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WELCOME, 

EDUCATORS 
 

The Ringling is pleased to offer  
you this comprehensive resource 
and activity guide.  Designed to 
accompany the special 
exhibition Icons of Style: Makers, 
Models,  and Images ,  this guide 
contains an array of standards -
based activities,  worksheets,  and 
other  resources for  you to adapt 
to your classroom needs.  
Whether you choose to examine 
the role that design plays in the 
world of fashion or engage your 
students in a hands-on design 
experience in another field,  we 
hope this guide will prove useful 
in supplementing your lessons 
and inspiring your own 
creativity.  Enjoy! 

 

 

Saturday for 

Educators programs 

are funded in part 

through the 

generous support of 

the Koski Family 

Foundation. 

 

Icons of Style: Makers, Models, and Images was organized by the 
Museum of Fine Arts, Boston.  The exhibition is made possible, in 
part, through the generous support of Robert G. and Diane S. 
Roskamp and the William G. Selby and Marie Selby Foundation. 
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Iconic style is fashion that moves beyond the everyday into new artistic territory.  It is the work of visionaries 
who change the landscape of fashion through original ideas and concepts.  Working collaboratively, fashion 
designers create, models and celebrities wear, and photographers and illustrators reinterpret fashion for an 
international audience.  This exhibition examines iconic style through the outstanding collections of the 
Museum of Fine Arts, Boston, and features more than one hundred works of fashion, illustration, and 
photography.  Together, they reveal not only the interconnected roles of the designers, wearers, and image-
makers, but the artistry behind their iconic style. 

 

 

 

Icons of Style celebrates the collaborative and creative nature of the fashion industry.  In creating a fashion 
icon, many talented individuals utilize a set of design skills that can be translated easily into other creative 
endeavors.  These skills include: 

 Understanding the problem 
 Understanding your materials 
 Practicing creativity 
 Collaborating  
 Communicating your vision 

The activities in this guide will help your students think like designers as they apply these skills both within 
the context of the exhibition and in examining real-world situations in the classroom.  For each design skill 
listed above, you’ll find activities that your students can conduct while they explore Icons of Style.  Materials 
for these activities have been kept to a minimum, in order to make it feasible to do them in the gallery setting.   

Following the suggested gallery activities, you’ll also find classroom projects that connect to each design 
skill.  These projects go beyond fashion to address a wide variety of design tasks that students might 
encounter in the real world.  They can serve as preliminary or follow-up activities to a museum visit, or they 
can function as stand-alone projects that relate to any number of content areas or themes. 

However you choose to use this guide, please feel free to adapt the suggested activities to suit your learning 
goals.  We would love to hear how you use the resources and activities provided; you can contact The 
Ringling at education@ringling.org. 

 

ABOUT THE EXHIBITION 

 

HOW TO USE THIS GUIDE 
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DESIGN SKILL #1:  Understanding the Problem 
 

Every design – whether it is for a sleek sports car, an office building, or a glamorous gown – begins with a 
problem or desire that the designer wishes to address.  In fashion, the designer’s challenge might be to create 
a garment that shocks critics while still appealing to fans of haute couture; in other fields, similarly 
multifaceted objectives abound.  Good designers must be able to analyze a situation and identify what their 
design objectives should be.  The following activities will help students sharpen these analysis skills. 

ACTIVITIES TO DO IN THE EXHIBITION 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For older students: 

GOAL 

Students will 
analyze the 
functional 
aspects of 
fashion designs. 

ACTIVITY 

Ask students about the types of clothing they wear under a variety of 
circumstances.  Choose 2 or 3 different situations (such as a school dance, a 
sporting event, etc.) and have the group brainstorm functional considerations 
that they would keep in mind when choosing clothing for that event. 
 
Then, give each student one of the scenarios below.  After examining the two 
clothing options they’ve been given, students should write a short persuasive 
text arguing why one option is better suited to the purpose. 

 
SCENARIOS: 

You are a member of the British royal family, and you have been invited to an official 
state banquet hosted by the Emperor of Japan.  Which of these dresses do you wear? 

 
 
 
 
 
 
 

You are a famous actress who has been nominated for an Academy Award.  What will 
you wear to the ceremony, including the red carpet entrance and after parties? 

