allan Glatthorn, 

Judy Carr and Douglas Harris break (2001) down the structural concepts of curriculum 

into the following components: recommended, written, supported, tested, taught, learned, 

hidden and excluded. Recommended curriculum encompasses what is to be taught by the 

associated field of education, which is an example of a standardized curriculum. Written 

curriculum is what the school system projects to be taught throughout the district and 

typically takes the form of written guidelines that all teachers are expected to work from 

in their classroom, regardless of the subject matter or focus. Written curriculum also 

includes the documents compiled by classroom teachers themselves. The supported 

curriculum is one in which supplemental material is inclusive, such as textbooks, 

slideshows, computer generated resources, etc. Tested curriculum encompasses material 

included in standardized tests as well as other tests required by national, state and local 

standards. Taught curriculum is what teachers actually do in the classroom. “Researchers 

have pointed out that there is an enormous variation in the nature of what is actually 

taught, despite the superficial appearance of uniformity” (Glatthorn, Carr, & Harris, 

2001, p. 1).  
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Glatthorn, Carr, and Harris (2001) emphasize the significance of learned 

curriculum. This is what students truly learn from the program of study. It is my belief 

that this is the most important component of curriculum. As educators, we are teaching 

for the students.  However, what is it that students are walking away with? It is well 

documented that everyone learns differently. In Frames of Mind, Howard Gardner (2011) 

says, “an intelligence is the ability to solve problems, to create products, that are valued 

within one or more cultural settings” (p. xxviii). So, what do students as a whole perceive 

to be most meaningful in the curriculum? This disconnect, between learned curriculum 

and what is expected by the teachers and students, is a key focus of mine in this research. 

In this study, I want to uncover what is meaningful to students, as this will help inform 

future development for museum and school collaborations.   

Much like the taught curriculum, hidden curriculum is what is presented in the 

classroom. However, hidden curriculum is not tested and generally focuses on imparting 

ethics and morals. For example, teachers may subconsciously portray natural biases such 

as respect, kindness, and empathy through their rules and actions. Or, they may expose 

their political beliefs if they tend to focus on one side of an argument over the other when 

such discussions occur in class. Excluded curriculum is what was left out from the 

original curriculum, presumably because it could not fit into the lesson naturally. It gets 

addressed in another manner than what was intended, or it could be a choice by the 

teacher, such as censoring because a topic is seen as too risky to address, so the topic, 

issue, or lesson becomes excluded.    

In Curriculum Renewal, Allan Glatthorn (1987) examines the practical structure 

of curriculum, which he sorts into the following categories: recommended, written, 

taught, supported, tested, and learned curriculum. Glatthorn provides teachers with 

information on how to improve their curriculum so that it responds to the needs of their 
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students. Many educators advocate for individualized instruction in the classroom 

(Glatthorn, 1987; Fox, 2001). While a standardized curriculum has the benefit of 

providing concise information to all students in an efficient manner, there is a greater 

benefit in creating a curriculum that differentiates and responds to the specific needs of 

each student (Fox, 2001). Teachers, who best know their students’ interests and strengths, 

are able to provide an individualized experience tailored to individual students’ needs. 

So, students are then able to construct new knowledge by building on their previous and 

unique experiences, and in doing so focus on what is meaningful to them (Fox, 2001). 

The Screen It! curriculum connects to this idea because it does not conform to a set of 

standards, instead it changes and adapts to the needs of each group of students it is 

serving. The Mexic-Arte Museum’s educators meet yearly to discuss the program and 

update the curriculum as a whole to meet the school’s expectations for providing valuable 

programming. Additionally, each classroom and student is unique and growing, so the 

museum needs to grow with them and develop curricula to best fit their needs.   

Common Core Standards (CCS) 

There are many sets of standards that are adhered to throughout the United States 

public school system, but one of the most common across the states is the Common Core 

Standards (CCS). The Common Core States Standards Initiative, shown on their website 

at www.corestandards.org, introduced a set of standards in English and Mathematics 

curricula implemented across much of the United States. To date 45 states, the District of 

Columbia, and 4 U.S. territories have adopted these standards for their core curriculum in 

English and math (National Governors Association for Best Practices & Council of Chief 

State School Officers, 2012). The goals and purpose of the CCS is explained in their 

mission statement: 
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The Common Core State Standards provide a consistent, clear understanding of 

what students are expected to learn, so teachers and parents know what they need 

to do to help them. The standards are designed to be robust and relevant to the 

real world, reflecting the knowledge and skills that our young people need for 

success in college and careers. With American students fully prepared for the 

future, our communities will be best positioned to compete successfully in the 

global economy. (National Governors Association for Best Practices & Council of 

Chief State School Officers, 2012, para. 1) 

Although these standards were designed with students’ needs in mind, how can 

one set of standards address what is meaningful to every student in the United States. 

Students are diverse in their cultural backgrounds, values, and beliefs, as well as in how 

they learn, what interests them, and who and/or what they associate with. So, teachers 

need diverse teaching strategies and curricula to meet their students’ needs.    
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Figure 1: Common Core Standards in the United States, 2012. 

Interestingly, Texas is one state that does not employ the use of CCS in public 

schools. Texas decided not to implement CCS because they assert that their current 

standards are thorough and high quality (Texas Standards Compared to Common, 2011).  

Currently, Texas public schools use the Texas Essential Knowledge and Skills (TEKS) 

standards for curriculum. Although art TEKS are currently under revision, TEKS were 

first implemented in 1998. The TEKS provide standards for all required subjects ("Fine 

Arts Texas Essential," 2012). “The Fine Arts TEKS are required when providing 

instruction in Art, Dance, Music, and Theatre” (“Fine Arts Texas Essential," 2012). 

Similar to the Common Core State Standards, the TEKS offer teachers and students in 

Texas schools a clear and consistent understanding of what students are expected to learn 
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in each area of the fine arts. These standards were also created so teachers and parents 

can help their students reach these curricular expectations.   

Although the Common Core Standards are widely used in most states, many 

educators have not adopted them as a model for best practice. As curriculum becomes 

more standardized, it strays further from the needs and interests of individual learners. 

How are overarching standards in the classroom able to differentiate learning when the 

focus has been taken away from what teachers and individuals deem meaningful to learn? 

Standardized curriculum rarely provides for contextualization, which is crucial if students 

are to find meaningful connections to their learning. Criteria for student success in the 

classroom needs to be based on what students find most meaningful to them rather than 

prescribed by a greater authority (Anderson & Milbrandt, 2005).  

Individualized instruction is ideal because it places importance on each student. 

So, instead of simply focusing on an information-based approach or standard curriculum 

for art education, teachers can evaluate students’ responses to previous lessons and 

identify what is most meaningful to them at this point in their lives. Teachers can also 

employ class discussions to uncover student perspectives on curriculum, so they can take 

this into account for future instruction. Furthermore, Glatthorn, Carr, and Harris (2001), 

suggest that teachers should request permission from school administration to conduct 

surveys of students and parents in order to accurately identify specific student needs that 

may not be included in curriculum. An assessment of what teachers, students, and parents 

want included in the curriculum is important when considering or developing new 

courses, particularly if educators want to impact the drop-out rates in our schools. The 

inclusion of these wants and needs is paramount in the creation of a curriculum that is 

meaningful to the students. Reviewing students’ responses and reflecting on the 
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importance each identified need can also be helpful for teachers when actively 

implementing specific lessons in the classroom, i.e. taught curriculum (Glatthorn, 1987).  

Glatthorn’s perspective on curriculum can be a starting point for understanding 

many areas of instruction. It also illuminates the fact that all learners connect to various 

aspects of taught curriculum in a manner that is relevant to their needs. Since all learners 

have their own unique experiences, certain parts of a lesson may resonate with some 

students more than others. This causes each student to gain different understandings from 

a single lesson depending on the context of their individual life.  

Common Core Standards are important for educators in schools and museums to 

know, but certain programs should focus on the student perspective to develop and 

provide relevant learning experiences, instead of focusing on a set of standards. Instead 

of aligning with Common Core Standards, the Screen It! program provides curriculum 

that relates to prior experiences of the students.  

Authentic Instruction 

Another publication that identifies a similar student-centered philosophy on 

curriculum is Art for Life: Authentic Instruction in Art (Anderson & Milbrandt, 2005). 

Focusing on art learning, this text examines the content of curriculum in relation to 

teaching and learning strategies, which surround students’ individual lives. Each student 

has a unique style of learning as well as a unique collection of life experiences. Both 

should be taken into consideration when designing curriculum. The individual lifestyles 

and learning preferences of each student influences the way they absorb and respond to 

education, and should not be overlooked when developing instructional delivery methods. 

Art education curriculum and teaching strategies should encourage expression on a 

personal, social, and cultural level thoroughly facilitating students’ understanding of their 

life in relation to the world that surrounds them. This gives students a chance to examine 
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their experiences and get a more meaningful grasp on how they relate to and fit into the 

world as a whole.  

Authentic instruction is an important approach to curriculum because this strategy 

connects students with authentic issues and problems in the world around them 

(Anderson & Milbrandt, 2005). In the art classroom, this approach may connect students’ 

life experiences with artists, screen printers, painters, designers, museums, as well as 

possible career options. This instruction for students in the art classroom is 

extraordinarily significant in opening students’ eyes to job possibilities as well as cultural 

connections beyond the high school classroom. An example of such a cultural connection 

is if a student was able to learn about an art form that originated from a country where 

that student used to live. Cultural connections are made if a student is able to recognize 

an artistic process or product that relates to a culture they identify with. In addition, this 

approach focuses on the individual through personal connections.  

This authentic form of instruction can expand the scope of possibilities for 

students in ways that standard curriculum cannot because it allows for the insight of 

students’ perspectives. In this case, a student’s scope of possibilities reference what 

students believe they can achieve through their education or career goals. At many times 

and in many cultures throughout world history, the purpose of art has been to act as a 

vehicle to convey the human narrative. Art has also defined who we are as individuals 

and what we believe. Therefore, art can convey what is personally meaningful. “Art 

education for life is comprehensive education based on content and on the premises of 

authentic instruction, which recognizes works of art as both windows into and mirrors of 

our lives” (Anderson & Milbrandt, 2005, p. 3). Authentic instruction encourages teachers 

to engage students by accessing what is important to the student and developing a 

genuine understanding of the student’s perspective (Newmann & Wehlage, n.d.).  This 
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style of instruction provides teachers with a reason to gain the trust of students while 

providing them with a meaningful curriculum. Teachers need to be especially aware of 

what their biases are, so they can avoid inserting what is most significant to their life into 

the curriculum. Instead, teachers should purposefully focus on students’ needs in their 

curriculum and instruction.  

Fred Newmann and Gary Wehlage’s Five Standards for Authentic Instruction 

(n.d.) provides a framework for teachers to utilize in the classroom. This article explains 

how and what teachers can do to successfully engage students in meaningful learning. 

These five standards include higher-order thinking, depth of knowledge, connectedness to 

the world beyond the classroom, substantive conversation and social support for student 

achievement (Newmann & Wehlage, n.d.). Figure 2 shows the scale with which teachers 

can identify to what degree their instruction meets these standards in the classroom. Each 

of these standards encourages students to challenge their mind to grow from existing 

knowledge and experiences.  

 

 

Figure 2: Five Standards of Authentic Instruction (Newmann & Wehlage, n.d., p. 2) 
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To address higher-order thinking, teachers are urged to move away from 

presenting pre-specified facts or concepts for the students to memorize and move toward 

challenging students to change the way they think about information and construct new 

meanings, subsequently providing students with knowledge constructed from problem 

solving in a manner that is personally meaningful. Depth of knowledge is important and 

when fewer issues are addressed in a more profound and significant way for students, 

instead of focusing on numerous general topics, students are more likely to synthesize a 

single topic that is explained in more detail and is personally significant in relation to 

their life experiences (Newmann & Wehlage, n.d.). This leads into the importance of 

connecting curriculum and instruction to a larger context, such as an idea or issue that is 

visible in the world outside the classroom (Newmann & Wehlage, n.d.). This approach 

promotes learning because it allows students to view a problem that is significant to their 

life, rather than only necessary for academic achievement. This framework also addresses 

the importance of a meaningful and shared dialogue between teachers and students in the 

classroom, as well as the need for an environment that supports social growth through 

mutual respect among all people in the classroom, including teachers and students, 

regardless of age or developmental status (Newmann & Wehlage, n.d.).   

There is a definite difference between the curriculum that educators typically 

intend to be learned and what is actually learned by students. Because of this, it is 

important to consider what is taught in the classroom through the curriculum to provide 

students with valuable experiences that have the most potential for students to attain 

meaningful and beneficial experiences through art instruction in the classroom.  

Conclusion 

The purpose of this review of literature was to examine scholarly research 

supporting the focus of this research. This chapter analyzed the structure of museum 
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school partnerships, described curriculum, and relevant learning theories. This study 

emphasized the importance and needs of the learner. Educators must listen to their 

students. What are their needs? What experiences do they perceive to be most meaningful 

in their lives? How can we teach in a way that will engage learners and prove beneficial 

for the student?  

In an era of alarming dropout rates, educators must strive for ways to engage 

learners. The Intercultural Development Research Association (n.d.) published statistics 

showing that 1 in 4 students drop out of public schools in Texas each year. See Figure 3 

for a more comprehensive view of information relating to dropout rates in Texas. 

 

 

Figure 3: Attrition and Dropout Rates, n.d. 

Meaningful curriculum that relates to students’ lives, experiences, cultures and 

interests may hold promise for lowering these dropout rates by expanding the students’ 

thirst for learning. Screen It! is one program that allows for students to explore their 
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personal life, community, and culture within their school, neighborhood, city, or state by 

incorporating relevant topics and issues into the curriculum. The following chapter 

provides an overview of the methodology for this research study. Then an analysis of the 

information collected from the Screen-It! program will be discussed.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 34 

CHAPTER 3 

METHODOLOGY 

Introduction 

This chapter provides an overview and description of the methodology used for 

this study. It describes why qualitative research, and in particular case study was well 

suited to answer the research question. Next, a description of the sample selection focuses 

on purposeful sampling, the participants, and the researcher involved in this study. Also, 

it discusses ethical treatment of subjects. In addition, it provides a description of the 

location and duration of this study, as well as the methods and processes used for data 

collection and analysis.  

Qualitative Research 

 In Research Design, John W. Creswell (2009) asserts that there are three types of 

research designs: qualitative research, quantitative research, and mixed method research. 

Creswell describes the three:   

Qualitative research is a means for exploring and understanding the meaning 

individuals or groups ascribe to a social or human problem. Quantitative research 

is a means for testing objective theories by examining the relationship among 

variables. Mixed method research is an approach to inquiry that combines or 

associates both qualitative and quantitative forms. (2009, p. 4)   

Qualitative research was best suited for this study. This type of research relies on text and 

image data, applies diverse methods of inquiry, and employs unique methods of data 

analysis (Creswell, 2009).  In fact, many types of studies focusing on topics such as 

philosophical studies or cultural perspectives lend themselves to qualitative research 

methods because qualitative research explores how people understand themselves, others, 
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and the world around them by providing thick descriptions of a phenomenon. Key 

characteristics of qualitative research include, but are not limited to the following: the 

study that takes place in a natural setting, the researcher serves as a key instrument, the 

study utilizes multiple sources of data, it focuses on participants’ understandings of a 

phenomenon, employs an emergent design, and is interpretive in nature. This study used 

qualitative research because this investigation of the Screen It! program aligned with 

several of the aforementioned characteristics. First, this research took place in its natural 

setting, which was the Akins High School art classroom. Second, as the researcher my 

role was key in ultimately providing a voice for the students and explaining how they 

viewed the Screen It! program and what they found meaningful in their experiences. My 

role as the researcher was also crucial to the outcome of this study because qualitative 

research allows in-depth analysis of a person’s thoughts or processes, which quantitative 

cannot necessarily account for. Third, uncovering the participants understanding of what 

was meaningful about the Screen It! program lent itself to qualitative methods reported 

through thick description of multiple viewpoints. This study utilized observations, 

interviews, surveys, and documents as sources of data. This study utilized personal 

observations, notes, and interpretations of the program during analysis and writing: the 

main focus was on the in-depth insights and perspective of participants (Stake, 1995). 

These elements were central to this research. Qualitative research allows for thick 

description, which provides opportunity for the reader to obtain a deeper understanding 

of the phenomenon. The focus of this case study was the Screen It! program and students’ 

perceptions of their experience. This form of research also allows for inductive analysis 

of data. This was necessary in this study because it was unknown at the start of this 

research what themes would emerge.  
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Case Study 

Qualitative research can be further broken down into general types of approaches. 

These are biography, phenomenology, grounded theory, ethnography, and case study 

(Creswell, 1998). A case study is a study of a specific phenomenon, which is intrinsically 

bounded (Merriam, 1988).  “A qualitative case study is an intensive, holistic description 

and analysis of a single instance, phenomenon, or social unit” (Merriam, 1988, p. 21). 

However, Robert Stake in The Art of Case Study Research (1995) focuses on identifying 

the unit of study that defines the case. This research employed the qualitative method of 

inquiry through case study research, where the case was one specific population of 

students and teachers from a Drawing I high school class participating in the Screen It! 

program. Furthermore, this study took place at one point in time, fall 2012, and in one 

location, Akins High School in Austin, Texas. This study employed case study research 

to gain an understanding of students’ perspectives on what was personally relevant and 

meaningful about this specific program. My goal as a researcher was to observe this 

program with minimal interruptions to the regular classroom activities in order to 

maintain a natural learning environment for all participants. By utilizing direct 

observations in the high school classroom, naturalistic research has the opportunity to 

achieve the best results because of the authentic circumstances involved (Stake, 1995).  

Sample Selection 

For every study the researcher must identify a unit for analysis: the sample. Every 

researcher must first select a sample to study prior to conducting research. Sampling can 

be separated into two types: probability and non-probability sampling (Merriam, 1998). 

Probability sampling is most often used when gathering random samples and used to 

generalize results from the group being researched across a much larger body of 

individuals. Since qualitative research avoids generalizations in data analysis, this method 
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of selection is not ideal (Merriam, 1998). Nonprobability sampling is best suited for 

qualitative studies, the most common form of which is purposeful sampling (Merriam, 

1998).  

Purposeful Sampling 

Merriam (1998) states that “Purposeful sampling is based on the assumption that 

the investigator wants to discover, understand, and gain insight and therefore must select 

a sample from which the most can be learned” (pg. 61). Furthermore, Merriam (1998) 

explains that even purposeful sampling can take many different forms such as typical, 

unique, and convenience sampling. A typical sample examines an average population or 

phenomenon of interest. A unique sample illustrates an exclusive or unusual phenomenon 

of interest. Convenience sampling is utilized based on the most opportune time, location, 

availability, cost, etc. The participants in this study were purposefully selected to help 

answer the research question. Since the Screen It! program is offered to both high school 

and elementary school students, a choice had to be made as to which population to study. 

Ultimately, I selected the high school student population for two reasons. One, the high 

school program was scheduled at a time that accommodated my schedule. Second, I 

expected that high school students would be better able to articulate their experience. In 

order to learn greater detail about the Screen It! program as well as student opinions 

about their learning experience, eighteen students were purposefully selected, as well as 

the classroom art teacher and artist educator, all of whom were associated with one 

specific class. Additionally, three Mexic-Arte Museum educators interviewed were 

selected because of their knowledge and implementation of the specific Screen It! 

program.  

The three, out of a total of eighteen, high school students selected for semi-

structured interviews were purposefully selected based on the following criteria. First, the 
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cooperating classroom art teacher recommended each student.  Second, the students had 

to show engagement in the Screen It! program and were willing to be interviewed.  

Participants 

The participants of this study included the following: eighteen high school 

students, evenly divided between nine girls and nine boys, one high school art teacher, 

one artist educator, and three museum educators. These individuals were all involved 

with the Screen It! program in fall 2012 at Akins High School, located in Austin, Texas. 

These people were studied with the purpose of identifying a holistic perspective on what 

was meaningful in relation to the Screen It! program. All had unique life experiences 

relating to art. In this study I provided each participant with a pseudonym in the form of 

an alternate name.  Pseudonyms protect the participants’ identity and provide them with 

anonymity in research (Ogden, 2008).   
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Table 1: Participant Information Table1 

                                                
1 To clarify the above table, all 18 students were listed because of their participation in the observations.  
However, male high school students (1-3) who also participated in interviews, were given an additional 
pseudonym, in order to make reporting of their comments easier for the reader to distinguish. Students (4-
18) did not participate in any interview. However, they were all observed and participated in the 
questionnaire.  
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To offer an explanation for table 1, the following provides a deeper description 

about key participants in this study. There were two main educators involved with this 

study, Evan and Dorothy. Evan, is an art teacher at Akins High School in Austin, Texas. 

He helped the artist educator2 with small tasks associated with the projects presented in 

his class through the Screen It! program. Such tasks included helping to answer students’ 

questions regarding screen-printing techniques, the design of their projects for Screen It!, 

and the use of materials provided by the school. The artist educator, Dorothy, who had 

worked for the Mexic-Arte Museum for approximately nine months, provided instruction 

on techniques of screen-printing and how to design a print for a certain audience. In this 

case, designs were to represent the identity of Austin, Texas, and reflect the Mexic-Arte 

Museum. Dorothy also provided students with a brief definition and overview of the 

usefulness of entrepreneurship in the arts.  

There were three museum educators involved in this study. They were Alan, 

Marvin, and Eliza. Marvin provided the artist educator with the screen-printing materials 

and a written curriculum for the Screen It! program. Marvin had an extensive background 

as a screen-printer prior to working for Mexic-Arte as a museum educator.  His official 

title is Education Associate. At the time of this study, Marvin had worked for the 

museum for approximately ten months. At the same time, Alan had worked as the 

Education Director for the museum for approximately eleven months. His emphasis for 

this program was on the use of technology in the classroom. Alan left the museum at the 

beginning of this study and Eliza took the position of Education Director of Mexic-Arte. 

She started in August 2012 and had a particular interest in developing the Screen It! 

program to be self-sustainable by teaching students through an entrepreneurial approach 

                                                
2 The artist educator, Dorothy, was hired by the Mexic-Arte Museum. She provided screen-printing 
instruction in the high school art classroom.  
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to screen-printing. Initially she hoped to have student designs from the Screen It! 

program printed on T-shirts and sold in the Mexic-Arte Museum store. The profit from 

these T-shirts would then fund the Screen It! program, making it self-sustainable. These 

five adult participants were key in revealing unique perspectives and the meaningfulness 

of the program, which will be discussed in the data analysis portion of this chapter.  

Eighteen students participating in Evan’s art class were observed for this study. 

Three of those students also participated in interviews. Each of these three students were 

male and between ages 14 and 19. Abe was the first student interviewed. He was 

extremely interested in the arts, drawing in particular, and had a certain talent for digital 

design. During the Screen It! program he volunteered to take his group’s project and 

work on it from home. He gained a lot of enjoyment from working with the museum and 

learning about Photoshop and screen-printing. During classes he showed interest in 

working with other students and making new friends. He was also very interested in 

learning more about screen-printing and could have benefitted from greater in-depth 

instruction in the screen-printing process and techniques. Additionally, he was interested 

in learning about the business side of producing art as a professional, and mentioned a 

need for learning about the laws and rules associated with design. He was concerned with 

the consequences associated with copyright and image copying laws. Overall he appeared 

to be happy and fulfilled by making art and wanted to continue learning.  

