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Delaware Model Unit 
 

This unit has been created as an exemplary model for teachers in (re)design of course 
curricula.  An exemplary model unit has undergone a rigorous peer review and jurying 
process to ensure alignment to selected Delaware Content Standards. 

Unit Title:  Discovering Japanese Culture Through Manga 

Designed by:  Jody Crawford 
District:  Smyrna School District 

Content Area:  Art 
Grade Level(s):  4–6 (5th Grade) 
 ________________________________________________________________________  

Summary of Unit 

Students will discuss how visual arts interact with written word to communicate culture, 
especially that of Japan.  This will be accomplished by studying comics, or Manga, from 
Japan as well as other media combining text and image.  After students discuss relevant 
information, they will express something about the school culture by creating a Manga of 
their own. 
 ________________________________________________________________________  
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Stage 1 – Desired Results 

(What students will know, do, and understand) 
 ________________________________________________________________________  

Delaware Content Standards  
 Include those addressed in Stage 3 and assessed in Stage 2. 

Primary Standards and GLEs 
 Visual Art Standard 1 - Understanding and applying media, techniques, and 

processes. 
 1.1 – Select and use different media, techniques and processes that are used to 

create works of art 
 1.2 – Use selected two-dimensional and three-dimensional media to communicate 

ideas 
 1.3 – Use media and tools in a safe and responsible manner 
 1.4 – Demonstrate how a single medium or technique can be used to create multiple effects in 

works of art 

 1.5 – Compare and contrast the different effects created by various two-dimensional 
and three-dimensional works of art 

 1.6 – Identify different media, techniques and processes that are used to create 
works of art 

 1.7 – Describe how media and techniques are used to create two-dimensional and 
three-dimensional works of art 

 Visual Art Standard 2 – Using knowledge of structures and functions 
 2.1 – Identify the elements of art 
 2.2 – Select and use the elements of art in works of art  
 2.7 – Select and use the principles of design in works of art 
 2.8 – Select and apply the knowledge of the elements of art and principles of design 

to convey ideas in works of art 
 2.9 – Plan, design and execute multiple solutions to challenging visual arts problems 

 Visual Art Standard 3 – Choosing and evaluating a range of subject matter, symbols, 
and ideas. 
 3.1 – Identify subject matter, symbols and ideas in works of art 
 3.2 – Integrate a variety of sources for subject matter, symbols and/or ideas that 

best communicate an intended meaning in works of art 
 3.4 – Select and use subject matter, symbols and ideas to communicate meaning in 

works of art 
 3.6 – Analyze how the use of subject matter, symbols and ideas are used in works of 

art 
 Visual Art Standard 4 – Understanding the visual arts in relation to history and 

cultures 
 4.1 – Identify historical and cultural characteristics of works of art 
 4.2 – Describe how the arts and artists influence each other across history and 

cultures 
 4.3 – Compare the purpose of works of art and design in history and cultures 
 4.4 – Speculate on how history and culture give meaning to a work of art 
 4.6 – Describe how history and cultures influence the visual arts 
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 Visual Art Standard 5 – Reflecting upon and assessing the characteristics and merits 
of their work and the work of others. 
 5.1 – Discuss how individual experiences influence personal works of art 
 5.2 – Identify ways the visual arts are used as communication 
 5.3 – Describe personal responses to selected works of art 
 5.4 – Analyze works of art to speculate why they were created 
 5.6 – Apply visual arts vocabulary when reflecting upon and assessing works of art 

 Visual Art Standard 6 – Making connections between visual arts and other disciplines 
 6.1 – Compare and contrast relationships and characteristics between the visual arts 

and other disciplines 
 6.3 – Describe and/or demonstrate how skills transfer between the visual arts and 

other disciplines 
 6.4 – Describe how learning in the visual arts helps develop essential skills for life 

and the workplace 

Big Idea 
 Transferable core concepts, principles, theories, and processes from the Content Standards. 