 
 

DURATION 

30 minutes 

MATERIALS 

Paper, pencils, 
clipboards or 
other writing 
surfaces 

STANDARDS 

VA.68.C.3.2  
VA.912.H.2.6 
LACC.6-1112.1 

Dress designed by  

Gnyuki Torimaru, 1987 

Woman’s ensemble 
designed by Arnold 
Scaasi, 1969 

Woman’s ensemble 
designed by Arnold 
Scaasi, 1988 

Dress designed by 
John Galliano, 2007 
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ACTIVITIES TO DO IN THE CLASSROOM 

 

Have students compose and conduct a survey to find out what their fellow students would want in a new 
playground.  For younger groups, limit the survey to your own classroom.  Older groups might canvas the 
entire school or even go to a local elementary school to conduct the survey.  After compiling the results, have 
students decide what their top three considerations would be if they were hired as the playground designers. 

 
 
Ask students to imagine that they’ve been hired to paint a public mural in each of the following locations:  A 
warehouse in a rundown part of a large city; the side of a barn just off a main highway in Alaska; and the front 
entrance of their school. 

Have students discuss the considerations that they would need to keep in mind when designing these 
murals.  How could they learn more to better understand the needs and concerns for each project? 

For younger students: 

GOAL 

Students will analyze the 
functional aspects of fashion 
designs. 

ACTIVITY 

Explain that fashion designers have to 
think about what function their clothes will 
serve when they are creating their designs.  
Discuss possible functions that clothing 
might serve for different people.  Why do 
we wear different types of clothing for 
different occasions or situations? 
 
Distribute copies of the Fashion Function 
worksheet to students, and have them 
complete it while exploring the exhibition.   
 
 
 
 

DURATION 

30-45 minutes 

MATERIALS 

Fashion Function worksheet, 
pencils, clipboards or other 
writing surfaces 

STANDARDS 

VA.K-3.H.2.2  /  VA.4-5.C.1.2 
VA.4.C.3.2  

Playground Planning 

Mural Matters 
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DESIGN SKILL #2:  Understanding Your Materials 
 

Whether you’re working with sequins or cement, cotton or cardboard, a good designer needs to understand 
what materials are available for a particular project, and what properties each of those materials has.  In 
fashion, a strong grasp of fabrics and sewing techniques is essential; in other design areas, an understanding 
of a project’s “building blocks” (and how to use them!) is equally important.  Try out these activities to help 
your students learn more about a variety of art-making materials. 

 

ACTIVITIES TO DO IN THE EXHIBITION 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For older students: 

GOAL 

Students will explore 
media and textures and 
will use pencil to depict 
surfaces in three 
dimensions. 

ACTIVITY 

Discuss with students the importance of choosing appropriate 
materials when designing a garment.  Would a bathing suit made of 
denim be a good idea?  What about a wedding dress made of burlap?  
 
Distribute sketchpads or paper to students.  Have them draw lines 
across their page, dividing it into 12 boxes.  Then, send them into the 
exhibition to look for different textures and materials that are used in 
the garments on display.  In each box, they should sketch a sample of 
the different materials they see and jot down a word or two describing 
that material.  Encourage them to find a wide variety of textures and 
variations, including: 

 
Rough                    Fluffy 
Beaded                  Slippery 
Smooth                 Hard 
Soft                       Stretchy 
Stiff                       Fabric that flows 
Bumpy                  Fabric that provides support 

 
Have students discuss in pairs or groups:  Which of these materials do 
you think would work best for a fancy dress?  A basketball jersey?  A 
school uniform?  

DURATION 

20-30 minutes 

MATERIALS 

Sketchpads, pencils 

STANDARDS 

VA.5.S.1.4  /  VA.5-
912.S.3.1  /  VA.68.S.1.1 
VA.912.S.1.5 



SATURDAY FOR EDUCATORS  NOVEMBER 2,  20 13  

 

 7 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

ACTIVITIES TO DO IN THE CLASSROOM 

 

Set up stations around you classroom with a variety of paint types and brushes (watercolor, poster paint, oil 
paint, even finger paint!).  Have students sketch out an image that they would like to paint.  Then, have them 
draw lines across their picture, dividing it into as many sections as there are paint types.  Send groups of 
students from station to station, trying out a different paint type in each part of their picture.  When finished, 
reflect on how the different media compare in terms of appearance, ease of use, clarity, etc. 

 

 

Collect an assortment of model-making materials (cardboard containers, Styrofoam dishes, bars of soap, 
Legos, wooden blocks, scrap paper, straws, tape, etc.)  Divide students into groups, and give each group a 
different set of materials from which they are to make a toy boat.  When construction is complete, have the 
groups try “sailing” their boats in a sink or tub of water.  As a class, rank each boat in terms of: floating ease, 
stability, attractiveness, and durability.  Discuss how the materials affect the success of each boat. 