Jonathan was the second student interviewed. He appeared as a shy student when 

talking to teachers and authority figures, but was talkative within his peer groups. He was 

less familiar with working on computers and many times asked for help using Photoshop. 

Within his group he took a passive role working from other students’ instructions and 

suggestions when it came to design. Also, he seemed uncomfortable or reserved in the 
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interview, responding to questions with short responses or yes/no answers. It was obvious 

he was not excited in art, and other subjects or activities were frequently on his mind.  

Leo was the third student interviewed. He was more familiar or more comfortable 

with the concepts and process of screen-printing. He was interested in learning more 

advanced techniques of screen-printing as well as more about the business principles 

associated with becoming a professional artist or printer. During the program he was 

excited and seemed to take a leadership role in his group during the design part of the 

project. His strengths seemed to fall to Photoshop and working with a group of students 

on collaborative work. He encouraged other students with their designs and passed along 

his interest in screen-printing through his inquiries into the practical application process. 

He also had a good work ethic and seemed genuinely interested in learning.  

Locations 

There were two principle locations for this study: Akins High School and the 

Mexic-Arte Museum (See Appendix E: Principal Agreement; Appendix F: AISD 

Approval, and Appendix G: Mexic-Arte Museum Site Letter). This study took place 

mainly at Akins High School. This school is located in south ���Austin, Texas and serves a 

predominately Hispanic student population (See Figure 4).  
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Figure 4: Akins High School Student Demographics (Performance Reporting, 2012) 

In conducting this research the goal was to collect data with minimal disruptions from the 

regular activity that took place during the regular school day. For this reason, one student 

survey for eighteen students, as well as three student and one teacher interviews occurred 

at this school in the Austin Independent School District. The four museum educator 

interviews took place at the Mexic-Arte Museum located at 5th street and Congress 

Avenue in downtown Austin, Texas.  

Akins High School, located in Austin, Texas, is a Title I school. Schools receiving 

Title I funding are part of a federally funded grant program that originated in the 

Elementary and Secondary Education Act of 1965 ("Title I- Helping Disadvantaged," 

n.d.). This legislation emerged to reduce the gap between affluent and economically 

disadvantaged school districts. Funds from this program go to each state and school 
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district based on a certain formula that determines a schools need. This formula is based 

on the number of low-income students and the state average cost of schooling for each 

student. With this information, each state provides the Title I grant funding to the schools 

with the greatest need ("Title I- Helping Disadvantaged," n.d.). According to the 

Wikipedia.org webpage, Elementary and Secondary Education Act, Title I schools in 

Texas are defined by the percentage of students who qualify for free or reduced lunches, 

which is 40% in this case. Additionally, nearly 72% of Akins High School students are 

economically disadvantaged.  

Additionally, all students who attend Akins High School live in the Dove Springs 

community in south Austin. This community is identified by the 78744 zip code. Most 

students at this high school are considered at-risk. The Texas Legislative Budget Board 

defines at-risk youth as, “…youth who have significant potential to enter or further 

penetrate the juvenile and/or criminal justice system” (Legislative Budget Board, 2013). 

Observations at Akins High School revealed the school to have a clean and 

welcoming atmosphere. A few trailers were placed towards the back of the building to act 

as additional classroom space. This gave the impression that the school was lacking 

funding and resources, although school building seemed new.  
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Figure 5: Map of Area Surrounding Akins High School (Google maps, 2013) 

The neighborhood surrounding the high school consisted of a few small 

townhouse communities and a Wal-Mart and Target shopping center. The school was 

also a short distance from a major highway, Interstate 35. Figure 5 depicts the area 

surrounding Akins High School.  
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Figure 6: The Mexic-Arte Museum (Image_8558724, n.d.) 

Figure 6 shows the front and side views of the Mexic-Arte Museum. This 

museum is located in downtown Austin, Texas. The museum building holds two galleries 

and a gift shop located in the front of the building. The main gallery space is separated 

into two rooms and has an open and welcoming environment. The second gallery space, 

the annex gallery, flows from the main space and is located directly behind the main 

gallery. The museum moved into this building in 1988. This particular building, 

constructed in 1910, is in need of some repairs. The overall impression of the museum is 

quaint and community oriented. Unlike contemporary museums with recent renovations 

and contemporary architecture, this museum shows its age in the original architecture 

with textured exterior walls, creaky wooden floors, and an intimate annex gallery space.  
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Duration of Study 

The study took place during eight, 92-minute class periods over the course of 

approximately four weeks from November 13, 2012 until December 14, 2012. During the 

sixth class period on December 10th, eighteen students completed surveys that collected 

data regarding their perspective of the program in relation to their lives (see Appendix A: 

Student Survey). I conducted three student interviews, one teacher, and three museum 

educator interviews following the duration of the Screen It! program at Akins High 

School and the Mexic-Arte Museum from December 2012- February 2013. Data analysis 

began concurrently with data collection during fall 2012 and was completed in late spring 

2013.  

Myself as a Researcher 

In this section I describe my background and experiences in the field of art 

education to clarify my probable biases. This self-reflection is an honest narrative that 

provides transparency for readers. Additionally, as the researcher, reflecting on my 

experiences is essential in qualitative research because my lens ultimately shaped 

findings that emerged from data analysis. 

I am a Caucasian female in my mid-twenties, originally from a college town in 

Pennsylvania. I received my Bachelor of Science Degree in Art Education, with a focus 

in Museum Education, from the Pennsylvania State University. In 2011 I relocated to 

Austin, Texas to enroll in the graduate program in Art Education with a Museum 

Education emphasis at The University of Texas at Austin. I have approximately three 

years of professional experience working in various venues for art education. In 2009, I 

worked as a drawing instructor for the Center for Arts and Crafts in State College, 

Pennsylvania. During the summer of 2010, I worked for GoggleWorks Center for the 

Arts in Reading, Pennsylvania as an intern in the education department. In 2010 and 2011 
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I also interned with the Community Arts Collective as an administrative intern for their 

community mural project. During the summer of 2012, I worked as the graduate intern 

for the education department of the American Visionary Art Museum in Baltimore, 

Maryland. Additionally, I spent the majority of 2012 interning at the Mexic-Arte 

Museum of Art in Austin, Texas, both as a graduate intern in education and the graduate 

research assistant.  

I have a natural bias as a researcher based on my gender, age, ethnicity, and my 

experience working as an art educator in a variety of museums and community-centered 

organizations. In qualitative research identifying one’s bias is important because past 

experiences inform the lens we use to conduct research. My teaching philosophy also 

plays a large part of what I value in art education. Art is a vehicle that we can use to teach 

our communities about the world and where we can make a difference. I believe that art 

can inspire a positive perspective and promote effective change in the world. Hence, 

people who can relate to art on a personal level are more likely to have meaningful 

connections with the object. Furthermore, I believe that teachers should treat students as 

equals, effectively reinforcing the constructivist view that we all learn from one another. 

Teachers should also act as facilitators for student or visitor learning through experiences 

with art. Service learning also plays a large part of what I value in art education. Art is a 

vehicle that we can use to teach our communities about the world and where we can 

make a difference. Art can inspire a positive perspective and promote positive change in 

the world.  

Ethical Treatment of Subjects 

Any research with human subjects requires special considerations for ethical 

treatment of participants. Under guidelines for an expedited study, The University of 

Texas at Austin’s Institutional Review Board (IRB) has approved this study. See 
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Appendix D: IRB Approval. This means that there were minimal risks for the human 

subjects participating in this study. Each participant received and signed a consent form, 

which was necessary because it ensured that all participants were informed about all 

aspects of the study and had the option to participate or not without penalty. Parental 

permission was also needed for students who were under 18 years old. See Appendix C: 

Sample Consent Forms. Additionally, this study did not use the real names of any 

participants.  Instead, pseudonyms replaced the participants’ real names in this report.   

Data Collection 

The case study method in qualitative research utilizes a variety of approaches to 

collect and record data (Creswell, 2009). This study utilized field observations, semi-

structured interviews, a student survey, as well as museum documents and artifacts. Field 

observations consisted of observing the high school art classroom eight times and hand 

writing field notes. Semi-structured interviews were audiotaped with three high school 

students, one art teacher, one artist educator, and three museum educators. Eighteen high 

school students completed a survey near the completion of the Screen It! program. 

Additionally, an analysis of museum documents related to the Screen It! program ensued, 

including printed, videotaped, and archival material.  

Participant Observation  

Participant observation is the process of studying an activity and, as a researcher, 

learning from the people observed through description, analysis, and personal 

interpretation (La Pierre & Zimmerman, 1997). Participant observation can range from 

full participant in an environment to full observation where the researcher removes 

themselves from the activities and engages only by watching the participant actions and 

interactions (La Pierre & Zimmerman, 1997). If participant observation were illustrated 
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on a continuum it would place full participation by the researcher on one end and full 

observation on the other. 

Participation	  Observation	  Continuum	  

 

Figure 7: Participant Observation Continuum 

In this study, I was a participant observer for the Screen It! program. On the 

above participant observation continuum, my role as the researcher was as nearly a full 

observer. I did not teach the students and had little interactions with them, except for 

informal conversations about their artwork and thoughts concerning the Screen It! 

program. 

Additionally, observational protocols for recording data during observations could 

take the form of written descriptive notes, reflective notes, or demographic information 

(Creswell, 2009). Descriptive notes give a detailed account of the participants’ 

characteristics, the dialogue, the physical environment and the activities that were present 

during the observation.  Reflective notes provided personal insights of various details 

present during the observation from the perspective of the researcher. Demographic 

information is the data concerning details of the time, place and date from which the 

observation takes place (Creswell, 2009). To some degree, this study utilized all three 

types of observational notes, but the majority of daily notes tended to be descriptive. I 

was interested in capturing the students’ actions and conversations so that I could reflect 

on them at a later time.  
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Interviews 

An interview is a social communication between individuals based on the process 

of asking and answering questions. They most commonly occur for research purposes in 

the social sciences (Crawford, 2009). Interviews can be subcategorized into unstructured 

interviews, semi-structured, and structured.  

Semi-structured interviews typically include a list of pre-constructed but open-

ended questions relating to the topic of research and problem being examined in the study 

(Ayres, 2008). In semi-structured interviews, “the researcher has more control over the 

topics of the interview than in unstructured interviews, but in contrast to structured 

interviews or questionnaires that use closed questions, there is no fixed range of 

responses to each question” (Aryes, 2008, p. 811). This allows for natural conversations 

to take place during the interview. The natural discourse that may arise from pre-

constructed questions may reveal valuable information in relation to the study. Allowing 

room for natural and spontaneous responses from the interviewee can also reveal 

information pertinent to the study that may not have been apparent in the researcher’s 

initial hypothesis. Creswell (2009) also states that the interview protocol includes 

recording information in the form of hand-written notes as well as audio recordings or 

video recordings. This study used hand-written notes in addition to audiotapes of each 

interview to ensure that the information was recorded in the event of equipment failure. 

So, if the audio recorder failed to capture the conversation that occurred during an 

interview, the researcher could rely on hand-written notes as data representing the 

interview. Once each interview concluded, the researcher composed transcriptions of the 

taped conversations, followed by the disposal of the digital audio recording. 

Transcriptions guaranteed that the exact words spoken during the interviews were 
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recorded. This helped ensure accuracy, so that the interviews were reliable sources of 

participants’ voices.  

Surveys 

According to Creswell (2009), surveys provide a “quantitative description on 

trends, attitudes, or opinions of a population by studying a sample of that population” (p. 

145). The purpose of the survey in this study was to gauge if, and to what degree, the 

high school students found the Screen It! program to be meaningful. Collected at one 

specific time, the survey used for this study consisted of eleven questions (See Appendix 

A: Student Survey). The school art teacher, Evan, administered the survey to the eighteen 

students participating in this study on the second to last week of the program. He 

distributed at the beginning of the class period and it took students approximately five 

minutes to complete. The survey (See Appendix A) included two yes or no questions and 

three open-ended questions that allowed students to write in their own answers based on 

their perceptions or attitudes, and six questions implementing the Likert scale. Boslaugh 

(2008) describes a Likert scale as a: 

Rating scales used in questionnaires that measure people's attitudes, opinions, or 

perceptions. Subjects choose from a range of possible responses to a specific 

question or statement, such as "strongly agree," "agree," "neutral," "disagree," 

"strongly disagree." Often, the categories of response are coded numerically, in 

which case the numerical values must be defined for that specific study, such as 1 

= strongly agree, 2 = agree, and so on. Likert scales are named for Rennis Likert, 

who devised them in 1932. (p. 602) 

In this study, this type of scale was helpful in revealing to what degree students agreed or 

disagreed with information about the Screen It! program.  
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Documents 

Case studies use documents as a reference to identify key topics that relate to the 

situation being studied.  Documents are also important to case study research because 

they provide direct information from the source or secondary material that provides an 

account of the case written by others (Creswell, 2009). 

This study utilized a collection of museum documents including printed, 

videotaped, and archival material that related to the Screen It! program. The museum’s 

education department provided these artifacts, which represent information created or 

compiled by museum staff and personnel over the past five years. The information 

gathered from the Mexic-Arte files for this study was utilized to analyze the museum’s 

educational philosophy and curriculum for the Screen It! program.  

Data Analysis 

The process of data analysis required exploring all collected data from the study 

in order to form an understanding of the information as a whole. The goal of analysis is to 

form a larger meaning of all data collected during research. This process of finding the 

meaning behind presented and recorded information can take many forms depending on 

what type of study that is conducted and the tools used for analysis (Creswell, 2009). 

Data analysis is also typically separated into two separate approaches: inductive or 

deductive reasoning strategies. Inductive analyses summarize raw data and information 

collected from research and establish concise links between research objectives of the 

study and findings from collected data. Emergent themes are derived from an inductive 

approach and come from a structure of multiple experiences revealed in the raw data 

(Thomas, 2003). An inductive approach considers multiple meanings and perspectives 

when analyzing text or other data from a study. An inductive reasoning analysis then 

breaks up the findings into multiple sections denoting diverse meanings behind the 
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collected raw data. On the other hand, deductive reasoning analyses focus on determining 

a logical conclusion from general data or information. This study utilized inductive 

reasoning for data analysis because there were no preset themes. As the researcher, I 

identified patterns from the data and made connections to the research objectives in order 

to select the main emergent themes used in this study.  

Methods for data analysis in qualitative studies can also include forming a 

detailed description of the environment and research participants followed by inductive 

analysis of the most common themes visible in the data. Some data analyses take place 

continuously throughout the study, based on the researcher’s natural instinct to synthesize 

information as soon as it is recorded (Creswell, 2009). This personal interpretation of 

research is one form of analysis that took place during this study. The next section 

focuses on coding where I will describe how I coded the data in this study.    

Coding 

Coding is a method used for organizing text from transcriptions and identifying 

patterns or themes from the organized material (Auerbach & Silverstein, 2003). This 

process occurs prior to assigning meaning to information (Rossman & Rallis, 1998). An 

issue accompanying coding is whether a researcher should utilize predetermined codes to 

fit data into predetermined categories or limit their research to emergent codes (Creswell, 

2009). This study used both emergent codes derived from interviews and observation 

notes, as well as predetermined codes that were the main topics of the surveys. In short, 

different types of coding were most appropriate for different types of data. 

Emergent codes are groups of similar information that come straight from text, 

while predetermined codes are ones that the researcher established prior to collecting data 

(Creswell, 2009). Benaquisto (2008) explains that “Codes may be developed prior to data 

collection or may emerge inductively through the coding process. In qualitative research, 
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discussions of coding most often center on the inductive process of searching for 

concepts, ideas, themes, and categories that help the researcher to organize and interpret 

data” (p. 86). 

Analysis of transcriptions can be accomplished in multiple ways. Some 

researchers code transcriptions of interviews through a lengthy process of color-coding 

sections based on employing the cut and paste commands to transfer similar themes to 

separate documents (Creswell, 2009). This system allows researchers to organize their 

themes in a visually stimulating manner, which allows easy recognition of themes based 

on a certain color or document. This method of coding is useful for analysis of 

transcriptions, observation notes, and surveys. The other option is to use a computer 

software program to code and organize the emergent themes. This process is much faster 

and employs programs such as Microsoft Excel, NUD-IST and ATLAS/ti. This method is 

considered to be most efficient when sorting and organizing qualitative data although the 

researcher will still be required to review each detail of data (Creswell, 2009). This study 

used Microsoft Excel to organize coded data from interview transcriptions and surveys.  

Computer software, like Excel, is an excellent tool for sorting and locating 

information from raw data.  This study utilized Excel to compile survey data into charts 

and percentages that accurately represented the themes that emerged from the surveys. 

This system of coding is beneficial when the focus is to efficiently and accurately 

emphasize central themes from the data (Creswell, 2009).  

Another form of coding employed through data analysis is general coding of text, 

which entails finding word patterns in text. For the purpose of general coding, Wordle 

was a good fit because it provided a visual representation of patterns in the data. Wordle 

is a program available online (http://www.wordle.net/) that creates an artistic visual 

representation of text from your data. By inserting a text based document the website 
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generates a word cloud that displays the most prevalent words in larger text compared to 

words that are less frequent. This example of a Wordle word cloud comes from the 

nursery rhyme and tongue twister Peter Piper (The Oxford Dictionary of Nursery 

Rhymes, 1951):    

 

Figure 8: Wordle Example 

This word cloud illustrates the words that are most often repeated in the nursery 

rhyme larger in comparison to the words used less often. This aids in identifying the most 

frequent language used in a body of text. Therefore illuminating patterns in the data is 

accomplished in this visual representation. After creating the Wordle I re-read the 

interviews and saw three themes begin to emerge.    

This form of coding and data analysis allows for multiple interpretations of why 

certain words are more dominant than others, which leads back to the issue of validity. 

Validity is addressed in this study through multiple modes of coding data from students 

surveys, which were then cross-referenced with student interviews as well as interviews 

from the art teacher, artist educator, and three museum educators. The issue of validity 

within this study is addressed more fully in the next section: Triangulation. The final step 
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in analysis is forming an interpretation of the data; essentially to see what are the lessons 

learned (Creswell, 2009). Personal interpretations of any data collected can inherently 

influence the analysis of information; this is why the use of multiple modes of analysis is 

important when analyzing any data.  

Triangulation 

Triangulation utilizes a combination of techniques to reinforce and validate a 

qualitative investigation (Patton, 1990). Triangulation was utilized in this study by 

comparing the results of observations, interviews, and surveys. The objective was to 

collect data through varied methods in order to see if the findings from each tool 

supported one another (Patton, 1990). A deeper understanding of the Screen It! program 

as a whole, and in particular students’ perspectives on what was meaningful about the 

program, was achieved by employing three methods of data collection. By crosschecking 

data from each method of collection, this validated the themes that arose during analysis 

(Stake, 1995). Triangulation was also utilized by obtaining multiple perspectives from 

various participants during this study. I interviewed the high school art teacher, museum 

educators and students participating in the Screen It! program. By obtaining perspectives 

from three separate and varied types of participants involved with Screen It!, this study 

utilized triangulation as a way to check the meanings that participants reported. The 

triangulation of data made visible the differences or similarities of these perspectives. 

This form of triangulation also validated this research, ensuring that it was not one-sided 

and provided an accurate representation.  

Transferability 

The readers of research studies employ transferability (Barnes, et. al, 1993). 

“Unlike generalizability, transferability does not involve broad claims, but invites readers 
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of research to make connections between elements of a study and their own experience” 

(Barnes, et. al, 1993, p. 1). The information and examples represented in this study have 

the potential to transform educator attitudes and inform their professional practice, as it is 

hoped that they will make their own connections to the results of this study.  

Conclusion 

This chapter provided an overview of the methodology employed through data 

collection and data analysis. Qualitative case study research with an inductive approach 

with the use of coding and triangulation of data analysis was specifically chosen for this 

study. The next chapter will introduce the background of the Mexic-Arte Museum’s 

Screen It! program and prepare you with information about the current program, leading 

to an analysis of data collected during this study.  

 

 

 

 

 

 

 

 



 59 

CHAPTER 4  

A DESCRIPTION OF THE SCREEN IT! PROGRAM 

Introduction 

This chapter provides an overview and description of the Screen It! program. It 

outlines the context of the Mexic-Arte Museum, the museum’s education department, and 

the educators’ roles on Screen It!. Since this study focuses on the perceptions of students 

regarding this program, background information is important to provide a context for 

readers to understand what students experienced. Additionally, information outlining the 

museum staff’s perception of the purpose of the Screen It! program sets the stage for a  

comparison to students’ perceptions, which will be provided in the Chapter 5.  

Mexic-Arte Museum 

Founded in 1984 by Sylvia Orozco, the Mexic-Arte Museum is a non-profit 

organization recognized as “the official Mexican and Mexican American Fine Arts 

Museum of Texas” designated by the 78th Legislature of the State of Texas (Mexic-Arte 

Museum, 2012). Located in Austin, Texas the Mexic-Arte Museum is dedicated to 

enriching the community through education programs and exhibitions that focus on 

traditional and contemporary Mexican, Latino/a, and Latin American art and culture. 

Therefore, the museum is primarily an educational institution. The vision of this museum 

is to educate the people of Texas and the United States about the importance of Mexican 

and Mexican-American arts and culture, and enhance the collective pride of the Austin 

community (personal communication, December 3, 2012). 
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Education Department 

Mexic-Arte’s education department is an important component of the museum 

and a valued resource for the Austin, Texas community. This department provides an 

array of educational resources including materials for school group, family, and public 

tours of their exhibitions. The museum also provides a multitude of outreach programs. 

The museum’s description of their educational outreach offerings states that: 

Mexic-Arte Museum is committed to offering during-school and after-school 

programs to youth between the ages of 10 and 17 in underserved communities, 

particularly in Austin, Manor and Del-Valle school districts. Professional artist 

educators teach a series of six to eight week sessions held at local schools. The 

program provides the opportunity for over 1,000 students annually to learn about 

art techniques and exhibition related themes in a unique, collaborative, hands-on 

environment. (personal communication, January 18, 2013) 

This museum’s education staff, while consisting of only two people, strives to 

implement the mission of the museum through these educational programs. One such 

program serving underserved communities is the Screen It! program. In order to sustain 

the Screen It! program the Director of Education focuses much effort on raising 

continuing funding.  

The museum’s grants come from many sources of funding. Sources include an 

Institute of Museum and Library Services (IMLS) grant in 2011 and donations from the 

public and board of directors. However, in 2013 the education department specifically 

focused on Community Youth Development (CYD) grant from the city of Austin to 

sustain the implementation of the Screen It! program.   
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CYD Grant Requirements for Screen It! 