 Images and text often combine to communicate more effectively and transmit culture. 

Unit Enduring Understandings 
 Full-sentence, important statements or generalizations that specify what students should understand from 

the Big Ideas (s) and/or Content Standards and that are transferable to new situations. 

Students will understand that: 
 Text and pictures work together to give something meaning 
 Images can be construed differently based on cultural assumptions 
 Personal experience can influence how someone views or interprets a work of art 
 There are many points of view both of opinion and visually 

Unit Essential Questions 
 Open-ended questions designed to guide student inquiry and learning. 

 How do written word and the visual arts combine to create meaning and communicate 
culture? 

 To what extent does art reflect culture or shape it? 
 What things in our culture should be represented in media? 

Knowledge and Skills 
 Needed to meet Content Standards addressed in Stage 3 and assessed in Stage 2. 

 Students will know… 
 How pictures and words work together to give something meaning 
 That ideas and cultures can be conveyed in artwork 
 Artwork can be viewed in many different ways depending on point of view and life 

experiences 
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 Students will be able to… 
 Discuss how issues in society are portrayed through the media 
 Show how images and text combine to transmit culture 
 Tell how a piece of literature uses both text and images to convey meaning 
 Create a comic based on their ideas 
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Stage 2 – Assessment Evidence 

(Evidence that will be collected to determine whether or not Desired Results are 
achieved) 

 ________________________________________________________________________  

Suggested Performance/Transfer Task(s) 
 Performance/transfer tasks as evidence of student proficiency 

 
An effective assessment for ALL students should be designed to include: 

 Complex, real-world, authentic applications. 
 Assessment(s) for student understanding of the Stage 1 elements (Enduring Understandings, Essential 

Questions, Big Ideas) found in the Content Standards. 
 Demonstration of high-level thinking with one or more facets of understanding (e.g., explain, interpret, 

apply, empathize, have perspective, self-knowledge). 

Performance Task #1 – Comic Strip Writing Prompt 

As a class, the ways that text and images are combined to give information and transmit 
culture will be discussed.  Examples such as newspapers, magazines, and books will be 
given.  The focus will be comic books, especially Japanese Manga.  Images and text will be 
studied.  Students will be asked what information they can get from the pictures that they 
might not get from the words and vice versa.  We will look at different types of Manga, and 
discuss what the purpose of each might be.  After the class discussion, each individual 
student will be given a comic strip in which the words have been blanked out.  Each student 
will be asked to look at the pictures and fill in what they think is happening. 

Performance Task #2- Creating a Comic 

Each student will create a comic strip.  Each student will create a minimum of 6 panels or 
frames in their comic.  They must use proportions that have been discussed previously for 
the characters as well as one point perspective for the backgrounds.  The comic must focus 
on some aspect of school culture or show individual experience. 

Rubrics 
 Scoring guide to evaluate performance/transfer tasks used as evidence of student proficiency. 

 
An effective scoring guide should: 

 Measure what is appropriate for the Content Standard that is assessed. 
 Provide opportunities for differentiation of the performance/transfer tasks used as evidence of student 

proficiency. 

Task #1 Comic Strip Writing Prompt Rubric 
 

4 Student filled in every word bubble using the pictures.  The words in the bubbles 
make sense and go along with the picture. 

3 Student filled in most word bubbles using the pictures.  The words in the bubbles 
make sense and go along with the picture.  Or, the bubbles are filled in but do not 
make sense when combined with the pictures. 

2 Student filled in very few bubbles but the writing goes along with the pictures. 
1 Student filled in very few bubbles and the writing does not go along with the 

pictures. 
0 Student was present but did not make an attempt to answer the prompt. 
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Task #2 Comic Strip Artwork Grading Rubric 

Other Evidence 
 Varied evidence that checks for understanding (e.g., tests, quizzes, prompts, student work samples, 

observations and supplements the evidence provided by the task). 