 

For younger students: 

GOAL 

Students will explore a variety 
of media used in fashion. 

ACTIVITY 

Divide students into pairs or small groups, 
and give each group a small sample of 
fabric.  (Each fabric sample should be a 
different type of material.)  Once all the 
samples have been distributed, send the 
groups into the exhibition to find a garment 
with a material that is similar to theirs.  
Then, bring the groups back together.  As 
you walk through the exhibition as a class, 
have each pair or group point out the 
garment that they found and describe the 
material that they have.  

DURATION 

20-30 minutes 

MATERIALS 

Fabric samples 

STANDARDS 

VA.K-1.C.2.2  /  VA.2.S.2.1 

Comparing Paints 

Toy Boat Tests 



Novem ber  2 ,  20 13  SATURDAY FOR EDUCATORS  

 

8  

 

 

DESIGN SKILL #3:  Practicing Creativity 
 

Creativity lies at the heart of good design.  To be successful, a designer needs to think outside the box while 
finding many possible solutions to the challenges at hand.  In fashion design, creative and even outlandish 
garments can establish a designer’s reputation; in other fields, creativity comes into play as designers find 
new approaches to old problems.  By regularly engaging in creative exercises, students can expand their 
capacity for creative thought and learn how exhilarating it is to let their imaginations run wild. 

ACTIVITIES TO DO IN THE EXHIBITION 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For older students: 

GOAL 

Students will create 
designs for clothing 
based on an exemplar.  

ACTIVITY 

Explain to students that many fashion designers work by sketching 
ideas first, and later making prototypes from fabric.  The process of 
sketching many unique variations on a single theme or idea allows 
designers to eventually pick the version that will best address their 
design challenge. 
 
Distribute Design Template worksheets to students.  As students walk 
through the exhibition, have them select one garment that they find 
particularly interesting or inspiring.  Instruct students to imagine four 
different re-interpretations of their chosen garment, sketching them on 
the template.  Possible variations that students can make include 
changes in material, length, gender, and decoration. 
 

DURATION 

20-30 minutes 

MATERIALS 

Design Template 
worksheets, pencils, 
clipboards or other 
drawing surfaces 

STANDARDS 

VA.5-68.S.1.2   
VA.5.F.1.2   
VA.68-912.F.1.1  
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ACTIVITIES TO DO IN THE CLASSROOM 

 

Have your class build a Dream City!  Collect small building materials (wooden or foam blocks, cardboard 
containers, milk cartons, etc.) and tell students to imagine that they are architects in charge of designing their 
perfect city.  There are no limits on what types of structures will go into their city, but students should be able 
to set up their buildings on their own without additional materials.  Once each student has built a structure 
and placed it in the “city” (you’ll want to clear a space in the classroom for this!), tear down the city and have 
everyone start again with a different type of structure.  See how many times you can rebuild the city, with 
students coming up with different designs each time. 

 

 

Have students design a new invention to meet a need that they see in the world.  They can make drawings or 
three-dimensional prototypes of their designs. 

For younger students: 

GOAL 

Students will create 
designs for clothing 
based on an exemplar. 

ACTIVITY 

Cut the Design Template worksheet into 4 sections, with one silhouette 
per section.  Distribute one to each student.  Have students choose one 
garment from the exhibition and draw just the top or bottom part of it.  
Then, instruct students to use their imaginations to create the other half 
of the design. 
 

DURATION 

10-15 minutes 

MATERIALS 

Design Template 
worksheets, pencils, 
clipboards or other 
drawing surfaces 

STANDARDS 

VA.2-5.S.1.2  /  VA.2-
4.S.2.1  /  VA.2-4.S.2.2   

Designing a Dream City 

Inventive Intentions 
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DESIGN SKILL #4:  Collaborating 
 

Design doesn’t happen in a vacuum.  Regardless of the specific type of project involved, every designer must 
have the ability to collaborate with others to achieve a shared vision.  In the world of high fashion, this 
collaboration often happens between designers and the clients who wear their clothes, the tailors who make 
them, or the photographers who bring their designs to the world.  The following activities will allow students 
to practice collaboration in fashion design and in other creative pursuits. 