The Community Youth Development (CYD) grant program was started by the 

City of Austin and is funded by the state of Texas. Screen It! sought funding from CYD 

because this organization is interested in providing services that support families in the 

78744 zip code to prevent delinquency and foster positive growth in youth within that 

community. (Austintexas.gov.http://austintexas.gov/department/78744-community-

youth-development)  

  In order to receive funding through the Community Youth Development grant 

program, the Mexic-Arte Museum is required to serve at least 270 unduplicated students 

annually. This requires that students are limited to receive one arts-based or CYD-based 

learning program in the school year and only from one service provider. For example, a 

student participating in the Screen It! program in August may not participate in another 

program in November, nor can they participate in a program from another service 

provider the same calendar year. This calendar year is running in conjunction with the 

city’s fiscal year, which starts in September. Also, the museum must obtain CYD 

registration forms from each student in the classroom. Additionally, the number of 

students CYD requires the provider to serve may change from year to year. The museum 

is then required to submit paper work identifying if the students served in the program are 

at-risk, as well as in what ways they are at-risk. This paperwork effectively addresses a 

list of ways that children in underserved communities are served by this program. During 

the program, students are also required to complete a pretest and a posttest, provided by 

CYD. These tests ask students questions related to violence prevention and are written by 

a contractor for the state of Texas and the City of Austin (See Appendix E: Prevention 

and Early Intervention Protective Factors Student Survey for Youth). These tests are 

submitted to the City of Austin’s Health and Human Services Department. Additionally, 
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all of the budgeting, reports, and receipts from the Screen It! program are sent back to the 

CYD office. 

Educator Roles in Screen It! Program 

Alan began working as an intern at the Mexic-Arte Museum a few years ago, but 

his full-time position at the Mexic-Arte Museum as the Education Director began in 

August of 2011.  Alan has a Bachelor of Fine Arts in Painting from The University of 

Florida in Gainesville and a Masters of Art in Art Education from The University of 

Texas at Austin. His role in this study was to provide an administrator’s perspective in 

terms of the museum’s expectations for the Screen It! program. Although there had been 

previous staff members in charge of education at the museum, Alan was originally hired 

as the museum’s first official Education Director in 2011. His main responsibility was to 

administer the Screen It! program with the funds provided through the Institute of 

Museum and Library Services’ grant. It is important to explain that he left the museum 

prior to late fall 2012 when this study occurred. However, I interviewed Alan in early fall 

2012 because he was the administrator who wrote the CYD grant which funded the 

Screen It! program. Furthermore, he trained the museum’s Education Associate Marvin. 

He also trained Dorothy, the Artist Educator. Dorothy was the key educator in the 

program.   

Eliza is the current Education Director for the Mexic-Arte Museum. Eliza has a 

Bachelor of Arts degree in Art History from The University of Texas at Austin. She 

previously worked as an Assistant Curator at Artpace in San Antonio, Texas. In 2009 she 

founded and served as the Executive Director for the Trouser House, a contemporary art 

and urban farming initiative in New Orleans, Louisiana. She became Mexic-Arte’s 

Education Director in August 2012. Her role in the Screen It! program consists of 

developing the curriculum that is presented in the classroom by the artist educators, as 
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well as organizing the paperwork required for the CYD grant. Since she has only worked 

at this museum for a short period of time it should be noted that several programs were 

already in progress when she began her position. Likewise, she is exploring best practices 

for conducting programs with underserved communities, such as the Dove Springs 

community in Austin ISD. She is working towards developing a new protocol for training 

artist educators prior to entering the classroom as well as developing a way for the Screen 

It! program to become self-sustaining, so that few or no grants will be necessary. These 

ideas are all part of a trial and error process since Screen It! is a relatively new program, 

commencing in 2010. Eliza is also interested in the entrepreneurial and technology 

portions of the Screen It! program. She believes that it is important for students to learn 

the basic principles of screen-printing while also planting the seed for the idea that they 

could create a business around this art form. The role of technology in the classroom is 

also important because it provides the students with access to experiences they may not 

have been able to receive otherwise.  

Marvin is the Education Associate at the Mexic-Arte Museum. He began at the 

museum in January of 2012. Marvin studied Fine Arts at Our Lady of the Lake 

University in San Antonio and has an extensive background in screen-printing. His role 

in the Screen It! program consisted of preparing the materials needed for each class, such 

as the acrylic printing ink, squeegees, paper, and tape. He also provided the Artist 

Educators with copies of the Mexic-Arte Museum Education Manual containing the 

Screen It! Advanced program curriculum and paperwork required by the CYD grant. He 

also worked with Austin ISD school administration, museum administration, and the 

Artist Educators when the curriculum needed changes or updating for various schools, 

programs, or students. At the beginning of the Screen It! program at Akins High School, 
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Marvin introduced the students to the Artist Educator and gave a brief background of the 

museum.  

Dorothy is one of the Artist Educators for the Mexic-Arte Museum. She is mostly 

self-taught as an artist in many mediums including sculpture, screen-printing, 3D art, and 

fashion design. She has worked with the museum since March of 2012 and typically 

teaches the Screen It! Basic classes for elementary school students.  However, she was 

the educator for the Screen It! Advanced program at Akins High School. Dorothy studied 

international studies at Drexel University and graduated in 2009, and obtained teacher 

certification from the North American Montessori Center in 2011. Her role in the Screen 

It! program as the Artist Educator was to present the curriculum, which was written by 

Alan, the former Mexic-Arte Museum Education Director, Marvin the Mexic-Arte 

Museum Education Associate, and Gabriela Santiago the Mexic-Arte Museum Education 

Coordinator. During Screen It! Dorothy’s role was to teach the students the basic 

principles of screen-printing, while introducing various tools in Photoshop so students are 

able to manipulate their drawings. Dorothy was also responsible for collecting 

registration forms and other paperwork required by the CYD grant. Additionally, since 

she was the main educator in the classroom, other than the high school art teacher, 

Dorothy was responsible for adapting the curriculum and instruction of the Screen It! 

program as needed for each student in the class. Dorothy is also quite passionate about 

teaching in a way that promotes teamwork and building student self-esteem.  

Evan is the high school art teacher who worked directly with the Mexic-Arte 

Museum. This collaboration provided his students with access to enhanced arts education 

through the Screen It! program. Evan’s initial involvement with the Screen It! program 

started in 2011 when Alan contacted Evan about bringing the Screen It! program to their 

students. At that time, the opportunity to have experienced screen-printing artists teach in 



 65 

Evan’s classroom was exciting because it was something that even the printmaking class 

at the high school couldn’t provide because of a lack of funding for materials and the art 

teacher’s inexperience with professional screen-printing. Evan’s role in the Screen It! 

program that took place during fall 2012 was to act as a facilitator to Dorothy, the Artist 

Educator. Essentially, he made sure the Artist Educator had all the extra materials, like 

scissors and pencils, that she needed for the students. Evan, who was experienced in 

many of the processes required for screen-printing, was also present in order to answer 

any questions that the students had during the class. For example, he had experience with 

Photoshop, which was one of the main components of the Screen It! Advanced 

curriculum. Although he was present in the classroom if questions arose, he tried to take 

a back seat while the program was taking place, so that the students could experience 

another teacher’s instruction and educational environment, which was different from 

what they usually had during the regular school day. Dorothy taught in a much different 

style than Evan, so the students were able to learn from a different teaching perspective. 

Evan was educated in the arts, and was also a practicing professional painter and mixed-

media artist. He had a perspective on art education that focused more on principles of 

design. Dorothy, was a self-taught artist in many mediums and typically taught 

elementary students. With this background, her teaching style was more geared toward 

teaching elementary-age students.  

Screen It! Program 

Mexic-Arte Museum’s Screen It! program, which is one of their main art outreach 

programs, introduces approximately 800 students Austin ISD students annually to the 

basic principles of screen-printing and related careers in the field of art. The Screen It! 

classes primarily focus on an introduction to the basic principles of screen-printing and 

creative design for students in grades 4-8. On the other hand, the advanced version of this 
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program is offered to 9-12th grade students. The high school program focuses more on 

computer literacy, creative design, career development through screen-printing, and 

entrepreneurial training (personal communication, 2012).  

The Screen It! program is split into two levels: Screen It! Basic for 4th-8th grade 

students and Screen It! Advanced for 9th-12th grade students. The goals for Screen It! 

Basic are to introduce students to the basic principles of screen-printing. This is 

accomplished through a stencil-based curriculum in which students create a simple 

composition based on line, shape, and form, and then transfer their design to paper or 

fabric through screen-printing. The Screen It! Advanced program introduces students to 

screen-printing through basic design principles with hand-drawn designs, but also 

incorporates a digital component with the use of Photoshop to manipulate their designs 

before doing the actual printing. Entrepreneurial skills are developed since students are 

given the task to create a design with a specific customer in mind (Eliza, personal 

communication, March 20, 2013). According to the curriculum, high school students are 

also taught to assume the responsibilities of a professional graphic designer. This 

involves students designing for a client as a graphic designer and developing a marketing 

strategy for a specific demographic. Additionally they are instructed to create a mood 

board, which is a collage of images, text, and/or objects used to develop design ideas and 

communicate ideas to a group. The mood board was used as a means of brainstorming 

ideas for their poster designs (See Appendix B: Screen It! Education Manual) for the 

complete Screen It! Advanced curriculum. 

Table 2 provides an overview of the advanced curriculum for high school 

students. This program took place over the course of approximately four weeks from 

November 15, 2012 until December 14, 2012. In that time period the museum educator 
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taught during eight class days; each class lasted approximately 92 minutes and are listed 

below.  

• Thursday, November 15th  

• Monday, November 26th 

• Friday, November 30th 

• Tuesday, December 4th 

• Thursday, December 6th 

• Monday, December 10th 

• Wednesday, December 12th 

• Friday, December 14th  
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Screen It! Advanced Curriculum Overview 

 

Table 2: Mexic-Arte Museum Education Manual, 2012  
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(See Appendix B: Screen It! Education Manual) for the complete Screen It! 

Advanced curriculum. 

While the above framework explains the museum educators’ intentions, my 

impressions of the Screen It! program were that the focus was on aspects of design in 

relation to creating poster designs for a specific client and how to print those designs 

using scree-printing. It was unclear if the focus of the program was on entrepreneurship, 

design, or screen-printing. Many of my observations revealed that most time was spent 

on creating poster designs reflecting the student’s interpretation of the identity of Austin, 

and little time learning the skills and techniques necessary for screen-printing.  

Conclusion 

The purpose of this chapter was to provide an overview of the Screen It! 

Advanced program and the roles of each educator involved with the program. Also 

outlined in this section is the Screen It! Advanced curriculum focuses on the process and 

techniques of screen-printing, elements of graphic design, and manipulating images in 

Photoshop Elements. The curriculum also states that students will learn the 

responsibilities associated with entrepreneurship through the marketing and the designer-

client relationship. Furthermore, it provides students with vocabulary related to screen-

printing and graphic design, as well as experience creating original designs and prints. 

The next chapter will provide an analysis of data collected from the Screen It! program 

and will provide an overview of information leading to the conclusions of my research.  
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CHAPTER 5  

DATA ANALYSIS 

Introduction  

This chapter provides an analysis of the data collected for this study. It outlines 

and explains the overarching themes that emerged from research of the Screen It! 

program. These three themes were (1.) expectations and program goals, (2.) curricula 

relevancy to student life and community, and (3.) learning outcomes. The main goal of 

this study was to uncover student perceptions regarding what they viewed as meaningful 

in the Screen It! program. Each section contrasts teacher and museum educator 

perspectives on the program with student perspectives.  I do this to highlight any 

discrepancies between the goals and expectations of the teachers versus the students’ as 

well as any miscommunication between educators and students relating to the curriculum 

and learning outcomes. Information presented from the teacher and museum educator 

perspectives, as well as my observations, corroborated students’ accounts. The three 

themes that emerged from my research were compiled from student questionnaires, 

teacher and museum educator interviews, student interviews, and my observations. 

Expectations and Program Goals  

Student Perspectives 

Before the Mexic-Arte Museum staff entered Akins High School, the students 

already possessed expectations of what they were going to experience and learn during 

the Screen It! program. According to their responses on the questionnaire, students 

primarily wanted to learn about Photoshop and how to make their own designs and prints. 

Also, as learned from the three student interviews with Abe, Jonathan, and Leo, each 
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student had a different answer when asked what they expected to learn from this 

program. Abe said he expected to learn about: 

Just our community in general. The way I saw it was that everybody was different 

from my group. I was kind of the rockerish kid, some kids in there were rap, and 

other people, you know, had a kind of different label and we all came together 

and formed something great. (personal communication, December 10, 2012)  

Jonathan said that he expected to learn how to put a computer design onto a shirt or 

poster (personal communication, December 10, 2012). Leo expected to learn how to use 

printmaking, in relation to the style of screen-printing (personal communication, 

December 10, 2012). Overall, these students expected that the Screen It! program would 

teach them about their classroom community in terms of how the classroom is a 

community of different people with varied interests and styles. Students also expected 

that Screen It! would teach them how to utilize technology when creating t-shirt and 

poster designs, as well as the process of printmaking and artistic styles associated with 

this medium.  

Additionally, students’ responses were surprising when asked about the 

effectiveness of the program’s instruction on screen-printing. The following chart reflects 

the number of students who believed the Screen it! program was effective in its 

instruction on screen-printing.  
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Figure 9: Meeting Student Expectations on Effectiveness of Screen-Printing Instruction 

Figure 9 showed that only 6%, or one student’s expectations were exceeded by 

the effectiveness of the program’s instruction on screen-printing. 0%, or zero students 

stated that the program did not meet their expectations.  Eight students’ expectations, or 

44%, were completely met by the effectiveness of instruction on screen-printing during 

the Screen It! program. Similarly, eight students’ expectations, 44%, were only somewhat 

met. However, 6%, or one student said the effectiveness of the program’s instruction on 

screen-printing only barely met their expectations. Reasons for discrepancies in students’ 

expectations will be discussed in Chapter 6.  

Also, all students, 100%, stated that the program overall did meet their 

expectations to some degree (See Figure 10).  
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Figure 10: Student Expectations of the Screen It! program 

Figure 10 indicated that 66%, or twelve students’, expectations for the Screen It! 

program overall were only somewhat met. Six students, or 33%, stated that their 

expectations were completely met. It is interesting to note that no students indicated that 

the program did not meet their expectations. At the other end of the scale, no students 

noted that the program exceeded their expectations.  

Educator Perspectives 

It is important to note that the students’ expectations somewhat aligned with the 

Mexic-Arte Museum educator’s program goals. Out of the 21 program goals provided by 

the museum in the Screen It! Education Manual (See Appendix B), students clearly 

mentioned 4 in the survey. These goals were to learn screen-printing skills, techniques, 

and applications; learn design techniques; learn Photoshop tools; and learn how to work 

collaboratively. Explanations for discrepancies between students’ and educators’ goals 

for the program will be provided in Chapter 6. However, keeping the student perspective 

in mind, the Screen It! program goals, as stated in the Mexic-Arte Museum’s curriculum 
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for Screen It! Advanced (See Appendix B: Screen It! Education Manual) are for the 

students to: 

• Understand the screen-printing process. 

• Demonstrate appropriate screen-printing techniques.  

• Recognize screen-printing used in the “real world,” both as an art form and a 

profitable business practice. 

• Understand the responsibilities of designing for a client as a graphic designer. 

• Develop a marketing strategy for a specific demographic/psychographic. 

• Identify images they will research for a mood board/image library. 

• Compile images for a mood board. 

• Review the responsibilities of designing for a client as a graphic designer. 

• Understand the appropriate procedure to check out and return computers. 

• Learn to navigate Photoshop Elements and modify images. 

• Modify images using different filters and applications. 

• Learn how to import images from image library into Photoshop Elements. 

• Utilize layers to arrange a basic design layout or image placement of graphic 

design. 

• Understand technical aspect of designing for a screen-print, what will and will not 

transfer onto a screen correctly. 

• Peer-evaluate each other’s designs, providing constructive criticism to enhance 

designs. 

• Review evaluations and make final adjustment to graphic design. 

• Prepare for design competition by creating a company identity and basic 

branding. 

• Screen-print designs onto textile and paper. 
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• Select one design to be sold in the Mexic-Arte Museum store. 

• Provide supporting evidence on why that design should be chosen. 

• Evaluation of program. 

(Mexic-Arte Museum Education Manual, 2012, p. 24-25)   

Furthermore, at various points in time the museum education staff, including 

Alan, Marvin, and Eliza, verbally expressed that their goals for the Screen It! program 

were: to provide students with an understanding of practical applications of screen-

printing processes and techniques, as well as teach skills for a new technology, which in 

this case was Photoshop Elements and to introduce students to career opportunities in the 

arts and entrepreneurship. Likewise, Dorothy, the Mexic-Arte Artist Educator revealed 

that: 

The Screen It! program has somewhat different goals based on grade level. 

Because the high school curriculum is the advanced screen-printing and so they 

use photo emulsion. The kids are introduced to techniques that are more 

complicated and they also utilize technology. (personal communication, 

December 6, 2012) 

Later in our discussion Dorothy explained in more detail the skills and knowledge 

that she expects students to learn during the course of the Screen It! program. 

All of the students should understand elements of design and accumulate some 

new vocabulary that is art relevant and begin to understand the processes of the 

medium, screen printing, and be able to identify screen-printing around them. 

And, recognize the benefit of screen-printing which is able to be prolific and 

make things available to the masses and create things that are identical in mass 

numbers. Those are educational goals, but the Screen It! program itself also seeks 
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to reach students that are underserved in the arts and technology. To help 

empower them. (personal communication, December 6, 2012) 

In this passage she highlighted the importance of learning the process of screen-

printing and how to utilize various technologies through the design process. She also 

observed the importance of a practical application of this medium outside of the 

classroom. In short, her goals for this program were to empower students in their art 

making skills and provide students with suggestions of opportunities for utilizing this 

medium outside school.   

In my observations of Screen It!, the goal of the program seemed to be to teach 

students how to create a t-shirt design that illustrated their interpretation of the identity of 

their Austin community. Another goal was to provide students with instruction on how to 

effectively work in groups and utilize certain tools in Photoshop Elements to enhance 

designs.  Additionally, the program provided an overview of photo emulsion screen-

printing and the printing process. Throughout this program, students were expected to 

work in cooperative groups and learn the process of screen-printing and how it can be 

applied to entrepreneurial endeavors or other career opportunities in the future.  

My Perspective 

At the beginning of the first class during the Screen It! program, on November 15, 

2012, I observed Dorothy introduce the lesson by asking, “what is screen-printing?” She 

continued to describe that many t-shirts are made through the process of screen-printing. 

Next, Dorothy divided the students into five groups. Separating students into five groups 

appeared to be random, but it was unclear if these group assignments were predetermined 

with the input of the classroom teacher. It appeared as if each group was composed of 

students who did not typically interact. This grouping of students was successful in 

integrating students who commonly associated with different cliques and encouraged a 
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collaborative effort amongst individuals. Considering how to assign group members in a 

collaborative group is important. Certain group assignments have the potential to 

encourage a clique atmosphere, while others provide opportunities for students to work 

with new people and find new strengths.  

The majority of the first lesson focused on introducing students to the idea of 

creating posters to reflect the identity of Austin, Texas. Students’ designs for these 

posters were going to be voted on by the class, and the winning design would be printed 

on t-shirts and sold at the Mexic-Arte Museum store.  Students were asked to ponder, 

“What do you identify with in Austin?”  Then, Dorothy explained how each group would 

create a digital stencil. She showed the students a physical screen and explained how she 

would take each stencil back to the museum to expose their design on a screen using a 

UV sensitive emulsion. She also used examples of screen prints to illustrate positive and 

negative space stencils as well as what color separations are, and how to prepare the 

screens prior to printing.  

Then, the focus shifted from the process of screen-printing to how to create a 

design reflecting the identity of Austin. Dorothy emphasized why design and screen-

printing skills are valuable. She also explained how these skills could be applied outside 

of school. Dorothy told the class that with the experience of creating a design for t-shirts 

and learning how to produce multiples of the design using screen-printing, students 

would be able to design and produce their own t-shirts. They would be able to produce 

multiple images as well as print diverse images using the screen-printing medium.  

After Dorothy’s introduction to the goals and what the students should expect 

throughout the program, she then worked with each of the five groups to help them 

develop their designs and explain the processes individually. Occasionally, she would 

address the class as a whole when explaining a process or technique. For example, she 
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addressed the whole class when explaining how to use Photoshop elements or when 

describing the tools and/or terms that would be utilized when screen-printing their final 

designs.  

Curricula Relevancy to Student Life and Community  

Student Perspectives  

The second important theme that emerged from this research was that the 

curriculum needed to be relevant to student life and the local community. One student 

explained,  

It reflects the way we designed our image [and it] reflects how we are weird and 

how we keep Austin weird. And, how everyone is completely different from an 

average person that you could probably see up north that people are sometimes 

similar to each other, but here in Austin we’re all kind of different in our own 

ways. (Abe, personal communication, December 10, 2012) 

In the above quote, Abe stated that this program related to his life because the 

program encouraged him to relate their personal identities to the identity of Austin. In 

this program students were instructed to create a poster for the identity of Austin, which 

was intended to connect to students’ personal experiences because they are a part of the 

Austin community. Austin’s slogan, “Keep Austin Weird,” was used in this program as a 

starting point for Abe to think of his personality in relation to the personality of the city 

in which he lives.  

When I asked, “How does this program relate to your life?” another student 

named Leo responded with: “Well I guess the topic at hand [the identity of Austin], that it 

[Screen It] told us to do. Austin, you know, makes you think how Austin can relate to you 

and you incorporate that into the artwork” (personal communication, December 10, 
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2012). While I asked him about the program’s relation to his life, his response addressed 

the program’s relation to the community. Then when I asked, “How does this program 

relate to the community that you live in?” Leo said: 

Well again, the topic helps a lot because it’s Austin, so it shows off and 

depending how you view it, it reaches other people. And the Mexic-Arte 

Museum, well a lot of Austin, is a bit of a Hispanic community, so I guess that 

relates to people also. (personal communication, December 10, 2012) 

It is important to note that Leo is a Hispanic student, and while this question asked about 

the Screen It! program’s relation to the community that he lives in, his response 

addressed his relation to his community as well his life.  

 Additionally, each of the five student designs, reflecting their interpretation of the 

identity of Austin, had similar image components. These designs related to the students’ 

lives and their community as well as recognizable places from around Texas and Austin. 

All five designs contained both text and images to represent the identity of Austin. The 

designs were first drawn in black and white using dark pencil or black pen to encourage a 

high level of contrast when scanning designs into Photoshop. This contrast allowed for 

clear stencils when transferred onto screens for printing. Three of the five groups, Group 

2, Group 3, and Group 4, compiled final designs that presented very unique elements or 

imagery directly representing places and objects representing Austin, that exposed a lot 

about the students who designed them. Due to several groups working simultaneously, I 

could only devote time to closely following 3 of the 5 groups. Therefore, I am unable to 

provide descriptions of group 1’s and group 5’s final designs.  