Students will… 
 Participate in class discussions 
 Complete a worksheet on one point perspective 

Student Self-Assessment and Reflection 
 Opportunities for self-monitoring learning (e.g., reflection journals, learning logs, pre- and post-tests, self-

editing—based on ongoing formative assessments). 

Students will… 
 Write a journal entry reviewing items discussed 
 Create a rough copy of a comic to plan for their final copy 

4 Student worked hard on the project.  It is finished neatly, has a name on it, and 
shows creativity.  Student has gone above and beyond project requirements. 

3 Student has all basic requirements of the project and meets expectations but 
shows little creativity. 

2 Student did the project, but either did not work neatly, was not creative, or is 
missing some of the project requirements. 

1 Student did the project but did not use the project requirements or creativity and 
neatness. 

0 Student was present but did nothing. 
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Stage 3 – Learning Plan 

(Design learning activities to align with Stage 1 and Stage 2 expectations) 
 ________________________________________________________________________  

Key Learning Events Needed to Achieve Unit Goals 
 Instructional activities and learning experiences needed to align with Stage 1 and Stage 2 expectations. 

 
Include these instructional elements when designing an effective and engaging learning plan for ALL students: 

 Align with expectations of Stage 1 and Stage 2. 
 Scaffold in order to acquire information, construct meaning, and practice transfer of understanding. 
 Include a wide range of research-based, effective, and engaging strategies. 
 Differentiate and personalize content, process, and product for diverse learners. 
 Provide ongoing opportunities for self-monitoring and self-evaluation. 

Lesson One: Representation of Culture Throughout Media 

Students will discuss ways that text and images are combined to give information and 
transmit culture.  Examples such as newspapers, magazines, and books will be discussed.  
The focus will turn to comic books, especially Japanese Manga.  Images and text will be 
studied.  Students will be asked what information they can get from the pictures that they 
might not get from the words and vice versa.  Students will be given time to look at and 
study the Manga.  The class will discuss how issues in society are portrayed through the 
media and what of their school culture might they want to show in their own Manga.  One 
50-minute lesson. 

Goal 

Students will be able to discuss how issues in society are portrayed through the media.  
They will also be able to show how images and text combine to transmit culture. 

Objectives 

Students will be able to tell how a piece of literature uses both text and images to convey 
meaning.  They will add words to a comic to show what meanings they got form the images. 

Prior Knowledge or Skills Needed 

Students will need to be familiar with some forms of media such as newspapers and comic 
books. 

Materials Needed 

Examples of newspapers, magazines, books, and Manga.  Student art journals, comic strip 
with the words blocked out, and the original to compare. 

Process 
1. Each student will write in his or her art journal.  The art journal question will be 

posted on the whiteboard:  How are words and pictures used together to give 
something meaning?  Give examples and answer in complete sentences. 

2. As a class, we will discuss ways that text and images are combined to give 
information and transmit culture.  Examples such as newspapers, magazines, and 
books will be discussed.  Images and text will be studied.  Students will be asked 
what information they can get from the pictures that they might not get from the 
words and vice versa.  We will talk about where the articles and books are from and 
what might be different if they were from another culture. 
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3. Students will receive a copy of a comic strip with the words blocked out in which they 
will fill in their own words.  Students should look at the pictures to determine what 
they think the characters are saying. 

4. The class will go over what the real comic said and what things in the pictures 
showed what the conversation might be. 

5. The class will discuss and look at Manga, the Japanese form of comic books.  We will 
look at several examples and discuss what the students think the purpose of each 
may be and how they can tell. 

Accommodations 

Students that have difficulty reading or writing may work with a partner, both writing in 
their journals, but helping one another. 

Assessments 

Individual writing prompts, participation in class discussion, and journal entries. 