 

ACTIVITIES TO DO IN THE EXHIBITION 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For younger or older students: 

GOAL 

Students will collaborate 
to write descriptions of a 
fashion design. 

ACTIVITY 

Ask students:  How might the phrase “Two heads are better than one” 
apply to a design project?  Explain that collaboration is an important 
part of many design tasks, because it allows for ideas to be shared and 
exchanged from more than one source. 
 
Then, divide students into pairs.  To each pair, assign one garment on 
display in the exhibition.  NOTE: Don’t let students know which 
garments have been assigned to others.  Instruct the pairs to work 
together to write a short description of the garment.  Together, they 
must decide what the most important details are and how to describe 
those details.  When they finish writing, have pairs exchange papers and 
see if they can identify the garments being described.  Once they’re 
done guessing, have each pair work together to add to or edit the 
description they were given.   
 
Exchange papers again with new pairs.  Is it easier or more difficult to 
guess the garment after more input has been incorporated into the 
description? 

DURATION 

30 minutes 

MATERIALS 

Paper, pencils, 
clipboards or other 
writing surfaces 

STANDARDS 

VA.1.C.2.1  /  VA.2-
912.S.1.4  /  LACC.W.3-
1112.4  /  VA.1-4.F.3.2 
VA.5-68.F.3.3 
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ACTIVITIES TO DO IN THE CLASSROOM 

 

Have students design and create a classroom mural.  First, brainstorm possible themes for the mural as a 
class and vote to find a winner.  Then, break students into groups and assign a different task to each group.  
For example: 

 Painting the background 
 Drawing the foreground figures 
 Painting the figures 
 Choosing colors 
 Maintaining supplies and mixing colors 

Use a large sheet of roll paper or an old bed sheet for the mural itself.  Halfway through the painting process, 
have students reconvene to assess their progress.  What do they like so far?  Does anything need to change 
in the way they are working together? 

 
 
Break your class into groups of four and tell them that they will be making televised public service 
announcments on issues of their choice.  Within each group, students will need to agree on an issue, write a 
script, make decisions about location, lighting, acting, and props, and film and edit the final ad.  Have students 
present their videos to the class, and wrap-up the activity by discussing as a class what challenges and 
benefits they experienced working collaboratively on this project. 

 

 

 

 

 

 

 

 

 

Classroom Mural 

PSA Production 
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DESIGN SKILL #5:  Communicating Your Vision 
 

While an artist’s job is to create, the ability to talk about one’s creations is an equally important skill for a 
designer to have.  Designers need to know the vocabulary and concepts regularly used in their field so that 
they can communicate their vision and share ideas with others.  In fashion, designers often use photo shoots 
and runway shows to construct a coherent package that expresses their ideas.  The activities below will get 
your students thinking about how design issues can be communicated in a variety of ways. 

 

ACTIVITIES TO DO IN THE EXHIBITION 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

For older students: 

GOAL 

Students will create an 
original sketch that 
captures their 
interpretation of a 
fashion design. 

ACTIVITY 

After looking at the fashion photography on view in the exhibition, 
discuss with students how a photo or magazine cover can 
communicate the idea of a garment.  Then, instruct students to select 
one design from the show and sketch a fashion photo that would tell 
the story of that garment.  Encourage students to consider the setting, 
lighting, model, and composition that would best fit with their 
understanding of their chosen design. 

DURATION 

30-45 minutes 

MATERIALS 

Paper, pencils, 
clipboards or other 
drawing surfaces 

STANDARDS 

VA.68-912.C.1.1   
 VA.68-912.C.1.2  
 VA.68-912.S.1.1   
 VA.68-912.S.2.2 
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ACTIVITIES TO DO IN THE CLASSROOM 

 

Take students on a photography walk through your school, allowing each of them to take a photo using a 
digital camera or cell phone.  When you return to the classroom, upload the images to a photo editing 
program such as Instagram, Photoshop, or photofunia.com and have students try out different editing 
techniques.  When everyone has a finished image, have students share them with the class and talk about 
what changes they made to their original photo and why. 

 

 

Have students create designs for new consumer products (for example, a type of athletic shoe, a car, or a 
lamp), and then instruct each student to trade his/her design with a classmate.  Students then interview their 
counterparts to learn more about their designs and what their artistic intentions were.  Once they have an 
understanding of what their partner’s design is all about, students should create a print ad that could be used 
to sell the product, keeping with the original designer’s ideas. 