First, Group 2 decided to include six prominent Austin elements: the Texas state 

capitol building, an electric guitar, bats flying in front of the a full moon, cloud shaped 

letters spelling “Austin,” two sections of rose patterns, and a film reel with music notes 
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on a staff flowing through the reel in lieu of film. These elements were arranged in the 

design with the capitol building located in the center and the similarly sized electric 

guitar placed slightly behind the left side of the building. The bats and the full moon were 

behind and to the left of the guitar. The text “Austin” sat on the right wing of the capitol 

building, with the film reel with music notes and staff directly on top. The rose patterns 

were placed on the bottom of the design outlining the entrance path to the capitol 

building, thereby acting as a rose garden. Each of these elements were significant to the 

students because of their relation to the identity of Austin. Austin is famously called “the 

live music capitol of the world,” explaining why the guitar and music notes were 

included. Also, the film reel was probably included because of the fact that Austin hosts 

the South by Southwest festival every spring, which includes film categories, thus 

making film an important part of the Austin community. Likewise, Austin is known for 

having the largest urban bat colony in North America. From late June until October, these 

bats live under the Congress Avenue Bridge in downtown Austin and can be seen flying 

out at dusk in an extraordinarily large group. The “Austin” text was an obvious 

representation of the name of the city, and the way the students drew it suggest their 

interest in stylizing text in a way similar to graffiti tags. In this case they designed the 

letters to look vaguely like clouds, but it is possible that the students were influenced by 

graffiti that they have viewed in and around their neighborhoods in Austin. Finally, the 

rose patterns, laid out as gardens that flanked the capitol, were a representation of the 

famous folk song from the state of Texas. The lyrics are sung from a male soldier’s point 

of view and is talking about a woman, his “yellow rose in Texas,” whom he had to leave 

because of war. It is interesting to note that this group’s interpretation of the identity of 

Austin included elements that Austin and Texas are famous for.  
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The design from Group 3 was much more stylized and conceptual than Group 2’s 

design. This group’s design included three prominent elements: text that spelled 

“Austin,” a skull, and two revolvers. Many smaller designs and details surrounded the 

main elements and created an overall design that roughly resembled an oval shape. The 

“Austin” text was uniquely created with each letter representing a typeface specific to 

logos of various local Austin businesses. I only recognized one of the letters, the “t” in 

“Austin,” which was represented by the logo for The University of Texas, “UT” for short. 

The reason this group decided to use letters from famous Austin business logos was that 

it was their solution to represent those businesses without having to concern themselves 

with copyright infringement for using the trademarked logos in full. However, it is 

interesting that I was only able to identify one of the six letters used. This means that 

while there are many famous logos from Austin businesses that may be more 

recognizable, these students chose ones that had personal significance to them. The other 

letters represented businesses that the Group 3 members frequently visited or associated 

with specific communities and/or neighborhoods in Austin. The skull element was drawn 

in a very detailed and surrealistic style. It was located in the center of the design and 

designed in a way that highlights the negative space and positive space with the equal use 

of black and white lines, as well as black and white shapes. The skull was a more 

conceptual element that, in the Mexican and many Hispanic cultures, represents death 

and life after death. The inclusion and prominence of this element in this design suggests 

that the skull and cultures associated with this image were significant aspects of these 

students’ lives. Likewise, since there is a large Hispanic population in Austin, students 

may associate Hispanic cultural imagery as part of Austin’s identity as well. On the other 

hand, students also think of Austin as a kind of hybrid culture infusing many cultures 

including Hispanic culture. Finally, the two revolvers were drawn with simple lines on 
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the bottom center of the design. They were placed on the design much like an iconic 

image of dueling revolvers, but in this image the revolvers were not crossed over each 

other, they were pointing up in the opposite directions. It is important to note that the 

depiction of revolvers, or any weapons are not allowed on school premises. Therefore, 

the school art teacher and artist educator overlooked the inclusion of these revolvers, or 

were ignorant of the regulations regarding weapon depictions in the school. However, the 

students in this group could have included these images because revolvers are symbolic 

to the cowboy and Western cultures present in Texas. On the other hand, they may have 

included the revolvers to symbolize the crime, gangs, or violence that is present in 

Austin. The detail in these drawings showed plastic handgrips on the guns, with finger 

grooves and a rounded butt on the grips of the gun. This may just be the result of 

searching generic revolvers online to draw a general representation of a gun, or this may 

in fact be a gun that one or more of the students were familiar with, thus directly relating 

to artifacts that identify their community in Austin. The gun could also be related to 

contemporary music that some of the students listen to, because guns are mentioned in 

some song lyrics. There are many possible reasons that these students decided to include 

this imagery. The other designs that surround the main three included representations of 

soccer balls, flowers, stars, lines, squiggles and other non-descript doodles.  

Lastly, the design from Group 4 was oriented in the shape of a star, which is a 

representation of the state of Texas. Specifically, the star represents the “Lone Star State” 

slogan for Texas. Additionally, this design featured seven main elements: the Texas state 

capitol building, a cartooned figure spray-painting “Keep Austin Weird,” a figure 

kayaking, an electric guitar, music notes, a bat, and two skulls. Much like in Group 2’s 

design, the Texas state capitol represented the building, which is located in downtown 

Austin. In the design the building’s dome was featured as the top point of the star-shaped 
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design. The cartooned figure is located in the left point of the star, and is depicted 

wearing a full-face mask and holding a spray-paint can. The figure sprayed a cloud in the 

center of the design that reads “Keep Austin Weird.” Keep Austin Weird is an unofficial 

slogan for the city of Austin. The inclusion of this figure shows that the students in this 

group identified with the title of “weird,” which was assigned to the city they live in. 

Additionally, this element depicted that street art and/or graffiti writing was significant in 

their lives or a prominent element of their culture, community, or those within Austin. 

Also, like Group 2’s design the electric guitar represented the prominence of music in 

Austin, the “live music capitol of the world.” The music notes on the right side of their 

design also depicted a similar representation of the music culture within Austin. Below 

the music notes, on the bottom right of the design, was an abstract form of a bat, which 

also created the bottom right point of the star. The image of a bat showed these students’ 

recognition of the importance of the bats that famously reside in a large colony beneath 

the Congress Avenue Bridge in downtown Austin. Finally, creating the bottom left point 

of the star, were two skulls. These skulls were included as a representation of the cultures 

present in the students’ lives as well as around Austin. Similarly to the skull portrayed in 

Group 3’s design, these skulls represented a more conceptual element of the identity of 

Austin. Once again, in Mexican and many Hispanic cultures the skull represents death 

and life after death, as well as other implications specific to certain cultures.  

Each of these designs, as well as the elements and images presented in each, are 

very telling about what students relate to and identify with in their lives, neighborhoods, 

or community. It reveals what the students in this classroom see in their every day lives, 

as well as what communities and cultures they relate to. This information also shows how 

students interpreted the assignment that was presented to them. In the case of Screen It!, 

students either interpreted the assignment to create a design for the identity of Austin, as 



 84 

their understanding of the identity of Austin, or what they believed other people think the 

identity of Austin was.    

 

 

Figure 11: Screen It! Program’s Relevancy to Students’ Personal Life 

Figure 11 shows that six students, or 33%, thought that the Screen It! program 

was relevant to their personal life. Eleven of the 18 students, or 61%, who were surveyed 

during Screen It! believe that the program was only somewhat relevant to their personal 

life and one student, or 6%, said that it is barely relevant. It is important to note that no 

students, 0%, responded that the Screen It! program was either very relevant or not 

relevant to their personal life.  
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Figure 12: Screen It! Relevancy to students’ Community  

Figure 12 indicates that when asked if Screen It! was relevant to the community 

that students live in, seven students, or 39%, said it was relevant, seven students, or 39%, 

said it was somewhat relevant and two students, or 11%, said it was barely relevant. Only 

two students, or 11%, stated that the program was very relevant to the community that 

they live in, more specifically, the south side of Austin, Texas.  

 

 

Figure 13: Screen It! Effectiveness in Exploring Students’ Past Experiences 

Figure 13 shows that eleven students, or 61%, believed that the Screen It! 

program somewhat met their expectations in effectively exploring their past experiences. 
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Five students, or 28%, stated that it completely met their expectations in effectively 

exploring their past experiences, while two students, or 11%, said that it barely met their 

expectations in effectively exploring their past experiences. On both ends of the scale, no 

students, or 0%, said that the program exceeded or did not meet their expectations in 

exploring their past experiences.  

Educator Perspectives 

In the following quote, the Mexic-Arte Museum Education Director, Eliza, 

identifies three ways that the Screen It! program relates to students’ personal life 

experiences and their community.  

One, that it’s provided by Mexic-Arte Museum, which is a museum for Hispanic, 

Latino and Mexican art basically, and a large part of that population [in Dove 

Springs] falls within that demographic. Two, there are actually quite a few screen-

printing studios on the east side and there are quite a few pretty relevant and 

pretty popular Latino and Hispanic screen-printing based artists in Austin who are 

doing a lot of work right now. Then the third way is realized through how we can 

tie the exhibits back to the exhibits at the museum…. While screen-printing may 

be foreign, the idea of screen-printing may be foreign to that community, we can 

make it relevant by implementing a concept that isn’t foreign onto the curriculum 

itself.  So if the kids are making Lucha masks or they’re making Day of the Dead 

themed artwork, they at least identify with Dia de los Muertos or they at least 

identify with whoever it is. And so they can take those things that they are 

comfortable with and accept a new way of expressing them. (personal 

communication, March 20, 2013) 

Above, Eliza is addressing the fact that the Screen It! program serves a diverse and 

primarily Hispanic population of students, therefore the students may relate to Hispanic 
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artists who exhibit work at the museum because of shared cultural connections. Such 

shared cultural connections may include knowledge of local cuisine or material culture, 

which encompasses artifacts that have social significance to a specific community. 

Additionally, Eliza is commenting on the vast population of Hispanic artists around 

Austin and the potential that students have to relate their cultural life experiences to these 

artists. This is assuming that these artists and their artwork are presented in the Screen It! 

curriculum and clear connections are drawn between these artists’ lives and culture.  

My Perspective 

 In my observations of this program, the curriculum presented in class did connect 

to students’ life experiences because of the clear connection to the Austin community. 

The students were instructed to create a collaborative group print for a poster 

representing the identity of Austin. This direction encouraged students to explore their 

understanding and experiences relating to living in the city of Austin. However, the 

curriculum failed to highlight a specific cultural connection to Hispanic art and artist’s 

practices within this community.  Although Mexic-Arte is a museum that exhibits work 

from Mexican and Mexican-American artists, these artists and their work were not 

explored during Screen It!  However, I observed one conversation on the second class 

day between students in one group that indicated that at least one student was aware of an 

intended connection between their project and Mexican culture. The student said, “Our 

design needs to have some kind of Mexican influence.”  A group member said, “Why?”  

The first student replied, “Because that’s what it is all about…. It’s Mexic-Arte.”  Other 

groups spent most of the time brainstorming ideas based on the identity of Austin. These 

discussions focused more on the perception of Austin as an artsy, even weird community. 

For example, other groups said, “What is Austin?”  Group members replied, “Austin is 

weird….” Mainly, due to Dorothy’s suggestion, students identified and recorded on paper 
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nouns that reminded them of Austin or represented an idea of something that constructs 

their identify in association to the city they live in. These words included the following: 

capitol, live music, hobos, Home Slice, Amy’s Ice Cream, opportunity, bats, etc.  

Meaningful Learning Outcomes 

Student Perspectives 

 

Figure 14: What Students Wanted to Learn from the Screen It! Program 

Figure 14 shows terms that all 18 high school students used most frequently when 

describing what they wanted to learn during the Screen It! program. Although the survey 

question asked: “What did you want to learn from the Screen It! program?,” many 

students answered with what they did learn from the program. The words that were stated 

most often appear larger in the figure than words used less often. Photoshop was most 

frequently identified as something students wanted to learn. Figure 13 illustrates that 

many students used these words: make, use, put, learned, ideas, print, work, screen-print. 

Screen-printing was mentioned a lot less frequently than Photoshop, even though this 
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program’s curriculum centered on teaching the process of screen-printing. Words such as 

“Hispanic,” “Teamwork,” “Careers,” “drawing,” and “opportunity” were mentioned 

much less frequently. It is worthy to note that most words that were mentioned are action 

verbs related to studio production, as opposed to conceptual words related to theory 

surrounding art and entrepreneurship.  

It is important to note that no percentages will be given in relation to the number 

of terms mentioned in the wordles because some students provided multiple responses to 

each question, while others provided no response. In coding students’ responses to this 

question on the survey, nine mentioned Photoshop, nine stated screen-printing, six cited 

teamwork, six said design, three named making t-shirts, two recounted scanning designs 

into the computer, two reported how to be more creative, one described being given a 

new career opportunity, and one identified Hispanic art style. Although Photoshop and 

screen-printing were mentioned the same number of times in student responses, students 

used variations of the word “screen-printing” such as screen-print, print, and screen, to 

describe the screen-printing process. Therefore the word “screen-printing,” appears 

smaller than “Photoshop” in the above wordle. Some students may have interpreted the 

question incorrectly and gave responses stating what they did learn from the program, 

instead of what they wanted to learn. On the other hand, some students may believe that 

what they wanted to learn matched what they indeed learned. An example of one 

student’s response was, “[I] Learned how to put all designs together in Photoshop.” 

(personal communication, December 10, 2012).  Other students responded with, “How to 

make a t-shirt” (personal communication, December 10, 2012) or “Learn how to do 

screen-printing” (personal communication, December 10, 2012). Each of these responses 

is slightly ambiguous and could represent what they wanted to learn or what they did 

learn.  
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Figure 15: Outside the Printmaking Process, What Students Learned from Screen It! 

Figure 15 depicts that most students said that other than the screen-printing 

process, they learned about Photoshop, teamwork or collaboration, ideas, and design. The 

survey question asked: “Besides the printmaking process, what else did you learn from 

the Screen It! program?” In coding students’ responses to this question on the survey, six 

mentioned teamwork and group collaboration, five identified Photoshop, three stated 

deign, one described how to photograph a drawing, and one said that they learned how, 

“a lot of small ideas create a bigger meaningful picture” (personal communication, 

December 10, 2012). Five responses to this same question indicated that they learned 

nothing besides the printmaking process. The word “Photoshop” appears larger in the 

wordle than “teamwork” and “group” or “collaboration” because words such as 

teamwork, group, and collaboration were reported to describe the same general response 

to the question. Therefore, these words appear smaller in the wordle than “Photoshop”, 

although they represent a response that was mentioned more frequently.  
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Figure 16: Most Meaningful Experience Students Gained from Participation in Screen It! 

Figure 16 shows the most meaningful experiences that students gained from 

participating in the Screen It! program. The survey question asked: “What was the most 

meaningful experience you gained from your participation in the Screen It! program?” In 

coding students’ responses to this question on the survey, eight reported teamwork and 

group collaboration, four named design, three described the process of making t-shirts, 

two cited learning about new forms of art, two narrated how to represent Austin, one 

cited how to work with art on a computer, one mentioned new career opportunities and 

one recounted uncovering, “the meaning of our home and the meanings of our 

community” (personal communication, December 10, 2012). One particular response to 

this question stated that the most meaningful experience they gained from Screen It! was,  

“how our group is making a shirt that not only represents Austin, but from our point of 

view and meaning to us” (personal communication, December 10, 2012).  
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Educator Perspectives 

From the educator’s perspective, Dorothy indicated that the Screen It! program 

teaches students various tools and techniques for producing hand-drawn and digital 

designs, as well as concepts that can be carried into other areas of their lives beyond 

academics. In this quote, she specified what she believed were meaningful experiences 

that Screen It! prepared students for: 

For the high school students, they are being introduced to the concept of the client 

relationship. We are giving them a prospective audience and a demographic that 

they are to appeal to and a theme. So they are growing a skill of working within 

client specifications and a deadline. So that’s all real life experience. Those are 

things that they can transcend to other projects in the future. Entrepreneurial 

skills. (personal communication, December 6, 2012)  

She also expressed her opinions of what the majority of students actually take away at the 

conclusion of the Screen It! program: 

Without a doubt they’ll be identifying screen-printing around them. It may be 

something that they were never aware of until now but then they’ll see t-shirts and 

know that was screen printed or a kookier and know, “oh someone screen printed 

that.”  And they may go home and decide to make Christmas cards with a 

stencil…. Screen-printing is something that is very easily do-it-yourself and it can 

be done at home. Even with the photo emulsion, it requires time and effort and a 

lot of thought, but you can do it and without a lot of money. So, I hope that these 

kids are empowered and that the older students in particular, if they have their 

own skateboard company,…that they go home and screen print their decks, or 

whatever entrepreneurial projects they have, that they be empowered to use that 
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for marketing and promotion or to make a product. (personal communication, 

December 6, 2012) 

This quote shows Dorothy’s perspective, describing that the Screen It! program is 

valuable because it provides students with skills and access to knowledge on screen-

printing and other art forms that can be applicable and useful outside of school. She 

believes that through this program students have the potential to learn skills and 

techniques in screen-printing that are necessary when embarking on personal projects or 

in efforts to start a small business. Both scenarios mean that students have another option 

after graduation, other than applying to college. After participating in Screen It! students 

should understand that art production can lead to a possible career path. 

In the quote below, Marvin, the Mexic-Arte Museum Education Associate 

expressed his opinion of what was most beneficial or what meaningful outcomes could be 

provided for the students from the Screen It! program. He said,  

The Screen It! program shows a different art practice that generally [isn’t 

represented in the classroom] they learn about screen-printing. Screen-printing 

goes beyond the fine art world to the business realm as well. So, they learn a little 

bit about entrepreneurship. They learn a lot about the art of screen-printing and it 

shows them something that is practical and approachable. (personal 

communication, November 2012) 

My Perspective 

In my observation of the program, I saw that students were noticeably more 

excited about creating a collaborative design with their classmates than they were about 

working independently. During the final week of Screen It!, students were able to 

articulate to one-another the process of screen-printing their designs onto paper and 

bandanas. Since Dorothy and Evan were the only teachers in the classroom, they were not 
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able to assist all five groups at the same time. So, students actively and often assisted 

each other through using Photoshop during the design process and compiling individual 

designs, as well as through the process of printing the final designs. It was obvious that 

some students were still confused with the technical process of printing and needed a lot 

of attention and reminders to complete a product by the end of the final class.   

Many students seemed to learn the basic principles of creating a design and using 

Photoshop to produce a stencil for screen-printing. However, I noticed through 

observation of casual conversations, that many students voiced a greater appreciation for 

the art of screen-printing because of its practical applications in various entrepreneurial 

endeavors or career opportunities. For example, one student, Abe, stated,  

My favorite part about this [the Screen It! program] is actually being given a 

career opportunity in t-shirt making, and I feel like it’s something different, and I 

feel like I could actually be successful in this just because of my art that I make. 

(personal connection, December 10, 2012) 

This quote reveals one student’s excitement about learning a new skill that is applicable 

in situations outside of school. It was encouraging to hear that Abe was encouraged 

through this program to consider career opportunities where he could be successful 

through his personal art production.   

Conclusion 

This chapter revealed three main themes that emerged from data from the Screen 

It! program. These three main themes were the following: program goals and 

expectations, curricula relevance to students’ lives and community, and meaningful 

learning outcomes. I examined the Screen It! program through a case study methodology. 

I analyzed data using content analysis of transcripts from interviews with 3 students, the 
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high school art teacher, and the 4 museum educators; field notes; observations made 

during the program; and a questionnaire given to 18 high school students.  

In conducting this research and analyzing the results from the Screen It! program, 

I found multiple implications, which I reveal in the following and final chapter. My aim 

was to answer my central research questions with the results and consider implications 

from this data, then conclude with suggestions for future research in the field of museum 

education.  
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CHAPTER 6 

CONCLUSIONS 

Introduction 

The previous five chapters discussed museum and school partnerships, defined 

curriculum, discussed learning theories relevant to this study and connected these topics 

to the Screen It! program. Specifically, this study examined the perceptions of eighteen 

students participating in one cycle of the Screen It! program. This chapter provides a 

summary of this study, including the central research question, research methodology, 

findings and implication for future research in this field.  

Research Question 

This study focused on the central research question: What did one class of high 

school students participating in the Screen It! program perceive as meaningful outcomes 

in this experience? A sub-question for this study was: What did the art educators involved 

with this program perceive as meaningful for the students?  

Research Method 

This study utilized qualitative research because this type of research relies on text 

and image data, applies diverse methods of inquiry, and employs unique methods of data 

analysis (Creswell, 2009). This study employed case study, which is a type of qualitative 

research method. “A qualitative case study is an intensive, holistic description and 

analysis of a single instance, phenomenon, or social unit” (Merriam, 1988, p. 21). The 

research method employed through this study utilized various tools including case study 

observation, semi-structured interviews, and a survey to collect data. An inductive 

analysis process was utilized to generate the findings.  
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In this study, the entire length of the Screen It! program was studied in-depth over 

eight, 92-minute class periods from November 13, 2012 until December 14, 2012. During 

this time I observed the entirety of each class and recorded hand-written notes denoting 

detailed information describing the program including the curriculum, student-teacher 

interactions, and conversations.  

In addition to observations, interviews and surveys were key data collection tools. 

I also conducted three semi-structured student interviews to collect students’ perceptions 

of Screen It!. Additionally, I conducted one school teacher, one artist educator, and three 

museum educator semi-structured interviews to gather their perceptions of the program, 

as well as to triangulate the information collected from student interviews and my 

observations. I conducted all interviews with an audio recorder, and later transcribed in 

order to provide accurate and detailed data. As mentioned in Chapter 3 during the sixth 

class period on December 10th, eighteen students completed surveys that collected data 

regarding their perspective of the program in relation to their lives (see Appendix A: 

Student Survey). 

After the conclusion of the Screen It! program at Akins High School in December 

2012, this study utilized inductive analysis to examine the collected data and identify 

emergent themes. For data analysis, student and educator interviews were color coded 

and ultimately grouped into three main themes: expectations and program goals, 

curricular relevancy to student life and community, and learning outcomes. These themes 

were specifically identified because they directly addressed the central research question. 

Additionally, I imported data from the eighteen student surveys to Microsoft Excel and 

Wordle.net to create visual word maps. These tools helped identify patterns in the data 

that influenced my decision of what themes to present. Finally, the last step of this 

research entailed the writing of this report.  
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Findings 

My central research questions had fascinating answers. I asked: What did one 

class of high school students participating in the Screen It! program perceive as 

meaningful outcomes in this experience? In reviewing and examining students’ 

experiences and perceptions throughout the Screen It! program, I found that the majority 

of students expected to learn how their community of Austin, Texas specifically 

connected to the Mexican-American culture that the Mexic-Arte Museum represents. I 

also found that students wanted and expected to learn how to utilize technology, such as 

Photoshop, in conjunction with creating t-shirt and poster designs. They also expected to 

learn the process of screen-printing. Students noted that it was important to learn 

entrepreneurial skills, such as starting a small business in poster design or printing. With 

this in mind, students were somewhat misled about what being an entrepreneur entails. 

To be an entrepreneur one must understand selling art in a bigger sense, such as knowing 

skills of marketing, information on tax laws, and many other obligations and 

requirements that go along with owning and operating a small business. Additionally, this 

study revealed that most students stated that the curriculum presented in this program 

provided them with the skills necessary to produce designs with the assistance of 

Photoshop, as well as the skills and processes of using screen-printing to produce a 

marketable product.  