Post-Lesson Extension or Reinforcement 

When students finish writing, they may create a few sketches in their art journals about the 
images and text that they have observed in the class.  They may also choose to read one of 
the Manga comics used as an example. 
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Lesson Two:  Backgrounds in Perspective 

Description 

This will be a lesson on perspective, focusing on one-point perspective.  Students will look 
at the Manga drawings from the Japanese culture and will discuss backgrounds in the 
pictures.  Students will learn how to create dimension with one-point perspective.  Students 
will practice one-point perspective by creating boxes.  Two to three 50-minute lessons. 

Goal 

Students will learn to draw backgrounds in one-point perspective so that, in a later lesson, 
they can combine images and words to convey meaning through a comic strip that they will 
make. 

Objectives 

At the end of the lesson, students should be able to draw boxes and different images in 
one-point perspective, including a scene of a town or the inside of a room that they may 
later use in the background of a comic they will produce in a later lesson. 

Prior Knowledge or Skills 

Students should be able to use a ruler to draw a straight line.  They should also know the 
difference between backgrounds and foregrounds in pictures. 

Materials Needed 

Pencils, rulers, paper, whiteboard, and markers to demonstrate examples of one-point 
perspective. 

Process 
1. Students will look at Manga comics from Japanese culture and will discuss the 

backgrounds in the pictures.  Pictures of buildings and other things in one-point 
perspective will also be shown and discussed. 

2. The uses of one-point perspective will be explained as well as the definitions of eye-
level, horizon line, and vanishing point. 

3. The teacher will demonstrate and explain how to draw boxes in one-point 
perspective. 

4. Students will practice by creating boxes in one-point perspective. 
5. A demonstration will be given on how to create buildings or a room using one-point 

perspective boxes and altering them. 
6. Students will create a picture or design using one-point perspective. 

Accommodations 

Students will have options of things to draw.  Those students that really struggle to get the 
concept of one point perspective will be given a worksheet to trace to get the feel of the 
directions that lines should be drawn. 

Assessments 

Students will turn in a finished perspective drawing at the end of class. 

Extensions or Reinforcement 

Students will try to draw the art room in one-point perspective. 
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Lesson Three:  Proportions of the Human Figure Relating to Manga Characters and 
Real People 

Students will discuss proportion of the human figure as related to characters in the Manga 
that they will be drawing.  They will be given time to practice drawing figures.  Examples of 
realistic figures and comic figures will be shown.  Three 50-minute lessons. 

Goal 

Students will learn to draw figures so that in a later lesson they can combine images and 
words to convey meaning in a Manga that they will create. 

Objectives 

At the end of the lesson, students should be able to draw the human figure in some form as 
it relates to Manga characters and to demonstrate proportions of the human figure. 

Prior Knowledge or Skills 

Students should know what the definitions of human figure and portraits. 

Materials Needed 

Drawing the human figure sheet, pencil, drawing paper, eraser, whiteboard and markers, 
and drawing Manga figures packet. 

Process 
1. As a class, the teacher and students will discuss proportion of the human figure.  

Examples of realistic figures and comic figures will be shown. 
2. The teacher will demonstrate drawing human proportions on the board. 
3. Students will be given handouts showing the proportions of Manga characters to look 

at for practice. 
4. Students will be given time to practice drawing figures, completing at least one 

character in the Manga style. 
5. A finished drawn human form will be turned in at the end of class. 

Accommodations 

Students may need to begin practicing forms by first tracing and breaking the figure into 
simple shapes, and then redrawing. 

Assessments 

Students will turn in a finished drawing of a human figure at the end of class.  This should 
show proportions of the human figure. 

Extensions or Reinforcement 

With any extra time, students should practice drawing figures, both realistic and cartoon.  
They may also create backgrounds in one-point perspective to reinforce the previous lesson 
and practice for the lesson following. 
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Culminating Lesson/Activity—the final lesson/activity that ties all lessons 
together): 

Lesson Four: Creating a Manga Comic 

Students will create a Manga of their own.  Each student will create a minimum of 5 panels 
or frames in their Manga.  They must use proportions that have been discussed previously 
for the characters as well as one-point perspective for the backgrounds.  The Manga must 
focus on some aspect of school culture.  Three 50-minute lessons. 