Since the topic of design and the process of screen-printing was apparent in the 

Screen It! curriculum, this is a positive finding because the educators communicated 

clearly their goals. However, the educators participating in Screen It! intended to 

implement a program that also provided students with an experience in which they were 

exposed to screen-printing in the “real world,” in the form of fine art or as a form of 

profitable business practices (See Appendix B: Screen It! Education Manual). This 
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connection was unclear and not reflected in the students’ perception of their experiences 

with Screen It!.  Exposing students to artwork from the museum’s permanent collection 

could have resolved this problem.  However, the students participating in Screen It! did 

not visit the museum. In the following quote, Eliza, the Education Director at the Mexic-

Arte Museum, said: 

So, we’re trying to integrate more of what’s happening at the museum into what 

we do in the schools, because although the Screen It! program is intrinsically tied 

to the museum because of the Serie Collection it’s not obvious when we’re going 

into the schools. So, we’re modifying the curriculum now to include more classes, 

because previously the series was only six classes long and with the paperwork 

requirements with our grant, we just can accomplish the full curriculum in six 

classes….We’ve incorporated a component which includes information about the 

museum and then also information about the exhibit, which is tied to the ultimate 

design product. But with the Screen It! Advanced kids,…you can think about 

identity, you can think about personal pride or you could think about community, 

you could think about sports. So, there are many ways for students to still have 

access to what it is that we’re doing from an exhibition-based perspective and 

create their own designs. (personal communication, March 20, 2013)  

The only student who made a clear connection between his experiences in Screen 

It! and the museum’s body of work representing Mexican and Mexican-American 

communities was Abe, a Hispanic male student. This connection was discovered during 

his interview. When asked, “how does this program relate to the community that you live 

in?” Abe replied, “This is actually kind of a tough question now that I think about it. I 

guess it just reflects on Spanish speaking students or Hispanics in general.” I followed up 

with, “how does it relate to Hispanics?” and he said, “Because in general Mexic-Arte is a 
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Hispanic organization so I guess they’re trying to reflect on how artistic we are.”  This 

means that the museum’s known connection to the Hispanic community, made explicit 

by the name “Mexic-Arte,” is the reason Abe believes that Screen It! relates to the 

community he lives in, which is primarily comprised of Spanish speakers and a Hispanic 

population.  

In my observations of the program, I noticed that there was an unspoken 

expectation, and general consensus among all participants, that students were expected to 

connect the Screen It! curriculum to the Hispanic community or Mexican culture.  This 

expected connection was based upon the simple fact that the museum presenting the 

program was primarily directed at Mexican and Mexican-American arts. Once again, the 

museum’s mission declares:  

Mexic-Arte Museum is dedicated to enriching and educating the community 

through the presentation and promotion of traditional and contemporary Mexican, 

Latino, and Latin American art and culture. (personal communication, March 26, 

2012) 

Additionally, the museum publicizes that it is, “the official Mexican and Mexican 

American Fine Arts Museum of Texas” designated by the 78th Legislature of the State of 

Texas (Mexic-Arte Museum, 2012). 

The students’ expectations for the Screen It! curriculum and instruction could 

have been met more effectively if educators inquired about what the students preferred as 

an outcome. They could have done this with a short survey during the first week, or if the 

instructors more effectively communicated their goals for the program by presenting a 

clear and concise list of program goals to students prior to the implementation of Screen 

It! 
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Many students stated that the most meaningful learning outcomes from this 

program related to the idea of teamwork, learning skills, and tools that are transferrable to 

potential careers in the arts and business industries. The instruction they received from 

this program taught how to effectively work in a group setting and incorporate several 

individuals’ designs into one final design that visually embodied a collaborative depiction 

of the identity of Austin.  On the survey, when asked to explain what they would change 

about Screen It! if they could, one student said, “Plan it out a little better, maybe work 

more hands-on with students.”  This statement implies that instruction could have been 

better with more planning and direct communication between the educator and students. 

This also indicates that the instructor and museum educators should consider revising 

curriculum, as well as methods of instruction, in order to better apply to the students’ 

needs. For example, the museum could employ more artist educators or volunteers to 

assist in the classroom during the screen-printing portion of the program, because of the 

large class size. Also, the museum could revise the Screen It! curriculum to include a 

short lesson on artwork by prominent Hispanic artists that are part of the museum’s 

permanent collection. If funds allowed, it would be great for the students to be able to 

visit the museum as well.  

It is evident that there was a disconnect between the museum’s curriculum, what 

was presented in the classroom, and what students described as meaningful learning 

outcomes. Throughout the program it was my understanding that many students were 

unclear of what they were supposed to create and work on. This may have been the result 

of insufficient instruction, as well as a combination of many factors including students’ 

attention to instruction. A solution to this problem may be to employ additional artist 

educators or volunteers to assist in the classroom throughout the program, and/or give 

students a handout with succinct directions, goals, and resources. Furthermore, 
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instruction could improve by including more examples of identity, as well as how other 

artists illustrate or create identity through artwork. This strategy would also be applicable 

to portray diversity in identity, which would help address issues of stereotyping, 

especially in a diverse and predominately Hispanic school and community. Throughout 

my research, I found that students perceived the most meaningful learning outcomes as 

relating to teamwork, collaboration, and Photoshop skills. However, museum educators 

expected that students would learn more about screen-printing and entrepreneurship. This 

is a clear disconnect. Additionally, the written curriculum3 states that students will 

participate in a design challenge, with which each group will compete to have their 

design printed and sold in the Mexic-Arte Museum Gift Shop. Students were, in fact, 

introduced to this challenge and reminded throughout the program of this incentive to 

complete their designs. In the final days of the program, students were supposed to vote 

on their favorite designs among the five group designs that were created during Screen 

It!. However, due to circumstances undisclosed by the museum, Mexic-Arte was unable 

to print and sell t-shirts with the winning student artwork in the museum gift shop. 

Additionally, this specific Screen It! program was unable to provide students with proper 

closure due to the museum’s inability to follow through with one of the curriculum’s 

original stated objective. Nevertheless, students were still able to take their original 

screen-prints of their group’s design, at the end of the program.  

Interviews with museum educators revealed that museum staff training and 

turnover impacted the outcomes of this program. Eliza talked about the students’ attitudes 

towards the museum and Screen It! program, saying: 

Student attitude toward the program as far as changes, I think, okay, if I look back 

at the Akins class for example, that we taught in December and I compare that to 

                                                
3 See Appendix B: Screen It! Education Manual 
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a class that we teach at Travis, which they are both high school classes, I think 

that student interest is much higher than it was in the fall. I think that’s largely 

because our educators that we’re working with now are really well trained. 

[Dorothy] has been working with the organization for almost a year as an 

educator. Then we brought a new educator this spring [2013] who went through 

three weeks of training before he ever even taught a class. Prior to that there 

wasn’t any really kind of protocol in place in terms of training. (personal 

communication, March 20, 2013) 

This lack of training probably contributed to the quality of instruction during the 

program. Since the artist educator was not fully trained, assumptions had to be made 

concerning what aspects of the program were most important when implementing the 

Screen It! curriculum. In order for the artist educator to understand and effectively 

convey the museum’s goals and intentions, the museum’s goals and intentions for the 

program need to be clearly communicated. This communication between the museum’s 

Education Director and Artist Educator can be achieved through sufficient and consistent 

training. Such training could include various training segments that focus attention on 

one area of education at a time. I suggest that all training segments are kept consistent, in 

that the materials and teaching tools are similar throughout. Additionally, I suggest that in 

each training segment tools and media such as PowerPoint presentations as well as video 

training is utilized in addition to traditional handouts and notes. This provides educators 

multiple points of entry into the information provided during the segments. It is important 

to remember that many learning theories apply to various learners, in many situations. So, 

this means that educators also learn and process information in different ways. That is 

why it is best to keep multiple modes of access, so there is a high potential for each 

individual to understand the information provided.    
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Once there is a mutual understanding between all parties participating in this 

program regarding expectations and program goals, meaningful learning may result. 

Additionally, clarification of program goals and expectations should be extended to the 

students involved. There needs to be clear and open lines of communication between the 

museum education department, the artist educator, and all students participating in 

museum programming.  

Throughout this study, it was shown that students and teachers did not share the 

same goals and expectations for the Screen It! program. For example, student and teacher 

perceptions of the program varied depending on their life experiences and personal 

biases. This relates back to constructivist learning theory. Each individual learns and 

interprets information depending on their prior experiences. For example one student, 

Abe, said that the Screen It! program relates to his community in general because of how 

everybody in his group was different from one another, but worked together to produce 

great art  (personal communication, December 10, 2012). This indicates that he perceived 

his community as his peers, or school community. In this situation Abe did not interpret 

his community as the Dove Springs area of Austin, Texas. Conversely, the Screen It! 

Artist Educator, Dorothy, believed that this program related to the Dove Springs 

community because both the Dove Springs community and the Mexic-Arte Museum have 

strong Hispanic influence. From Dorothy’s perspective she identifies Mexic-Arte’s 

association with Hispanic artists such as Sam Coronado, and she relates that to the 

Hispanic population in Dove Springs. However, Abe would not have seen this connection 

because he did not have the prior knowledge that Dorothy had of the Mexic-Arte 

Museum or artists such as Sam Coronado. The museum educators were most concerned 

with providing meaningful content for students but their understanding of what is 

meaningful did not align with what students believe is meaningful in their lives. Again, 
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students were interested in learning skills to produce art such as how to screen-print or 

how to use tools in Photoshop. Teachers, on the other hand, thought students would be 

more interested in the concept of applying the process of screen-printing to real-world 

scenarios and entrepreneurship. So, it should be kept in mind, however, that learning 

occurs when instruction is reorganized into personally valuable information and added to 

preexisting knowledge (Packer & Goicoechea, 2000). All people learn by building their 

knowledge based on their position in and perspective on the world, including interactions 

with their physical and social environments. Therefore, teachers need to be aware of their 

students’ learning processes and facilitate learning by providing meaningful experiences 

in which students can build upon. Otherwise, there will be a great disconnect between 

what teachers present and what students actually learn (Glasersfeld, 1989). With 

information regarding how to facilitate learning through meaningful experiences, teachers 

should strive to understand their students’ perspectives, and learn what is most 

meaningful for and important to students. Students will become more engaged with their 

education and the curriculum, if it relates to their life experiences. Then, having gained 

their attention, it is more likely that students will stay interested and more willingly 

participate in class. Therefore, there is a need for educators to understand and consider 

the student perspective, if it is likely to engage and keep the interest of students in an 

educational setting.  

Furthermore, the staff turnover rate at the Mexic-Arte Museum most likely 

contributed to the poor communication and lack of training for educators teaching the 

Screen It! program. Although previous museum employees headed educational efforts at 

the Mexic-Arte Museum, my research indicated that in 2011 Alan was hired as the first 

official Education Director for the Museum. It was not until January 2012, that two 

education associates were hired to assist the museum’s education department. Out of 
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these two associates, one left the position in the summer of 2012 and the other, Marvin, 

left the museum during my observations of the Screen It! program in November 2012. 

Meanwhile, the former Education Director, Alan, remained at the museum for almost one 

year, and was replaced with Eliza. Eliza had been working for Mexic-Arte for a few 

months prior to the start of this particular Screen It! program, which was the focus of this 

study.  

However, there are many positive attributes of the Screen It! program that were 

revealed. This program provides students from a low-income and underserved 

community with experiences with the arts, which they would otherwise not receive. 

Mexic-Arte is able to serve students across the Dove Springs community with instruction 

on the process of screen-printing with materials provided by the museum. Additionally, 

students were able to learn skills in Photoshop on computers also provided by the 

museum. Most importantly, students were given new opportunities to explore possible 

career paths in the arts focusing on using screen-printing in an entrepreneurial fashion. 

The lessons provided through Screen It! have the potential to empower students to take 

control of their future, and provided them an opportunity to develop their art making 

practices, as well as envision this art making in a professional capacity.  When asked if 

they would like the Screen It! program to return to their class, 100% of students who 

responded said yes. This shows that although there was a disconnect in what the students 

and teachers expected as program goals and learning outcomes from the program all of 

the students participating in this study would like Screen It! to return to their classroom. 

This also implies that overall the students enjoyed and would repeat their experience with 

the Screen It! program. 

Additionally, it is important to highlight some significant responses that students 

provided during interviews. Abe disclosed interesting information about what he would 
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like to learn more about during Screen It!. He said, “I guess the laws of, you know, 

everything that has to do with printmaking. So that way I don’t do something illegal. I 

would probably get in trouble and all the bad stuff happens.”  Abe shared important 

insight into what he values in his education and his response directly relates to what is 

meaningful for his life. With situations such as exposure to substance abuse, gangs, etc., 

many students in underserved communities and low-income neighborhoods are faced 

with crime and law enforcement on a daily basis. With this knowledge and understanding 

of Abe’s life, as well as his educational needs, an educator can and should incorporate 

information that addresses this need into the curriculum. With Abe’s request regarding 

what is legal and illegal, and how students can avoid getting into trouble, educators 

should incorporate information on copyright laws and consequences of criminal behavior 

regarding these laws into the curriculum. For example, graphic designer and printmaking 

artist, Shepard Fairey, could be used as an example to highlight the risks associated with 

creating designs and printing artwork from images found online. His most famous print 

titled, Hope, became famously associated with the 2008 Obama Presidential Campaign. 

However, Fairey’s design was adapted from an image he obtained online, and was 

subsequently stuck in a legal battle regarding the image rights because of claims from the 

photographer of the original image. Information regarding image rights and artistic 

licenses are important to students who are concerned with legal responsibility and 

consequences.  

Implications for the Field of Art Education  

This study has many implications for the field of art education. Museum and 

school partnerships have the ability to provide students with enriched and powerful 

experiences in art education. Positive experiences in the arts empower students in their 

personal and professional endeavors, as well as encourage them to make positive changes 
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in all areas of their life. For students, the possibilities are endless if educators take time to 

listen to students’ voices and respond with clear program expectations and goals for 

positive learning outcomes, open and effective lines of communication, and relevant 

curriculum that is meaningful for students and connected to their community.  

First, museums can start by organizing professional training for all educators and 

persons assisting with any educational program. This may include training in learning 

theories pertinent to a museum’s education department and institutional mission, as well 

as providing an employee and volunteer introduction to the museum’s permanent 

collection. Then, the education department can define a set of expectations for each 

program. These may include clear and concise student objectives for each class 

throughout the program. Subsequently, goals for positive learning outcomes for students 

should be established.  

Second, the program expectations and goals for positive learning outcomes should 

be clearly and effectively communicated to all participants in the program, including the 

partnering schoolteacher and students. An example of clear and effective communication 

could be providing written information outlining the program goals and expectations for 

the cooperating schoolteacher and students. While many students, especially in the case 

of the Screen It! program, speak languages other than English, it is appropriate and vital 

to provide this information in multiple languages such as Spanish and English. To be 

clear, prior to program implementation, research should be conducted to familiarize the 

museum education staff with the community, population, and students that the program 

will serve. A comprehensive understanding of the communities, cultures, spoken 

languages, and interests present among students whom the museum serves is imperative 

to providing meaningful and successful programming.  
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Finally, I suggest that art museum educators strive to develop and present 

curricula that is relevant to students’ lives and past experiences. This may entail 

employment of student surveys to better understand the population and community in 

which they live. Once museums research and understand the context in which the 

students they are serving learn, then appropriate curriculum can be created to reflect the 

students’ needs and interest.  

Suggestions for Future Research   

I have specific suggestions for future research. Primarily, I believe that it would 

be valuable to conduct research regarding the impact of art education on the dropout rates 

among students in Title I schools. This information may prove valuable when 

establishing programs for underserved communities throughout the field of art education. 

It is important to take notice to what students value and find significant in their 

assignments as well as in their lives. With knowledge of their lives and interests, 

educators can provide more meaningful instruction and curriculum for students, 

specifically within art education. Additionally, it could prove a valid argument for 

providing additional funding for educational programs that serve student populations that 

have high drop out rates. Additionally, my hope for this study is that in the future more 

researchers will examine the student perspective and value student voice in their research.  

Closing  

This study has presented in-depth descriptions of the Screen It! program, and 

focused on participating students’ perceptions. This report began with an overview of 

museum and school partnerships, curriculum, and relevant learning theories. This thesis 

also provided a description of the Mexic-Arte Museum Screen It! program, including the 

roles of each participant in this study and an overview of the Screen It! curricula. This 
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presentation of data, analysis, and findings have highlighted the importance of 

considering students’ voices in the process of developing and implementing educational 

programs and curricula. The student voice holds valuable information educators should 

access. Their perspective and opinions can provide beneficial information for developing 

and implementing more meaningful educational programming.  
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Appendix A: Student Survey 

1. How	  would	  you	  rate	  the	  Mexic-‐Arte	  Museum’s	  Screen	  It!	  program?	  
	  

Circle	  one	  number/answer:	  
	  
5- Loved It 

4- Liked It 

3- It was OK 

2- Disliked it 

1- Hated It 

 

2. What	  did	  you	  want	  to	  learn	  from	  the	  Screen	  It!	  program?	  
	  

1. ________________________________________________________________________________	  
	  

2. ________________________________________________________________________________	  
 

3. ________________________________________________________________________________	  
 
 

3. Besides	  the	  print-‐making	  process,	  what	  else	  did	  you	  learn	  from	  the	  Screen	  It!	  
program?	  
	  
_________________________________________________________________________________________	  

 
_________________________________________________________________________________________	  

 
_________________________________________________________________ 

 
 

4. To	  what	  degree	  did	  the	  Screen	  It!	  program	  meet	  your	  expectations?	  
	  

5- Exceeded my expectations 

4- Completely met my expectations 

3- Somewhat met my expectations 

2- Barely met my expectations 

1- Did not meet my expectations 
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5. On	  a	  scale	  of	  1-‐5	  (5	  being	  most	  effective):	  How	  effective	  was	  the	  instruction	  
you	  received	  about	  screen	  printing?	  	  

	  
5- Exceeded my expectations 

4- Completely met my expectations 

3- Somewhat met my expectations 

2- Barely met my expectations 

1- Did not meet my expectations 

	  
6. How	  relevant	  was	  Screen	  It!	  to	  your	  personal	  life?	  

	  
5- Very relevant 

4- Relevant 

3- Somewhat relevant 

2- Barely relevant 

1- Not relevant 

 
7. How	  relevant	  was	  Screen	  It!	  to	  the	  community	  that	  you	  live	  in?	  

	  
5- Very relevant 

4- Relevant 

3- Somewhat relevant 

2- Barely relevant 

1- Not relevant 

	  
8. How	  effective	  was	  Screen	  It!	  in	  exploring	  your	  past	  experiences?	  
 

5- Exceeded my expectations 

4- Completely met my expectations 

3- Somewhat met my expectations 

2- Barely met my expectations 

1- Did not meet my expectations 
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9. Would	  you	  like	  the	  Screen	  It!	  program	  return	  to	  your	  art	  class?	  

 
☐	  Yes	  
☐	  No	  

 
 
 

10. Is	  there	  anything	  you	  would	  change	  about	  the	  Screen	  It!	  program?	  
 

☐	  Yes	  
☐	  No	  

 
 

If yes, explain:  
____________________________________________________________________ 

	  
____________________________________________________________________ 

 
____________________________________________________________________ 

	  
	  

11. What	  was	  the	  most	  meaningful	  experience	  you	  gained	  from	  your	  
participation	  in	  Screen	  It!?	  
Please	  Explain:	  
	  

___________________________________________________________________  
	  

____________________________________________________________________ 
 
____________________________________________________________________ 
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Appendix B: Screen It! Education Manual 

 
 
 
 

Education Manual 
 

Lesson plans from the Screen It! Screen Printing Art Outreach 
Program for students ages 10-17 
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What is Screen It!?  
 
Mexic-Arte Museum’s Screen It! art outreach program introduces underserved students 
to basic principles of screen printing and related careers in the art field. Screen It! 
courses primarily focus on: 
 

• creative design 
• computer literacy 
• entrepreneurial training 

In Screen It! Basic, Museum Educators introduce students of ages 10-12 to basic 
screen printing techniques. Ultimately, students create their own stencil based multi-
color screen print. 
  
For teens, Screen It! Advanced teaches digital design as a means of creative 
expression. At a portable computer lab, set up at Mexic-Arte Museum or at the host 
school, students learn from a graphic designer how to illustrate and manipulate images 
using Adobe Photoshop software. With a traveling computer lab of laptops, the Museum 
ensures that each teen leaves the program with the ability to create a digital artwork.  
 
During the last phase of Screen It! Advanced, students have their digital designs 
transferred onto screens and experience the serigraphy process by printing their very 
own t-shirts at the Museum or School.  
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The Screen Printing Process 
 

Demonstrate each step of the screen printing process before students begin. 
 

Younger students will work in pairs for printing. Student 1 will hold the frame down; 
Student 2 will execute the following procedures and then switch. Emphasize the 
importance of teamwork and cooperation during this process. 

 
Printing Order= 

 
1. Applying Ink!  
Student will apply ink to screen using squeeze bottles or educator will pre-apply ink. 
HINT: Mist the ink on screen with a spray bottle to keep it moist when not printing.  

1. Apply ink in two stokes, creating two rows of ink leading left to right.  
2. Reapply ink when flood stroke fails to cover entire screen with ink. 

 
2. Flood Stroke 
Students will spread ink using a flood stroke. 

1. Place squeegee at the top of the screen inside of the frame. 
2. Pull squeegee towards you, applying enough pressure to move the ink 

across the screen. 
3. The entire screen should be covered with an even layer of ink. 
Explain the purpose of this procedure: 

● A flood stroke fills the holes in the screen with ink.  
● You will push ink through the screen onto the paper using a squeegee. 

 
3. Printing Stencil/ “Pulling a Print” 
Students will print stencil. 

1. Place squeegee at the top of the screen inside of the frame. 
2. This time, pull squeegee towards you, applying downward pressure. 
3. Lift screen and remove paper. 
4. Repeat Flood Stroke. 

a. (It is very important to keep screen flooded between prints to 
ensure multiple students can print without ink drying in the 
screen.) 

5. Place print on drying rack 
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Vocabulary 
 
The following vocabulary is used throughout this manual: 
 

Branding 
A name, term, sign, symbol, or design intended to identify the goods and services of one 
organization and to differentiate them from others. 
 
Client 
The recipient of goods or services in exchange for monetary compensation. In the case 
of screen printing, the person or organization paying for the design work and printing of 
goods. 
 
Conservation 
The protection of resources. 
 
Constructive Criticism 
Thoughtful formative feedback given to an artist or designer during the creative process 
with the intention of improving the final product. 
 
Creative Brief 
A document or presentation given to the designer from the client that outlines project 
goals and objectives, expectations, deadlines, target audiences, budget, and 
background information on the client. 
 
Demographics 
Statistical characteristics of a population, including race, gender, age, disabilities, 
location, mobility, and employment status. 
 
Filters 
A Photoshop tool that produces a special effect, from blurring or softening an image to 
adding patterns, distortions, and other artistic effects. 
 
Flood stroke 
Filling the screen with a layer of ink. 
 
Graphic Designer 
A professional who uses images, typography and motion graphics to create a design 
that is used for published, printed or electronic media, such as brochures and 
advertising. 
 
Import 
A Photoshop tool that allows a user to bring existing images or text from another digital 
source into Photoshop for manipulation. 
 
Identity 
The “persona” that a company, corporation, or organization creates for public 
recognition. It often correlates to their goals, products, and targeted audience. 
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Layers 
The working surface of a Photoshop image, it is like a transparent sheet that sorts the 
paint and filter effects. 
 
Logo 
A graphic or emblem used by companies and organizations to promote instant public 
recognition, a mark that symbolizes the organization for promotional purposes. 
 
Mood Board 
Collection of text, images, and objects used to develop and communicate design 
concepts. 
 
Photoshop Elements 
Image editing software that allows for the manipulation of digital images. 
 
Psychographic 
Attributes of a population relating to personality, values, attitudes, interests or lifestyles 
that are often used in marketing and advertising to target populations 
 
Pull 
Pushing the ink through the screen and onto the paper underneath. 
 
Screen  
Tightly framed woven mesh used for printing. 
 
Screen Printing 
A printing technique where a squeegee is used to push ink through a stencil supported 
by a woven mesh screen onto paper or fabric. A stencil is used to block ink from passing 
through chosen areas of the screen. Ink passes through open areas of the stencil to 
create a design or image that can be printed multiple times. 
 
Squeegee 
Tool used for pushing ink through a screen. 
 
Statistical 
Of or relating to the collection, organization, analysis, and interpretation of data. 
 
Stencil 
A sheet from which letters or a pattern has been cut. Paint or ink can pass through 
stencils to form a design on the surface underneath. 
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Screen It! Basic 
Grades 4-8 
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Lesson 1: What is SCREEN PRINTING?! 
Lesson time: 45 min/lesson  Grades 4 – 7  
 
OBJECTIVES—Students will:        
● Understand the basic concepts and techniques of screen printing with a stencil 

● Discuss the benefits of printmaking over other methods of art-making  

● Demonstrate correct screen printing techniques 

 
KEY WORDS           
Screen printing A printing technique where a squeegee is used to push ink through 

a stencil supported by a woven mesh screen onto paper or fabric. A 
stencil is used to block ink from passing through chosen areas of 
the screen. Ink passes through open areas of the stencil to create a 
design or image that can be printed multiple times. 
 

Stencil 
   

A sheet from which letters or a pattern has been cut. Paint or ink 
can pass through stencils to form a design on the surface 
underneath. 
 

Positive Space The shape of an object, or the space it occupies. 

Negative Space The space around an object. 

Screen Tightly framed woven mesh used for printing. 

Squeegee Tool used for pushing ink through a screen. 

Ink “Paint” used for screen printing. 

Flood Stroke Filling the screen with a layer of ink. 

Pull Pushing the ink through the screen and onto the paper underneath. 

Registration The process of lining up the screen with the paper. 

Conservation The protection of resources. 
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Lesson 1: What is SCREEN PRINTING?! cont. 
 
MATERIALS           
 

ü Prefabricated Stencils 
ü Markers 
ü Pencils 
ü Screens (one per ink color) 
ü Squeegee 

ü Ink (variety of colors) 
ü Cardstock Paper for cutting 

stencils 
ü Paper for printing/drawing 
ü Simple Shape Stencils (optional) 

 
FOR THE EDUCATOR          
Prepare a screen printing station: 

ü “Registration” Table Cover 
ü Scissors 
ü Paper 
ü Screen 
ü Squeegee 
ü Ink 
ü Drying Rack 
ü Prepare “Snowflake Stencil” example 

 
PROCEDURES           
 
1. Introduce stencils using prefabricated 
letters or shape stencils. 
 
 

o How would you describe a stencil, 
based on what you see? 

o Looking at a stencil, which shapes are 
positive spaces? Which shapes are 
negative spaces? 

o What might be a huge advantage to 
using a stencil when drawing? 
Printing? 

o (Ex. You can make the exact same 
shape over and over again.) 

2. Introduce screen printing equipment and 
key words.  
 
Preparation for the Educator: 
-Precut “snowflake stencil” 
 

We are going to create artwork using 
stencils and a printing technique called 
screen printing… 
o With equipment in sight, have students 

hypothesize how they will be using this 
equipment to create prints.  

o If I wanted to print this “snowflake 
stencil,” how would you suppose I do 
it? 
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3. Screen printing demonstration. Today we will practice using the right 

screen printing techniques and key 
words... 
o Demonstrate creating “snowflake” and 

explain each step of the screen printing 
process.  

o See Screen Printing Process, Screen 
Printing FAQ.  

4. Hand out paper and markers for 
creating stencil drawings or nametags in 
sketchbook. 

NOTE: Students will be using simple 
shapes to create a three-color print next 
lesson. 
o Encourage students to start seeing 

what kind of designs or pictures they 
can create with the shapes provided. 

5. Facilitate Snowflake Activity. 
 
Invite one table at a time to create a 
Snowflake Screen Print at the Screen 
Printing Station.  

o Call small groups (4>) up one at a time 
to Screen Printing Station. 

o Students will cut “snowflakes” and print 
them at the Screen Printing Station. * 

o Students will work in pairs to screen 
print. 

o See Screen Printing Process.  
 

6. Clean Up. o Review screen printing vocabulary.  
o What does conservation mean? 
o From these materials, what do you 

think can be conserved or reused? 
(Almost everything) 

o What do we throw away? 
o Designate student leaders to assist 

cleaning screen printing equipment.  
7. Closing. o Review screen printing vocabulary.  

 
Next Lesson: Color Separation 101 Students will develop a composition using 

stencils provided and understand how to 
color separate using a color key. 

 
 
 



Lesson 2: Color Separation 101 
Lesson time: 45 min/lesson  Grades 4 – 7 
 
OBJECTIVES—Students will:        

• Develop a contour line drawing  

• Prepare drawing to be separated into three colors by “closing” shapes 

• Separate colors by transferring each color onto a separate piece of cardstock 

KEY WORDS           
Screen printing A printing technique where a squeegee is used to push ink through 

a stencil supported by a woven mesh screen onto paper or fabric. A 
stencil is used to block ink from passing through chosen areas of the 
screen. Ink passes through open areas of the stencil to create a 
design or image that can be printed multiple times. 

Stencil 
   

A sheet from which letters or a pattern has been cut. Paint or ink can 
pass through stencils to form a design on the surface underneath. 

Layer Two things overlapping. 

Value A measure of light or dark. 

Color Key A map to determine color choices. 

Screen Tightly framed mesh used for printing. 

Squeegee Tool used for pushing ink through a screen. 

Ink “Paint” used for screen printing. 

Flood Stroke Filling the screen with a layer of ink. 

Pull Pushing the ink through the screen and onto the paper underneath. 

Registration The process of lining up the screen with the paper. 

Conservation The protection of resources. 
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Lesson 2: Color Separation 101 cont. 
 
MATERIALS           

 
ü Markers (that correlate with ink colors) 
ü Pencils 
ü Cardstock Paper for cutting stencils 
ü Paper for printing/drawing 
ü Simple Shape Stencils (optional) 

 
FOR THE EDUCATOR          
Prepare examples for three-color separation: 
 

ü Completed Three-Color Screen Print 
ü Simple Shapes Drawing (having used stencils, if students are using 

stencils) 
ü Colored Markers and Corresponding Inks 
ü Open Shape vs. Closed Shape example 
ü Completed Color Key  

 
LESSON            
 
1. Review screen printing process and key 
words. 

o What is screen printing? 
o Have students review key words for 

equipment and process. 
2. Show example of a completed three-
color screen print.  

o What do you see? 
o How many colors do you see here? 
o How do you think this was created 

using the process of screen printing? 
o What do you think each color stencil 

looked like? Could you draw it? 
EXTENSION: Have students draw 
examples of stencils used, deconstructing 
the screen print. 
o In which order do you think the colors 

were printed? How can you tell? 
3. Demonstrate how to create a color key 
by using the colored markers to block off 
areas and/or “close” shapes. 

o Using one design example, 
demonstrate how a color key is 
created.  

o Emphasize the importance of “closed” 
shapes.  

5. Hand out paper and stencils for students 
to create their designs. 

HINT: If students are not using simple 
stencils encourage them to draw BIG. No 
shape should be smaller than their thumb.  
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6. When design is complete, students will 
choose ONLY three colored markers to 
create a color key.  
NOTE: Only use colored markers that are 
the same colors as the inks being used. 
This will avoid disappointed students and 
the teacher having to mix colors. 

o Encourage students to color in the 
entire shape or just the outlines, 
depending on the students’ age.  

o Double check to see that all shapes are 
closed.* 

8. Clean Up. o Designated table leader will return 
table supplies.  

9. Closing.  o Now that you have created your color 
key, how will we separate the colors 
onto different stencils? 

Next Lesson: Where’s your Color Key?! 
 

Students will begin color separation and 
cutting out their first stencil. 

 
 



Lesson 3: Where’s your Color Key?! 
Lesson time: 45 min/lesson  Grades 4 – 7 
 
OBJECTIVES –Students will…        
● Distinguish between color layers using a color key 

● Print an original design multiple times using the screen printing process 

● Recognize the importance of registration in the screen printing process  

KEY WORDS           
Screen printing A printing technique where a squeegee is used to push ink through 

a stencil supported by a woven mesh screen onto paper or fabric. A 
stencil is used to block ink from passing through chosen areas of the 
screen. Ink passes through open areas of the stencil to create a 
design or image that can be printed multiple times. 

Stencil 
   

A sheet of some material from which letters or a pattern has been 
cut. Paint or ink can pass through stencils to form a design on the 
surface underneath. 

Layer Two things overlapping. 

Value A measure of light or dark. 

Color Key A map to determine color choices. 

Screen Tightly framed mesh used for printing. 

Squeegee Tool used for pushing ink through a screen. 

Ink “Paint” used for screen printing. 

Flood Stroke Filling the screen with a layer of ink. 

Pull Pushing the ink through the screen and onto the paper underneath. 

Registration The process of lining up the screen with the paper. 

Conservation The protection of resources. 
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Lesson 3: Where’s your Color Key?! cont.  
 
MATERIALS           
 

ü Markers (that correlate with ink colors) 
ü Pencils 
ü Cardstock Paper for cutting stencils 
ü Paper for printing/drawing 
ü Simple Shape Stencils (optional) 

 
FOR THE EDUCATOR          
Prepare the Screen Printing Station: 
 

ü “Registration” Table Cover 
ü Scissors 
ü Paper 
ü Screen 
ü Squeegee 
ü Ink 
ü Drying Rack 

 
LESSON            
 
1. Demonstrate how to use the color key to 
color separate, transferring each color onto 
a different sheet of cardstock. 
 
NOTE: You can also use a light box or 
window to trace the colored shapes onto 
cardstock. 

1) Turn the paper with your design over, 
so that the design cannot be seen. 

2) With your pencil, begin coloring the 
entire backside with graphite.  

3) Turn the paper over.  
4) Lay it perfectly over another piece of 

cardstock.  
5) Applying a little bit of pressure, trace 

around the shapes of one color. 
o What do you think will show when I 

pick up the paper? 
6) Your shapes will transfer onto the 

cardstock below. 
 

2. Students will begin cutting out their first 
stencil, starting with the darkest color. 
 
Students should fold the paper in half and 
make a hole to begin cutting. 
Never cut from the edge, always stay in 
the middle. 

o How do you determine which color has 
the darkest value? 

o Encourage students to see value in 
color by practicing organizing colors 
from lightest to darkest as a class. 

HINT: Organize inks lightest to darkest so 
they are sure which color to print first. 
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3. After the first two students have 
completed cutting their first stencil, they 
will work as a pair to print their first layer.  

HINT: Have students write their names on 
the front of the stencil and a dot with the 
color for that stencil. This will ensure 
stencils do not get printed backwards or in 
the wrong color. 
o See Screen Printing Instructions. 

4. Stop class from cutting and review the 
process of screen printing using the 
registration table cover.  

o Why do you think it’s important that 
each layer is registered correctly? 

o Review flood stroke and pull. 
o Have students make 3 to 5 prints with 

Layer 1.  
5. When students finish cutting out a 
stencil they will print their next layer. 

HINT: To ensure that all students are not 
printing at once, have students transfer 
ONE color at a time, then cut, print, go 
back to their seats and repeat. This will 
also give their printed layer time to dry in 
between pulls. 

6. Clean Up. o Review screen printing vocabulary.  
o What does conservation mean? 
o From these materials, what do you 

think can be conserved or reused? 
(Almost everything) 

o What do we throw away? 
o Designate student leaders to assist 

with cleaning screen printing 
equipment.  

7. Closing. o What will we be doing next time in 
class to complete our prints? 

o What are some challenges you faced 
today? 

o What are some things you noticed 
about the screen printing process? 

Next Lessons (4 & 5): Three-Color 
Screen Printing  

Students will continue color separating, 
cutting stencils and printing until all layers 
are complete. 

 
 



Lessons 4 & 5: Three-Color Screen Printing 
Lesson time: 45 min/lesson  Grades 4 – 7 
OBJECTIVES – Students will…        

• Distinguish between color layers using a color key 

• Print an original design multiple times using the process of screen printing 

• Print multiple layers in the process of screen printing by applying registration 

techniques 

KEY WORDS           
Screen printing A printing technique where a squeegee is used to push ink through 

a stencil supported by a woven mesh screen onto paper or fabric. A 
stencil is used to block ink from passing through chosen areas of the 
screen. Ink passes through open areas of the stencil to create a 
design or image that can be printed multiple times.  

Stencil 
   

A sheet of some material from which letters or a pattern has been 
cut. Paint or ink can pass through stencils to form a design on the 
surface underneath. 

Layer Two things overlapping. 

Value A measure of light or dark. 

Color Key A map to determine color choices. 

Screen Tightly framed mesh used for printing. 

Squeegee Tool used for pushing ink through a screen. 

Ink “Paint” used for screen printing. 

Flood Stroke Filling the screen with a layer of ink. 

Pull Pushing the ink through the screen and onto the paper underneath. 

Registration The process of lining up the screen with the paper. 

Conservation The protection of resources. 
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Lessons 4 & 5: Three-Color Screen Printing 
cont. 
 
MATERIALS           
 

ü Pencils 
ü Cardstock Paper for cutting stencils 
ü Scissors 

 
FOR THE EDUCATOR          
Prepare a Screen Printing Station: 
 

ü “Registration” Table Cover 
ü Paper 
ü Screen 
ü Squeegee 
ü Ink 
ü Drying Rack 
 

LESSON            
 
1. Review color separation and how to 
transfer individual colors onto individual 
sheets of cardstock. 
 
NOTE: You can also use a light box or 
window to trace the colored shapes onto 
cardstock. 

1) Turn the paper with your design over, 
so that the design cannot be seen. 

2) With your pencil, begin coloring the 
entire backside with graphite.  

3) Turn the paper over.  
4) Lay it perfectly over another piece of 

cardstock.  
5) Applying a little bit of pressure, trace 

around the shapes of one color. 
6) Your shapes will transfer onto the 

cardstock below. 
 

2. Demonstrate how to cut the stencil 
without breaking the edge of the stencil. 

o Students should fold the paper in half 
and make a hole to begin cutting. 

o Never cut from the edge, always stay in 
the middle. 

3. Review the process of screen printing 
using the registration table cover.  

o Why do you think it’s important that 
each layer is registered correctly? 

o Review flood stroke and pull. 
o Students will be printing subsequent 

layers on the same paper as the first 
layer, being sure to register each layer 
correctly.  
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o When I register my second layer on top 
of the first, should I be able to see my 
first layer below? 

4. Students will begin cutting their 
remaining stencils, moving from darkest 
color to lightest color. 

HINT: To ensure all students are not 
printing at once, have students transfer 
ONE color at a time, then cut, print, go 
back to their seats and repeat. This will 
also give their printed layer time to dry in 
between pulls. 

5. Students will work in pairs to print their 
remaining layers.  

 

6. When students are finished cutting out a 
stencil they will print that layer and 
continue on to the next stencil. 

REMEMBER: Transfer, Cut, Print, Repeat! 

7. Clean Up. o Review screen printing vocabulary.  
o What does conservation mean? 
o From these materials, what do you 

think can be conserved or reused? 
(Almost everything) 

o What do we throw away? 
o Designate student leaders to assist 

cleaning screen printing equipment. 
8. Closing. o What were some challenges you faced 

today? 
o Was registration easy? Why or why 

not? 
o What were some things you liked about 

the screen printing process? 
o Would you ever choose this process to 

create artwork again? 
Next Lesson: Adding Titles, Edition 
Numbers, and Signing Original Works 
of Art!!  

Students will edition, title, and sign their 
original prints! 
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Lesson 6: Adding Titles, Edition Numbers, 
and Signing Original Works of Art!! 
Lesson time: 45 min/lesson  Grades 4 – 7 
 
OBJECTIVES – Students Will:        

• Edition original pieces of artwork as traditional printmakers do demonstrating a 

basic understanding of fractions 

• Develop unique titles for artwork 

• Evaluate the screen printing process and, using a rubric, critique original works 

created by their peers 

KEY WORDS           
 
Screen printing A printing technique where a squeegee is used to push ink through 

a stencil supported by a woven mesh screen onto paper or fabric. A 
stencil is used to block ink from passing through chosen areas of the 
screen. Ink passes through open areas of the stencil to create a 
design or image that can be printed multiple times.  

Stencil 
   

A sheet of some material from which letters or a pattern has been 
cut. Paint or ink can pass through stencils to form a design on the 
surface underneath. 

Edition A number of artworks that are exactly alike and are made by the 
same artist.  

Screen Tightly framed mesh used for printing. 

Squeegee Tool used for pushing ink through a screen. 

Ink “Paint” used for screen printing. 

Flood Stroke Filling the screen with a layer of ink. 

Pull Pushing the ink through the screen and onto the paper underneath. 

Registration The process of lining up the screen with the paper. 

Conservation The protection of resources. 
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Lesson 6: Adding Titles, Edition Numbers, 
and Signing Original Works of Art!! cont. 
 
MATERIALS           
 

ü Writing Utensils 
 
FOR THE EDUCATOR          
Prepare a screen printing station (in case a few more layers need to be printed): 
 

ü “Registration” Table Cover 
ü Scissors 
ü Paper 
ü Screen 
ü Squeegee 
ü Ink 
ü Drying Rack 

 
LESSON            
 
In the event that students did not finish printing in the previous lesson, dedicate 
time at the beginning of class to completing their printing. 
 
1. Pass back student work. Do the following as a class: 
2. Demonstrate how to edition a print using 
fractions.  

o How many prints did you make?  
o Each print is one number of that whole. 

It is written like this: 1/5, 2/5, 3/5, 4/5, 
5/5. Like a fraction.  

o Printmakers almost always write the 
edition in the bottom left hand corner.  

o Do that now. 
3. Create a title for each student’s artwork. o Printmakers normally put their title on 

the bottom middle of the paper.  
o Does every piece have the same title? 

What do you think? 
o Write your title below the artwork in the 

middle now. 
4. Demonstrate how to sign an artwork.  o Printmakers almost always sign their 

work in the bottom right hand corner of 
the work. 

o Sign your work now. 
5. Congratulations, you did it! You’ve 
created an edition of original screen prints!  

o Use rubric to evaluate their work.  
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Grades 8-12 
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Screen It! Advanced Curriculum Overview 
 
 Objectives /Students will Activity 
Lesson 1: 
Introduction 
to Commercial 
Design and 
Screen 
Printing 

-Understand the screen printing 
process 
-Demonstrate appropriate screen 
printing techniques  
-Recognize screen printing used in 
the “real world”, both as an art form 
and a profitable business practice. 

-Screen Printing 
process demonstration 
-Proper Screen Printing 
techniques 
demonstration 
-Screen Printing 
Exercise 
Intro to Design 
Challenge 

Lesson 2: 
Designing for 
a Client 

-Understand the responsibilities of 
designing for a client as a graphic 
designer 
-Develop a marketing strategy for a 
specific 
demographic/psychographic 
-Identify images they will research 
for an mood board/image library 
-Compile images for an mood 
board 

-Design and marketing 
introduction and class 
discussion 
-Create design groups 
-Complete marketing 
handout on a single 
demographic 
-Hand out Field Trip 
form 
 

Lesson 3: 
What Makes it 
a Sugar Skull 
and 
Photoshop 
Elements 101 

-Review the responsibilities of 
designing for a client as a graphic 
designer 
-Understand the appropriate 
procedure to check out and return 
computers 
-Learn to navigate Photoshop 
Elements and modify images 
-Modify images using different filters 
and applications 

-Intro to Computers 
-Intro to Photoshop 
environment 
-Class Discussion and 
guided instruction to 
modifying images 
-Independent Practice 
-Computer Check 
In/Out Review 
-Reintroduce challenge 
and discuss designing 
for a client 
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Lesson 4: 
Designing 

-Review Photoshop Elements and 
computer procedures 
-Learn how to import images from 
image library into Photoshop 
Elements 
-Utilize layers to arrange a basic 
design layout or image placement of 
graphic design 

-Review Photoshop 
Elements 
-Import images from 
image library or 
cameras 
-Demonstration on 
importing and how to 
use layers 
-Independent Practice – 
Develop basic layout 
and placement of 
images on sugar skull 
template 

Lesson 5: 
More 
Designing 

-Understand technical aspect of 
designing for a screen print, what 
will and will not transfer onto a 
screen correctly 
-Complete the graphic designs 
-Peer -evaluate each other’s 
designs, providing constructive 
criticism to enhance designs 

-Reinforce what will and 
won’t burn well on a 
screen and how to 
make changes  
-Independent Practice  
-Complete Design 
-Complete Peer-
Evaluation Handout to 
critique group designs 

Lesson 6: 
Preparing for 
Design 
Competition 

-Review evaluations and make final 
adjustment to graphic design 
-Prepare for design competition by 
creating a company identity and 
basic branding 
-Deadline for Field Trip Form 

-Review design 
challenge. 
-Finish design/check off 
that they are complete 
-Complete Handout to 
create company identity 

Lesson 7: 
Screen 
Printing! 

-Screen print designs onto textile 
and paper 
-Select one design to sold in MAM 
store 
-Provide supporting evidence on 
why that design should be chosen 

-Demonstrate proper 
screen printing 
techniques 
-Screen Print T-shirts, 
complete identity and 
branding handout 
-Vote on best design 

Lesson 8: 
Final Critique 
and Wrap Up! 

if not completed the day before: 
-Select one design to sold in MAM 
store 
-Provide supporting evidence on 
why that design should be chosen 
-Evaluation of program 

-Vote on best design 
-Offer closure with the 
students, celebration  
-Pass out evaluations 
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Lesson 1: Introduction to Commercial 
Design & Screen Printing 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Understand the screen printing process and recognize works that have been 

screen printed 

● Identify screen printing used in the “real world,” as a fine art, as a commercial 

art form, and as a profitable business practice. 

● Design a simple stencil to be screen printed 
● Demonstrate appropriate screen printing techniques 

 
KEY WORDS           
 
Screen 
printing 

A printing technique where a squeegee is used to push ink 
through a stencil supported by a woven mesh screen onto 
paper or fabric. A stencil is used to block ink from passing 
through chosen areas of the screen. Ink passes through open 
areas of the stencil to create a design or image that can be 
printed multiple times. 
 

Commercial 
Art 

Graphic art created specifically for commercial uses, 
especially for advertising, illustrations in magazines or books, 
or the like. 
 

Graphic 
Designer 

A professional who uses images, typography and motion 
graphics to create a design that is used for published, printed 
or electronic media, such as brochures and advertising. 
 

Client The recipient of goods or services in exchange for monetary 
compensation. In the case of screen printing, the person or 
organization paying for the design work and printing of goods.  
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Lesson 1: What is SCREEN PRINTING?! cont. 
 