Goal 

Students will use their own images and text combined in a Manga to create meaning.  They 
will choose some aspect of their culture to represent with original artwork and text.  When 
finished, students will explain to the class the message that they were trying to send with 
their Manga. 

Objectives 

Students will produce a short Manga with at least 6 panels or frames.  Each Manga will 
convey some aspect of our culture to the viewer through images and text. 

Prior Knowledge or Skills 

Students will need to know how to create figures in their drawings (from Lesson Three of 
this unit).  They will also need to know how to draw in one-point perspective (Lesson Two). 

Materials Needed 

Pencils, erasers, paper, rulers 

Process 
1. A short review of prior lessons will take place.  This will include a reminder of images 

and text combining to give meaning in Manga as well as using one point perspective 
to create backgrounds, and proportions of human figures. 

2. A discussion on storylines will take place.  Students should have some sort of 
problem or situation the characters must face. 

3. Requirements for the Manga will be given 
a. Minimum of 6 frames of comic (3 must include dialog). 
b. Minimum of 2 characters (one must be a person and neither can be a stick 

figure). 
c. Backgrounds must be in every frame and some must include one-point 

perspective. 
4. Students will have time to sketch out a storyline and ideas for characters. 
5. Students will each create a Manga using their own ideas.  The Manga must have a 

focus on some aspect of the student’s culture. 

Accommodations 

Students may need to work together on the stories, each creating their own drawings to go 
along with the story. 

Assessments 

Students will turn in a completed Manga.  Each Manga should include the requirements 
mentioned previously and convey some aspect of the student’s culture. 
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Extensions or Reinforcement 

If time allows, students may work together to create another Manga, or they may add more 
to the original. 
 

Resources and Teaching Tips 
 A variety of resources are included (texts, print, media, web links). 
 Help in identifying and correcting student misunderstandings and weaknesses. 

 
 A variety of Manga for examples 
 Website: http://omu.kuiki.net/class.shtml 
 Website: http://home.wi.rr.com/clipartngraphics/Drawing/Perspective.html 
 Worksheets on human proportions and packets on Manga characters 
 Worksheets on perspective 
 Comic outlines 
 Help in identifying and correcting student misunderstandings and weaknesses 
 Demonstrations for individuals on drawing techniques 

Differentiation 
 Stage 2 and 3 allow students to demonstrate understanding with choices, options, and/or variety in the 

products and performances without compromising the expectations of the Content Standards. 
 Instruction is varied to address differences in readiness, interest, and/or learning profiles. 
 Accommodations and differentiation strategies are incorporated in the design of Stage 2 and 3. 

 
Design Principles for Unit Development 

At least one of the design principles below is embedded within unit design 
 

 International Education - the ability to appreciate the richness of our own cultural 
heritage and that of other cultures in order to provide cross-cultural communicative 
competence. 

 Universal Design for Learning - the ability to provide multiple means of 
representation, expression, and engagement to give learners various ways to acquire 
and demonstrate knowledge. 

 21st Century Learning – the ability to use skills, resources, and tools to meet the 
demands of the global community and tomorrow’s workplace.  (1) Inquire, think 
critically, and gain knowledge, (2) Draw conclusions, make informed decisions, apply 
knowledge to new situations, and create new knowledge, (3) Share knowledge and 
participate ethically and productively as members of our democratic society, (4) Pursue 
personal and aesthetic growth.  (AASL, 2007) 

Students will be studying the culture of Japan through Manga comics.  They will be creating 
a similar comic based on an aspect of their own culture.  At the end of the unit, we will 
discuss the final comics and how each student’s differs depending on their background, and 
we will look at how our Mangas are different from the ones that we had studied. 
 

Content Connections 
Content Standards integrated within instructional strategies 

 

 