MATERIALS           
 

ü Cardstock 
ü Scissors 
ü Screen 
ü Squeegee 
ü Ink  
ü Tongue Depressor/ Plastic Spoon 
ü Paper 

 
RESOURCES 

• Presentation of Screen Printed Art & Commercial Works 
• Coated Screen 
• Exposed Screen 
• Light Box 
• Image of Transparency 
• Printed T-Shirt 

 
FOR THE EDUCATOR          

• Before class prepare laptop and PowerPoint for presentation 
• Designate one table as the “screen printing table,” cover to protect 

from ink 
• Set out all screen printing materials on “screen printing table” in 

preparation for demonstration and student printing 
• (Insert image of table set up) 
• Ensure demonstration equipment is easily accessible and will be 

visible to students in the classroom 
 
PROCEDURES           
 
1. Introduce students to screen printing 
as a commercial art and fine art 
through Screen It! PowerPoint 
presentation. 
 
 

o What is screen printing? 
o Where would you find screen 

prints? 
o What is the difference between “fine 

art” and “commercial art”? 
2. Introduce screen printing equipment. (Show completed project first, ex. 

Printed T-shirt) 
Identify equipment students will be 
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using throughout the sessions. 
3. Reenacting the screen printing 
process—beginning with 
concept/design, coating, exposing, and 
printing with a screen.  

o What are some key elements in this 
design? 

o Who could you see wearing this 
design—who do you think the target 
audience was? 

o How could screen printing benefit 
artists and businesses?  

4. Introduce Design Challenge and the 
project objectives.  
 
Student will develop a product for 
Mexic-Arte Museum’s Viva La Vida 
Celebration. 

Every year Mexic-Arte Museum 
organizes… 
o What is Día de los Muertos or Day 

of the Dead? 
o Who celebrates this holiday? 
o What are a few key images that pop 

into your head when thinking of Día 
de los Muertos? 

You will be designing and printing a T-
shirt, the students with the best design 
will be showcased as the featured 
designers at the Festival 

5. Demonstrate how to screen print 
using proper screen printing 
techniques.  
 
 

Next class we will begin designing, 
today we will begin by practicing how to 
screen print. 
o What do you assume will be the 

outcome when we print (insert torn 
paper/stencil)? 

6. Facilitate screen printing exercises, 
torn paper block-out printing and 
snowflake stencil printing. (See Torn 
Paper and Snowflake Stencil exercises 
for instruction) 

o How is this technique different than 
the one demonstrated earlier? 

7. Clean Up o Review screen printing vocabulary.  
 

Next Lesson:  Students will break into design teams 
and explore the basics of designing for 
a client. 
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Lesson 2: Designing for a Client 
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Understand the responsibilities of designing for a client as a graphic designer  

● Develop a marketing strategy for a specific demographic/psychographic by 

completing a creative brief 

● Identify images they will research for a client by developing a mood board or 

image library 

● Compile images for a mood board that reflect both the client and elements of 

Day of the Dead 

 
KEY WORDS           
 
Client The recipient of goods or services in exchange for monetary 

compensation. In the case of screen printing, the person or 
organization paying for the design work and printing of goods.  
 

Graphic 
Designer 

A professional who uses images, typography and motion graphics 
to create a design that is used for published, printed or electronic 
media, such as brochures and advertising. 
 

Marketing The action or business of promoting and selling products or 
services, including market research and advertising. 

Demographic Statistical characteristics of a population, including race, gender, 
age, disabilities, location, mobility, and employment status. 
 

Psychographic Attributes of a population relating to personality, values, attitudes, 
interests or lifestyles that are often used in marketing and 
advertising to target populations.  
 

Creative Brief A document or presentation given to the designer from the client 
that outlines project goals and objectives, expectations, deadlines, 
target audiences, budget, and background information on the client. 
 

Mood Board Collection of text, images, and objects used to develop and 
communicate design concepts. 
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Lesson 2: Designing for a Client cont. 
 
MATERIALS           
 

ü Paper cut into small “raffle” pieces 
ü Writing Utensil 
ü 3 Paper Bags 
ü Magazines 
ü Poster Board 
ü Scissors 
ü Glue 

 
RESOURCES 

• Marketing presentation—Know Your Audience 
• Creative brief handout 
• Elements of Day of the Dead exercise 

 
PROCEDURES           
 
1. Introduce students to the role of a 
designer through the Knowing Your 
Audience—Intro to Marketing (Part 1) 
 
 

o Who are designers? 
o What do they do? 
o Who does the designer create for? 
o What is the responsibility of a 

designer? 
2. Divide student into design team, 
create a design team name.  

(You all will be divided into design team 
and work together to produce the best 
product you can for a given audience or 
demographic) 

3. Lead Knowing Your Audience—(Part 
2) Determining your Audience  

o Can you name/think of a few 
audience or demographics? (Start 
large, girls and boys) 

o How could you be even more 
specific about a given 
demographic? (region, age, 
ethnicity) 

o (Name one demo) Just by knowing 
this information, could you tell me 
more about this demographic or 
group of people? (What other 
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brands do they like, what do they do 
on the weekends, what kind of 
movies, music, and games do they 
like, etc.)  

4. Have a student write an age, 
gender, and genre of a person on a 
piece of paper. Place papers into 
different bags. Have each design group 
pick one of each. This is the 
demographic they are working with. 
 

Students will work in a group (but 
individually complete) Knowing Your 
Audience—Creative Brief Handout 

5. Introduce the idea of a mood board.  
 
 

o Who will you base your mood board 
off of? 

o What will we use this mood board 
for? 

6. Hand out Knowing Your Audience—
Creative Brief Handout 

o **Due at the end of class 

7. Activity—Mood Board See: Mood Board Instructions 
8. Closing—Preview What makes it a 
sugar skull? And other Elements of 
Day of the Dead 

 

Next Lesson: o Students will identify repeating 
elements of a sugar skull 

o Students will be introduced to 
Photoshop Elements 
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Lesson 3: What Makes it a Sugar Skull & 
Photoshop Elements 101 
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Review the responsibilities of designing for a client as a graphic designer 

● Demonstrate the appropriate procedure to check out and return computers 

● Learn to navigate Photoshop Elements and modify images 

● Modify images using different filters and applications 

 
KEY WORDS           
 
Client The recipient of goods or services in exchange for monetary 

compensation. In the case of screen printing, the person or 
organization paying for the design work and printing of goods.  

Graphic 
Designer 

A professional who uses images, typography and motion graphics to 
create a design that is used for published, printed or electronic 
media, such as brochures and advertising. 

Photoshop 
Elements 

Image editing software that allows for the manipulation of digital 
images. 

Filters A Photoshop tool that produces a special effect, from blurring or 
softening an image to adding patterns, distortions, and other artistic 
effects. 
 

Layers The working surface of a Photoshop image, it is like a transparent 
sheet that sorts the paint and filter effects. 
 

 
 
MATERIALS            

ü Computers with Photoshop Software 
ü Scanner 
ü 2 USB’s for scanner 
ü Multiple USB’s for groups (1 USB, per group) 

 
RESOURCES 

• What Makes it a Sugar Skull—Presentation 
• Photoshop Elements Manuals 
• Photoshop 101—Check List 
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Lesson 3: What Makes it a Sugar Skull & 
Photoshop Elements 101 cont. 
PROCEDURES           
1. Introduce students to the elements of 
sugar skulls. 
 
 

o What principles of design do you see? 
(symmetry, repetition, alignment) 

o What elements do you see repeated in 
these sugar skulls? 

o What are sugar skull “must haves”, what 
are some common themes you will 
consider for your designs? 

2. Introduce Photoshop Elements We will use Photoshop as a tool to create 
our final designs 
o How can Photoshop be used as a tool 

for graphic design? 
Remind them that Photoshop is a tool—
creative and unique design starts with their 
ideas… 

3. Go over computer check out 
procedures 

Be a stickler about procedures, it pays off! 

4. Check out computers, photoshop 
manuals, Photoshop 101 checklists. 

Raise your hand if you have used 
Photoshop Elements before… (Feel out the 
classes’ aptitude in Photoshop Elements) 

5. Have each student take a turn at the 
computer with each demonstration, 
explain what will and will not burn 
correctly into a screen. Reminder: No 
Gray! 
 
 

o Encourage them to help each other find 
drop tabs, applications, filters, etc. 

o Each student should attempt one filter 
and save under (group name/period 
number/school)_(save name); example: 
younglatinas1mam_Filter1 

6. After students have been introduced to 
the basics of Photoshop give them time to 
browse Photoshop for other filters and 
applications. 

Each group should modify 1 image 5 
different ways through guided instruction, 
and then modify 5 different images 5 
different ways during independent practice. 
(Grade on how many modifications are able 
to be burned onto a screen) 

7. Create digital mood board/image bank Have student import images into Photoshop 
to begin making a digital mood board.  

8. Check in computers.   
9. Closing  
Next Lesson: Students will begin designing their Viva La 

Vida products! 
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Lesson 4: Designing 
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Review Photoshop Elements and computer procedures 
● Learn how to import images from image library into Photoshop Elements 
● Utilize layers to arrange a basic design for graphic design 
● Create a layout for a final design 

 
KEY WORDS           
 
Graphic 
Designer 

A professional who uses images, typography and motion 
graphics to create a design that is used for published, printed 
or electronic media, such as brochures and advertising. 
 

Photoshop 
Elements 

Image editing software that allows for the manipulation of 
digital images. 

Import A Photoshop tool that allows a user to bring existing images or 
text from another digital source into Photoshop for 
manipulation. 
 

Layers The working surface of a Photoshop image, it is like a 
transparent sheet that sorts the paint and filter effects. 
 

 
 
MATERIALS          
  

ü Computers with Photoshop Elements 
ü Vellum 
ü Black Markers 
ü Sugar Skull Templates 

 
RESOURCES 

• Sugar Skull Presentation 
• Photoshop Elements Manual 
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Lesson 4: Designing cont. 
PROCEDURES           
1. Review the elements of a sugar skull 
 
 

o What were some of the elements 
repeated in the sugar skull? 

2. Check out computers and hand out 
rubric 

Be a stickler about procedures, it pays 
off! 
These are guidelines that the client has 
created for your design… 
o As a business why might coming up 

with guidelines help direct your design? 
3. Decide sugar skull template for the 
design  

Each student will either choose from a 
template in the Sugar Skull Template 
Folder 
o Does your template represent your 

client? 
o Is the template you chose aligned with 

the content in your mood board? 
4. Check off that each group has a 
workable template (i.e. Portrait, skull, 
template, cartoon, etc.) 

 

5. How to import 101. Be sure that each 
image is imported as a different layer  

o Why is it helpful to import each image 
as a new layer? 

6. Demonstrate how drawing/tracing an 
image or design, then scanning it, can be 
easier than trying to manipulate it on the 
computer 

 

7. Students will start manipulating their 
images to create Día de los Muertos Sugar 
Skull Designs. 

Remember: 
C-contrast 
R- repetition 
A- alignment 
P- proximity 

8. Student must complete sugar skull 
layout by the end of class this day.  

o When looking at example sugar skulls, 
what is the general lay out? 

o If you divided the skull up into 
individual shapes, where would you put 
the dividing lines? (ex. Cheekbones, 
forehead, jaw bone, etc.) 

9. Return computers  
Next Lesson:  Students will continue working on their 

graphic designs 
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Lesson 5: More Designing  
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Understand technical aspect of designing for a screen print; what will and will 

not transfer onto a screen correctly 
● Complete the graphic designs 
● Peer-evaluate each other’s designs, providing constructive criticism to 

enhance graphic designs 
 
KEY WORDS           
 
Screen printing A printing technique where a squeegee is used to push ink 

through a stencil supported by a woven mesh screen onto 
paper or fabric. A stencil is used to block ink from passing 
through chosen areas of the screen. Ink passes through open 
areas of the stencil to create a design or image that can be 
printed multiple times. 
 

Graphic 
Designer 

A professional who uses images, typography and motion 
graphics to create a design that is used for published, printed 
or electronic media, such as brochures and advertising. 
 

Constructive 
Criticism 

Thoughtful formative feedback given to an artist or designer 
during the creative process with the intention of improving the 
final product. 

 
 
MATERIALS           

ü Computers with Photoshop Elements 
ü Scanner 
ü Vellum 

 
RESOURCES 

• Identity & Branding Presentation 
• Photoshop Manual 
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Lesson 5: More Designing cont. 
 
PROCEDURES           
 
1. Review the elements of a sugar skull 
 
 

o What were some of the elements 
repeated in the sugar skull? 

2. Check out computers and rubric Be a stickler about procedures, it 
pays off! 

3. Students will continue manipulating 
their images to create Día de los 
Muertos Sugar Skull Designs  

o Review: C-R-A-P 
o Review: What can/cannot transfer 

to a screen 
4. Students must complete sugar skull 
design by the end of class this day 

Stop students from working 30 min 
before class is over 

5. Hand out Peer Critique form  
 
 

Explain Peer Critique activity… 

6. Explain constructive criticism Demonstrate a constructive criticism 
7. Have students rotate to different 
design groups to peer review their 
designs 

Encourage students to write at least 
two items per group that could be 
improved 

8. Return computers & retrieve critique 
forms 

(Hint: separate critique forms based on 
the image being critiqued) 

Next Lesson: Students will make final adjustments to 
designs, prepare for competition 
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Lesson 6: Preparing for Design Competition 
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Review evaluations and make final adjustments to graphic design 
● Prepare for design competition by creating a company identity and basic 

branding 
 
KEY WORDS           
 
Graphic 
Designer 

A professional who uses images, typography and motion 
graphics to create a design that is used for published, printed 
or electronic media, such as brochures and advertising. 
 

Identity The “persona” that a company, corporation, or organization 
creates for public recognition. It often correlates to their goals, 
products, and targeted audience. 
 

Basic 
Branding 

A name, term, sign, symbol, or design intended to identify the 
goods and services of one organization and to differentiate 
them from others. 
 

 
 
MATERIALS           

ü Computers with Photoshop Elements Software 
ü Scanner 
ü Vellum 
ü Black Markers 

 
RESOURCES 

• Identity & Branding Presentation 
• Photoshop Maual 

 
 
PROCEDURES           
 
1. Review an area that you feel the 
students designs could benefit the 

o Review: C-R-A-P 
o Review: What can/cannot transfer 
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most 
 
 

to a screen 

2. Check out computers Be a stickler about procedures, it 
pays off! 

3. Hand back critique forms  o How is this exercise going to help 
us better our designs? 

4. Have students review critique forms 
and make appropriate adjustments to 
their design 

 

5. Student groups that have completed 
their designs can begin working on 
identity, branding, and a logo for their 
“company,” in preparation for the 
design competition. 
 
 

 

6. Check off that students have 
completed design and design is 
rendered to be exposed onto a screen 

 

7. Return computers  
Next Lesson:  Students will screen print designs onto 

T-shirts & posters 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 151 

Lesson 7: Screen Printing! 
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Screen print graphic designs onto textile and paper 

● Demonstrate proper screen printing techniques 

● Select one design to be sold in MAM store 
 
KEY WORDS           
 
Screen printing A printing technique where a squeegee is used to push ink through a 

stencil supported by a woven mesh screen onto paper or fabric. A 
stencil is used to block ink from passing through chosen areas of the 
screen. Ink passes through open areas of the stencil to create a 
design or image that can be printed multiple times. 
 

Squeegee Tool used for pushing ink through a screen 

Screen Tightly framed woven mesh used for printing 

Stencil A sheet from which letters or a pattern has been cut. Paint or ink can 
pass through stencils to form a design on the surface underneath 

Logo A graphic or emblem used by companies and organizations to 
promote instant public recognition, a mark that symbolizes the 
organization for promotional purposes. 

Flood Stroke Filling the screen with a layer of ink 

 
MATERIALS           
Screen Printing Equipment 

ü Exposed screens with designs 
ü Squeegee 
ü Ink 
ü Shirt Press 
ü Spatulas 
ü Flash Dryer or Heat Gun 
ü T-shirts 

 
RESOURCES 
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Lesson 7: Screen Printing! cont. 
 
PROCEDURES           
 
1. Demonstrate the screen printing 
process 
 
 

(Show completed project first, ex. 
Printed T-shirt) 
o Identify equipment students will be 

using throughout the sessions. 
2. Explain in detail the procedure for 
screen printing T-shirts in class 

 

3. Designate one person as “team 
leader” 

Your team leader will be holding your 
order form. 

4. They must fill out a team order form; 
each team can only print one color. 

 

5. Student groups will work on identity 
and branding while other groups are 
printing designs onto T-shirts. 
 
 

 

6. Pull groups aside one at a time to 
print T-shirts 

See Screen Printing instructions for 
more details 

7. When printing is complete; clean up 
the classroom. 

 

8. Closing Remarks: Reflect on the 
screen printing process 

o What are your thoughts on the 
screen printing process? 

o Would you ever use this process 
again? 

o What were some challenges you 
faced when printing your T-shirts? 

o Were there elements of your design 
that did not print as you intended? 
Why? 

o Is there any part of your design that 
you would change? How? 

Next Lesson: Students vote on design to be printed 
at Mexic-Arte Museum 
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Lesson 8: Final Critique and Wrap Up! 
 
Lesson time: 80 min/lesson  Grades: 8 - 12  
 
OBJECTIVES—Students will:        
● Collaborate to select one design to be sold in MAM store 
● Provide supporting evidence on why that design should be chosen 
● Evaluate Mexic-Arte Museum in Screen It! Program 

 
KEY WORDS           
 
Constructive 
Criticism 

Thoughtful formative feedback given to an artist or designer 
during the creative process with the intention of improving the 
final product 
 

 
MATERIALS           

ü Writing Utensils 
 
RESOURCES 

• Voting Ballots 
• Mexic-Arte Museum Evaluation Forms 
• Design Awards 

 
 
PROCEDURES           
 
1. Wrap up printing if necessary 
 
 

 

2. Have students display T-Shirt, 
Design, and Design Board together. 

Have equipment necessary for student 
to install presentation. This could be 
laying them nicely on tables or hanging 
each element on a wall of the 
classroom. 

3. Explain the voting process and 
ballot sheet 

Encourage students to vote for the best 
overall design in the class that meets 
the needs of the target client. 
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o Explain that votes will not be 
accepted without written support 
on why this design should win. 

4. Distribute Mexic-Arte Museum 
evaluation sheets 

Let students know that evaluation 
forms, like peer-critique forms, are a 
way for the Museum to determine how 
to improve the Screen It! Program. 

5. When students turn in evaluation 
sheet, give them a voting ballot 
 
 

 

6. Announce the design challenge 
winner 

Remind students that they will be 
visiting Mexic-Arte Museum to print a 
mass production of these T-shirts in the 
store. 

7. Closing Thank the students for their hard work 
and have time for a few closing 
remarks.  
Be sure to receive all evaluation forms 
and voting ballots 
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Appendix A: Screen It! Basic Resources 
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Screen It! Basic Rubric 
 

OBJECTIVES - 
Students will: 

Excellent! Good 
Needs 

Improvement Incomplete 
Student 
meets criteria 
and exhibits 
excellent 
effort 

Student 
meets 
criteria 

Student does 
not meet 
criteria 

Student 
assignment 
incomplete by 
required date 

Lesson 
1 

Demonstrate correct 
screen printing 
techniques 

    

Lesson
2 

Create an original 
design using stencils 

    

Lesson 
3, 4, 5 Use screen printing 

vocabulary when 
addressing 
equipment and 
process 

    

Lesson 
3 

Develop a color key      

Lesson 
4, 5 

Create a three-color 
screen print, properly 
registering each layer 

    

Lesson 
6 

Create completed 
screen print that has 
title, edition, and is 
signed 
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TEKS Grades 4 – 7 
 
§117.14. Art, Grade 4. 

(a)  Introduction. 

(1)  Four basic strands--perception, creative expression/performance, historical and cultural heritage, and 
critical evaluation--provide broad, unifying structures for organizing the knowledge and skills students are 
expected to acquire. Students rely on their perceptions of the environment, developed through increasing 
visual awareness and sensitivity to surroundings, memory, imagination, and life experiences, as a source for 
creating artworks. They express their thoughts and ideas creatively, while challenging their imagination, 
fostering reflective thinking, and developing disciplined effort and problem-solving skills. 

(2)  By analyzing artistic styles and historical periods students develop respect for the traditions and 
contributions of diverse cultures. Students respond to and analyze artworks, thus contributing to the 
development of lifelong skills of making informed judgments and evaluations. 

(b)  Knowledge and skills. 

(1)  Perception. The student develops and organizes ideas from the environment. The student is expected 
to: 

(A)  communicate ideas about self, family, school, and community, using sensory knowledge and life 
experiences; and 

(B)  choose appropriate vocabulary to discuss the use of art elements such as color, texture, form, line, 
space, and value and art principles such as emphasis, pattern, rhythm, balance, proportion, and unity. 

(2)  Creative expression/performance. The student expresses ideas through original artworks, using a 
variety of media with appropriate skill. The student is expected to: 

(A)  integrate a variety of ideas about self, life events, family, and community in original artworks; 

(B)  design original artworks; and 

(C)  invent ways to produce artworks and to explore photographic imagery, using a variety of art media and 
materials. 

(3)  Historical/cultural heritage. The student demonstrates an understanding of art history and culture as 
records of human achievement. The student is expected to: 

(A)  identify simple main ideas expressed in art; 

(B)  compare and contrast selected artworks from a variety of cultural settings; and 

(C)  identify the roles of art in American society. 

(4)  Response/evaluation. The student makes informed judgments about personal artworks and the artworks 
of others. The student is expected to: 

(A)  describe intent and form conclusions about personal artworks; and 
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(B)  interpret ideas and moods in original artworks, portfolios, and exhibitions by peers and others. 

§117.17. Art, Grade 5. 

(a)  Introduction. 

(1)  Four basic strands--perception, creative expression/performance, historical and cultural heritage, and 
critical evaluation--provide broad, unifying structures for organizing the knowledge and skills students are 
expected to acquire. Students rely on their perceptions of the environment, developed through increasing 
visual awareness and sensitivity to surroundings, memory, imagination, and life experiences, as a source for 
creating artworks. They express their thoughts and ideas creatively, while challenging their imagination, 
fostering reflective thinking, and developing disciplined effort and problem-solving skills. 

(2)  By analyzing artistic styles and historical periods students develop respect for the traditions and 
contributions of diverse cultures. Students respond to and analyze artworks, thus contributing to the 
development of lifelong skills of making informed judgments and evaluations. 

(b)  Knowledge and skills. 

(1)  Perception. The student develops and organizes ideas from the environment. The student is expected 
to: 

(A)  communicate ideas about feelings, self, family, school, and community, using sensory knowledge and 
life experiences; and 

(B)  identify in artworks that color, texture, form, line, space, and value are basic art elements and that the 
principles such as emphasis, pattern, rhythm, balance, proportion, and unity serve as organizers. 

(2)  Creative expression/performance. The student expresses ideas through original artworks, using a 
variety of media with appropriate skill. The student is expected to: 

(A)  combine information from direct observation, experience, and imagination to express ideas about self, 
family, and community; 

(B)  compare relationships between design and everyday life; and 

(C)  create original artworks and explore photographic imagery, using a variety of art materials and media 
appropriately. 

(3)  Historical/cultural heritage. The student demonstrates an understanding of art history and culture as 
records of human achievement. The student is expected to: 

(A)  compare artworks from several national periods, identifying similarities and differences; 

(B)  compare cultural themes honoring history and traditions in American and other artworks; and 

(C)  identify the use of art skills in a variety of jobs. 

(4)  Response/evaluation. The student makes informed judgments about personal artworks and the artworks 
of others. The student is expected to: 
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(A)  analyze personal artworks to interpret meaning; and 

(B)  analyze original artworks, portfolios, and exhibitions by peers and others to form conclusions about 
properties. 

§117.32. Art, Grade 6. 

 (b)  Introduction. 

(1)  Four basic strands--perception, creative expression/performance, historical and cultural heritage, and 
critical evaluation--provide broad, unifying structures for organizing the knowledge and skills students are 
expected to acquire. Students rely on their perceptions of the environment, developed through increasing 
visual awareness and sensitivity to surroundings, memory, imagination, and life experiences, as a source for 
creating artworks. They express their thoughts and ideas creatively, while challenging their imagination, 
fostering reflective thinking, and developing disciplined effort and problem-solving skills. 

(2)  By analyzing artistic styles and historical periods students develop respect for the traditions and 
contributions of diverse cultures. Students respond to and analyze artworks, thus contributing to the 
development of lifelong skills of making informed judgments and evaluations. 

(c)  Knowledge and skills. 

(1)  Perception. The student develops and organizes ideas from the environment. The student is expected 
to: 

(A)  illustrate themes from direct observation, personal experience, and traditional events; and 

(B)  analyze and form generalizations about the interdependence of the art elements such as color, texture, 
form, line, space, and value and principles such as emphasis, pattern, rhythm, balance, proportion, and 
unity, using art vocabulary appropriately. 

(2)  Creative expression/performance. The student expresses ideas through original artworks, using a 
variety of media with appropriate skill. The student is expected to: 

(A)  express a variety of ideas based on personal experience and direct observations; 

(B)  describe in detail a variety of practical applications for design ideas; and 

(C)  demonstrate technical skills effectively, using a variety of art media and materials to produce designs, 
drawings, paintings, prints, sculptures, ceramics, fiber art, photographic imagery, and electronic media-
generated art. 

(3)  Historical/cultural heritage. The student demonstrates an understanding of art history and culture as 
records of human achievement. The student is expected to: 

(A)  identify in artworks the influence of historical and political events; 

(B)  compare specific artworks from a variety of cultures; and 

(C)  compare career and avocational opportunities in art. 
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(4)  Response/evaluation. The student makes informed judgments about personal artworks and the artworks 
of others. The student is expected to: 

(A)  conduct in-progress analyses and critiques of personal artworks; and 

(B)  analyze original artworks, portfolios, and exhibitions of peers to form conclusions about formal 
properties and historical and cultural contexts.  

§117.35. Art, Grade 7. 

(a)  General requirements. Students may select the following art course: Art 7. 

(b)  Introduction. 

(1)  Four basic strands--perception, creative expression/performance, historical and cultural heritage, and 
critical evaluation--provide broad, unifying structures for organizing the knowledge and skills students are 
expected to acquire. Students rely on their perceptions of the environment, developed through increasing 
visual awareness and sensitivity to surroundings, memory, imagination, and life experiences, as a source for 
creating artworks. They express their thoughts and ideas creatively, while challenging their imagination, 
fostering reflective thinking, and developing disciplined effort and problem-solving skills. 

(2)  By analyzing artistic styles and historical periods students develop respect for the traditions and 
contributions of diverse cultures. Students respond to and analyze artworks, thus contributing to the 
development of lifelong skills of making informed judgments and evaluations. 

(c)  Knowledge and skills. 

(1)  Perception. The student develops and organizes ideas from the environment. The student is expected 
to: 

(A)  illustrate ideas from direct observation, imagination, personal experience, and school and community 
events; and 

(B)  compare and contrast the use of art elements and principles, using vocabulary accurately. 

(2)  Creative expression/performance. The student expresses ideas through original artworks, using a 
variety of media with appropriate skill. The student is expected to: 

(A)  create artworks based on direct observations, personal experience, and imagination; 

(B)  incorporate design into artworks for use in everyday life; and 

(C)  produce drawings, paintings, prints, sculptures, ceramics, fiber art, photographic imagery, and electronic 
media-generated art, using a variety of art materials and tools in traditional and experimental ways. 

(3)  Historical/cultural heritage. The student demonstrates an understanding of art history and culture as 
records of human achievement. The student is expected to: 

(A)  analyze ways that international, historical, and political issues influence artworks; 

(B)  analyze selected artworks to determine cultural contexts; and 
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(C)  identify career and avocational choices in art. 

(4)  Response/evaluation. The student makes informed judgments about personal artworks and the artworks 
of others. The student is expected to: 

(A)  analyze and compare relationships, such as function and meaning, in personal artworks; and 

(B)  analyze original artworks, portfolios, and exhibitions by peers and others to form conclusions about 
formal properties, historical and cultural contexts, and intent. 
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Appendix C: Sample Consent Forms 

Spanish Parental Consent Form 
Permiso de los Padres para la Participación de Niños en una Investigación 

 
Título: Los Significados Detrás del Estampado: Un Estudio Cualitativo del 
Programa Screen It!  
 
Introducción 

El propósito de este formulario es ofrecerle (como el padre de un participante 
prospecto en este estudio de investigación) información que pueda afectar su decisión 
de permitir que su hijo/a participe en este estudio de investigación. La persona que 
realiza la investigación le describirá el estudio y responderá todas sus preguntas. Por 
favor, lea la siguiente información y haga cualquier pregunta que tenga antes de 
decidir si desea permitir que su hijo/a participe. Si usted decide permitir que su 
hijo/a participe en este estudio, este formulario se utilizará para registrar su permiso. 

 
Propósito del Estudio  

Si usted está de acuerdo, se le preguntará a su hijo/a si desea participar en un estudio 
de investigación acerca de el programa de Screen It!, una colaboración entre Mexic-
Arte Museum y el Distrito Escolar de Austin (AISD). La investigadora observara las 
clases de arte y juntará información sobre las percepciones de los estudiantes acerca 
del programa Screen It! a través de sus observaciones de la clase, cuestionarios y 
entrevistas. La investigadora también entrevistara a las maestras involucradas con el 
programa para descubrir sus percepciones del programa. El propósito de este estudio 
es descubrir las reflexiones de los estudiantes acerca del programa Screen It! e 
identificar los resultados positivos que ellos creen que les ofrece el programa. Este 
estudio también busca identificar los beneficios que los educadores involucrados 
creen que este programa ofrece a los estudiantes, la comunidad,  y el campo de 
educación en museos. 

 
¿Qué le van a pedir a mi hijo/a que haga? 

Si usted permite que su hijo/a participe en este estudio, se le pedirá: 
• Ser	  observado	  como	  parte	  de	  la	  clase	  a	  través	  de	  las	  ocho	  sesiones	  de	  

Screen	  It!	  
• Completar	  un	  cuestionario	  corto	  escrito	  acerca	  del	  programa	  Screen	  It!.	  El	  

cuestionario	  será	  anónimo	  y	  tomara	  aproximadamente	  10	  minutos	  para	  
completarlo.	  

• Posiblemente	  participar	  en	  una	  entrevista	  sobre	  le	  programa	  Screen	  It!	  Si	  
su	  hijo/a	  es	  entrevistado,	  tomara	  aproximadamente	  30	  minutos.	  	  
	  

Habrá 40 otros participantes en este estudio. 
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Puede que su hijo sea grabado por audio durante la entrevista. 

 
¿Cuáles son los riesgos involucrados en este estudio? 

Es posible que se pierda al confidencialidad, pero la investigadora (Alison Gleixner) 
protegerá la información usando nombres falso y guardando los datos reunidos de una 
manera segura. 

 
¿Cuáles son los posibles beneficios de este estudio?  

Su hijo/a no recibirá ningún beneficio directo por su participación en este estudio; sin 
embargo, el estudio beneficiara el campo de educación de arte al destacar un ejemplo 
positivo de colaboraciones entre escuelas y museos. Este estudio también beneficiara 
al campo de educación de arte porque se enfocara en lo que los estudiantes y maestras 
piensas sobre la colaboración entre museos y escuelas, algo que casi no se ha 
estudiado en este campo. También ayudara al museo, la escuela, y la comunidad 
involucrada con el programa Screen It! porque traerá a la luz lo que los estudiantes 
creen necesitar en relación a su educación de arte y como este programa les esta 
ayudando. Con esta información, los maestros estarán mejor preparados y mejor 
entenderán las perspectivas de los estudiantes. 

 
¿Mi hijo/a tiene que participar?  

No, la participación de su hijo/a es voluntaria. Su hijo/a puede decidir no participar o 
puede dejar de participar en cualquier momento. El hecho de dejar de participar no 
afectará su relación con la Universidad de Texas en Austin de ningún modo. Usted 
inicialmente puede permitir que su hijo/a participe en el estudio y luego cambiar de 
opinión sin ningún tipo de sanción. 

 
Este estudio de investigación se llevará a cabo durante las actividades usuales del 
salón de clases, sin embargo, si usted no quiere que su hijo/a participe, no se 
coleccionara información acerca de su hijo/a/ 

 
¿Qué pasaría si mi hijo/a no desea participar?  

Además de su permiso, su hijo/a debe estar de acuerdo en participar en el estudio. Si 
su hijo/a no desea participar, no será incluido/a en el estudio y no habrá penalidad. Si 
su hijo/a está inicialmente de acuerdo en participar en el estudio, puede cambiar de 
opinión más tarde sin ningún tipo de sanción. 

 
¿Habrá alguna compensación?  

Ni usted ni su hijo/a recibirán algún tipo de pago por su participación en este estudio. 
 
¿Qué protección hay con respecto a la privacidad y la confidencialidad de la 
participación de mi hijo/a en este estudio de investigación? 
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Este estudio confidencial. Cada participante tendrá un seudónimo que se utilizara con 
la información acumulada durante el estudio, incluyendo grabaciones por audio. Esto 
mantendrá sus identidades como privadas. Cualquier grabación de audio será 
almacenada de forma segura y sólo el equipo de investigación tendrá acceso a las 
grabaciones. Las grabaciones serán borradas después de transcribirlas y guardar las 
transcripciones seguramente. Todos los datos serán borrados después de que se 
complete y entregue el estudio. Los datos que resulten de su participación pudieran 
ser utilizados para investigaciones en un futuro o ponerse a disposición de otros 
investigadores para propósitos de investigación no detallados en este formulario de 
consentimiento. 

 
¿A quién contactar con preguntas acerca del estudio?  

Antes, durante, o después de su participación, usted puede contactar a la 
investigadora Alison Gleixner al (814) 574-7511 o enviar un correo electrónico a 
amg5292@gmail.com.  
 
Este estudio ha sido revisado y aprobado por La Junta de Revisión Institucional de la 
Universidad y el número del estudio es 2012-05-0070. 

 
¿A quién contactar con preguntas con respecto a sus derechos como participante de 
la investigación?  

Si usted tiene alguna pregunta acerca de sus derechos o si tiene cualquier descontento 
con cualquier parte de este estudio, puede contactar, anónimamente si así desea, a la 
Junta de Revisión Institucional al (512) 471-8871, o al correo electrónico, 
orsc@uts.cc.utexas.edu.  

 
Firma 

Usted está tomando la decisión de permitir que su hijo/a participe en este estudio. Su firma 
indica que usted ha leído la información presentada anteriormente y ha decidido permitir que 
su hijo/a participe en el estudio. Si más adelante decide que desea retirar su permiso para que 
su hijo/a participe en el estudio, puede descontinuar su participación en cualquier momento. 
A usted se le entregará una copia de este documento. 

 
______ Autorizo que mi hijo/a sea grabado por audio. 
______ No Autorizo que mi hijo/a no sea grabado por audio. 
 
_______________________________________ 
Nombre del Niño/a en letra de molde 
 
_________________________________    _________________ 
Firma del padre/madre o tutor legal     Fecha 
  
_________________________________    _________________  
Firma del Investigador         Fecha 



 165 

Spanish Adult-Student Consent Form 
Asentimiento para la Participación en la Investigación 

 
Título: Los Significados Detrás del Estampado: Un Estudio Cualitativo del 
Programa Screen It!  
 
Introducción 

El propósito de este formulario es ofrecerte información que puede afectar tu decisión 
acerca de participar en este estudio de investigación. La persona que realiza la 
investigación te describirá el estudio y responderá todas sus preguntas. Por favor, lee 
la siguiente información y haz cualquier pregunta que tengas antes de decidir 
si deseas participar o no. Si decides participar en este estudio, este formulario 
se utilizará para registrar tu permiso. 

 
Propósito del Estudio  

Si tu estás de acuerdo, te pediremos que participes en un estudio de investigación 
acerca de el programa de Screen It!, una colaboración entre Mexic-Arte Museum y el 
Distrito Escolar de Austin (AISD). La investigadora observara las clases de arte y 
juntará información sobre las percepciones de los estudiantes acerca del programa 
Screen It! a través de sus observaciones de la clase, cuestionarios y entrevistas. La 
investigadora también entrevistara a las maestras involucradas con el programa para 
descubrir sus percepciones del programa. El propósito de este estudio es descubrir las 
reflexiones de los estudiantes acerca del programa Screen It! e identificar los 
resultados positivos que ellos creen que les ofrece el programa. Este estudio también 
busca identificar los beneficios que los educadores involucrados creen que este 
programa ofrece a los estudiantes, la comunidad,  y el campo de educación en 
museos. 

 
¿Qué me pedirán que haga? 

Si decides participar en este estudio, te pediremos que: 
• Seas	  observado	  como	  parte	  de	  la	  clase	  a	  través	  de	  las	  ocho	  sesiones	  de	  

Screen	  It!	  
• Completes	  un	  cuestionario	  corto	  escrito	  acerca	  del	  programa	  Screen	  It!	  El	  

cuestionario	  será	  anónimo	  y	  tomara	  aproximadamente	  10	  minutos	  para	  
completarlo.	  

• Posiblemente	  participes	  en	  una	  entrevista	  sobre	  le	  programa	  Screen	  It!	  Si	  
eres	  entrevistado,	  le	  entrevista	  tomara	  aproximadamente	  30	  minutos.	  	  
	  

Habrá 40 otros participantes en este estudio. 
 
Puede que seas grabado por audio durante la entrevista. 
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¿Cuáles son los riesgos involucrados en este estudio? 
Es posible que se pierda al confidencialidad, pero la investigadora (Alison Gleixner) 
protegerá la información usando nombres falso y guardando los datos reunidos de una 
manera segura. 

 
¿Cuáles son los posibles beneficios de este estudio?  

No recibiras ningún beneficio directo por tu participación en este estudio; sin 
embargo, el estudio beneficiara el campo de educación de arte al destacar un ejemplo 
positivo de colaboraciones entre escuelas y museos. Este estudio también beneficiara 
al campo de educación de arte porque se enfocara en lo que los estudiantes y maestras 
piensas sobre la colaboración entre museos y escuelas, algo que casi no se ha 
estudiado en este campo. También ayudara al museo, la escuela, y la comunidad 
involucrada con el programa Screen It! porque traerá a la luz lo que los estudiantes 
creen necesitar en relación a su educación de arte y como este programa les esta 
ayudando. Con esta información, los maestros estarán mejor preparados y mejor 
entenderán las perspectivas de los estudiantes. 

 
¿Estoy obligado a participar?  

No, tu participación es voluntaria. Puedes decidir no participar o puedes dejar de 
participar en cualquier momento. El hecho de dejar de participar no afectará tu 
relación con la Universidad de Texas en Austin de ningún modo. Puedes decidir 
particpar en el estudio inicialmente y luego cambiar de opinión sin ningún tipo de 
sanción. 

 
Este estudio de investigación se llevará a cabo durante las actividades usuales del 
salón de clases, sin embargo, si tu no quieres participar, no se coleccionara 
información acerca de ti. 

 
¿Qué pasaría si no deseo participar?  

Si no deseas participar, no seras incluido/a en el estudio y no habrá penalidad. Si estas 
inicialmente de acuerdo en participar en el estudio, puedes cambiar de opinión más 
tarde sin ningún tipo de sanción. Tu decisión de participar o no participar en la 
investigación no afectara tu participación en el programa de Screen It! 

 
¿Habrá alguna compensación?  

No recibiras ningun tipo de pago por tu participación en este estudio. 
 
¿Qué protección hay con respecto a la privacidad y la confidencialidad de la 
participación de mi hijo/a en este estudio de investigación? 

Este estudio confidencial. Cada participante tendrá un seudónimo que se utilizara con 
la información acumulada durante el estudio, incluyendo grabaciones por audio. Esto 
mantendrá sus identidades como privadas. Cualquier grabación de audio será 
almacenada de forma segura y sólo el equipo de investigación tendrá acceso a las 
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grabaciones. Las grabaciones serán borradas después de transcribirlas y guardar las 
transcripciones seguramente. Todos los datos serán borrados después de que se 
complete y entregue el estudio. Los datos que resulten de su participación pudieran 
ser utilizados para investigaciones en un futuro o ponerse a disposición de otros 
investigadores para propósitos de investigación no detallados en este formulario de 
consentimiento. 

 
¿A quién contactar con preguntas acerca del estudio?  

Antes, durante, o después de su participación, usted puede contactar a la 
investigadora Alison Gleixner al (814) 574-7511 o enviar un correo electrónico a 
amg5292@gmail.com.  
 
Este estudio ha sido revisado y aprobado por La Junta de Revisión Institucional de la 
Universidad y el número del estudio es 2012-05-0070. 

 
¿A quién contactar con preguntas con respecto a sus derechos como participante de 
la investigación?  

Si usted tiene alguna pregunta acerca de sus derechos o si tiene cualquier descontento 
con cualquier parte de este estudio, puede contactar, anónimamente si así desea, a la 
Junta de Revisión Institucional al (512) 471-8871, o al correo electrónico, 
orsc@uts.cc.utexas.edu.  

 
Firma 

Tu estas tomando la decisión de particpar en este estudio. Tu firma indica que has leído la 
información presentada anteriormente y has decidido participar en el estudio. Si más adelante 
decides que deseas retirar tu permiso para participar en el estudio, puedes descontinuar tu 
participación en cualquier momento. Se te entregará una copia de este documento. 

 
______ Autorizo ser grabado por audio. 
______ No Autorizo ser grabado por audio. 
 
_______________________________________ 
Nombre del Niño/a en letra de molde 
 
_________________________________    _________________ 
Firma del padre/madre o tutor legal     Fecha 
  
_________________________________    _________________  
Firma del Investigador         Fecha 
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Spanish Student Assent Form 
Asentimiento para la Participación en la Investigación 

 
Título: Los Significados Detrás del Estampado: Un Estudio Cualitativo del Programa 
Screen It! 
 
Introducción: 

Te hemos pedido que participes en un estudio de investigación acerca del programa 
Screen It!, la colaboración entre Mexic-Arte Museum y AISD. La investigadora 
observara las clases de arte y juntará información sobre las percepciones de los 
estudiantes acerca del programa Screen It! a través de sus observaciones de la clase, 
cuestionarios y entrevistas. La investigadora también entrevistara a las maestras 
involucradas con el programa para descubrir sus percepciones del programa. Esta 
investigación se le ha explicado a tu madre/padre/padres/ tutor legal y él/ella dijo que 
podrías participar si así lo deseas. Estamos haciendo esta investigación para mejor 
enteder que beneficios piensan los estudiantes que les trae el programa de Screen It! 
Esta investigación también mostrara lo que los educadores piensan son resultados 
importantes del programa para los estudiantes, la comunidad y el campo de educación 
en museos. 

 
¿Qué me van a pedir que haga? 

Si estás de acuerdo en participar en este estudio te pedirán:  
• Ser	  observado	  como	  parte	  de	  la	  clase	  a	  través	  de	  las	  ocho	  sesiones	  de	  

Screen	  It!	  
• Completar	  un	  cuestionario	  corto	  escrito	  acerca	  del	  programa	  Screen	  It!.	  El	  

cuestionario	  será	  anónimo	  y	  tomara	  aproximadamente	  10	  minutos	  para	  
completarlo.	  

• Posiblemente	  participar	  en	  una	  entrevista	  sobre	  le	  programa	  Screen	  It!	  Si	  
eres	  entrevistado,	  te	  tomara	  aproximadamente	  30	  minutos.	  	  

 
 
Habrá 40 otros participantes en este estudio. 
 
Puede que su hijo sea grabado por audio durante la entrevista. 

 
¿Cuáles son los riesgos de este estudio? 

Es posible que se pierda al confidencialidad, pero la investigadora (Alison Gleixner) 
protegerá la información usando nombres falso y guardando los datos reunidos de una 
manera segura. 

 
¿Estoy obligado a participar?  
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No, tu participación es voluntaria. Solamente debes participar si quieres. También 
puedes decidir participar ahora, y cambiar de opinión más adelante. Nadie se 
molestará.  
 
 
Si quisieras participar, firma y pon la fecha al final de este formulario y regresadselo 
a tu maestro/a de arte. El maestro se lo regresara a la investigadora. Recibirás una 
copia de este formulario para que lo puedas ver luego si quieres. 

 
¿Recibiré algo por participar? 

No recibirás ningún tipo de pago por tu participación en este estudio. 
 
¿Quién sabrá de mi participación en este estudio de investigación? 

Los registros de este estudio se mantendrán confidenciales. Tus respuestas pueden ser 
utilizadas para otro estudio en el futuro por estos u otros investigadores. 

 
Firma 
Modify the statement below depending on the age level: 
 
El escribir tu nombre en esta página, quiere decir que leíste o te leyeron este documento y 
que sí quieres participar en este estudio. Si tienes preguntas antes, durante, o después del 
estudio, pregúntale a la persona encargada. Si decides dejar de participar en el estudio, 
solamente dile a la persona encargada. 
 

 
 
________________________________   ____________________ 
  Firma del Participante     Fecha 
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 Appendix D: IRB Approval 
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Appendix E: Principal Agreement 
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Appendix F: AISD Approval 

 
 

1111 West Sixth Street | Suite D-350 | Austin, TX  78703 
512-414-3642 | fax: 512-414-1707 

e-mail: kevin.yeh@austinisd.org 

 
 
 
 
August 16, 2012 
 
Alison Gleixner 
602 Fairfield Lane 
Austin, TX  78751 
 
 
Research Project: R13.31 
 
Dear Ms. Gleixner,   
  
Thank you for completing our external research application.  This letter is to let you know 
that I have received all necessary forms and to notify you of the approval of your research 
project, The Meanings Behind the Screens: A Qualitative Study of the Screen It! Program.   
 
Please remember to submit a 1-2 page executive summary of your results and a paper or 
electronic copy of your final report to our office when it is complete.  As specified in our 
Access to Confidential Data Agreement, it is imperative that the anonymity of staff and 
students by maintained in your final report.   
 
We wish you the best of luck in your work.  Please feel free to contact me if you have any 
questions.   
 
Sincerely, 

 
Kevin Yeh 
External Research Coordinator
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Appendix G: Mexic-Arte Museum Site Letter  
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