 

For younger students: 

GOAL 

Students will reflect on 
works of art and critique 
them based on their own 
observations. 

ACTIVITY 

Give students time to pick their favorite and least favorite designs in the 
exhibition.  Instruct them to think of the top three reasons they like their 
favorite garment, along with one thing they don’t like.  Then, they should 
think of three things they would change about their least favorite, along 
with one thing they like about it.  Encourage students to focus on the 
visual aspects of the design in their comments.  Students can share 
their responses with a partner or with the whole class. DURATION 

15-20 minutes 

STANDARDS 

VA.1.C.2.1  /  VA.2.C.2.2  
VA.3-5.C.3.1 
 VA.5.C.1.2 

Speaking of Pictures 

Selling Design 
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FASHION FUNCTION 

 

Name: __________________________________________________________        Date: ______________________________ 

 

As you walk through the exhibition Icons of Style, look for garments that would fit with each of the situations 
below.  When you find a garment that suits each purpose, draw a picture of it or copy down the label 

information in the appropriate box. 

 

 

A fashionable lady is going to a party that will be held 
outdoors in the wintertime.  She needs something that will 
keep her head warm, but still look cool. 

 

 

 

 

 

 

An opera singer is performing her farewell concert.  She 
needs a gown that will sparkle under the stage lights and 
won’t be too tight around her chest so that she can take 
deep breaths while singing. 
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A famous actress needs a dress to wear to the Academy 
Awards.  She wants something that makes a rustling 
sound as she walks, since she wants to make a big 
entrance when she comes down the red carpet. 

 

 

 

 

A woman has been invited to a fancy ball, but she hates 
wearing skirts and dresses.  She’s looking for an ensemble 
that includes pants, but is still very glamorous. 

 

 

 

 

 

A young lady is going on a fancy picnic.  She needs a 
dress that will be formal, but also comfortable for sitting 
on the ground outside. 

 

 

 

 

A rock star needs an outfit that she can wear onstage that 
will allow her to dance around and play the electric guitar.  
She has a tendency to get holes in her clothes. 
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GLOSSARY 

 

COLLABORATE  To work together to produce or create something 

COUTOURIER A fashion designer who manufactures and sells clothes that have been 
tailored to a client's specific requirements and measurements 

DESIGN To plan the look and functioning of an object with a specific purpose in 
mind; or, the art of conceiving and producing a visual plan 

DRAPING A technique used by fashion designers in which fabric is draped directly 
on a dress form or live model as the garment is designed 

HAUTE COUTURE  The making of high-quality fashionable clothes 

ICON    A person regarded as a representative symbol of something 

PROTOTYPE A preliminary model from which other forms are developed 

TAILORING   The style or cut of a garment 

 

 

 

FOR FURTHER  

LEARNING 
 

Feeling inspired to learn more  
about design?  Check out these  
additional resources!  

WEBSITE: Educator Resource Center, Cooper-Hewitt 
National Design Museum, 
http://dx.cooperhewitt.org/ 

VIDEO:   Ready, Set, Design, Cooper-Hewitt National 
Design Museum, 
http://www.cooperhewitt.org/learning/desi
gnk12/videos 

WEBSITE:  Kids Think Design, by Kids Design 
Collaborative, www.kidsthinkdesign.org 

BOOK:  Design Dossier: The World of Design, by 
Pamela Pease, Paintbox Press, 2009 

 
BOOK:   Fashion: 150 Years of Coutouriers, Designers, 

Labels, by Charlotte Seeling, Ullmann, 2012. 
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COVER:  
Page from sketchbook – Fall 1958, 
Part I, Arnold Scaasi, 1958.  Museum 
purchase with funds donated by 
Jean S. and Frederic A. Sharf, MFA 
Boston, 2009.4125.149.   
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Dress, Gnyuki Torimaru, 1987.  Gift 
of Yuki made possible by Jean S. 
and Frederic A. Sharf, MFA Boston, 
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Woman’s evening dress: Katisha-san, 
John Galliano for House of Christian 
Dior, 2007.  Museum purchase with 
funds donated by the Fashion 
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Woman’s ensemble in two parts: 
“Canary Soprano,” Arnold Scaasi.  Gift 
of Arnold Scaasi, made possible 
through the generous support of 
Jean S. and Frederic A. Sharf, 
anonymous donors, Penny and Jeff 
Vinik, Lynne and Mark Rickabaugh, 
Jane and Robert Burke, Carol Wall, 
Mrs. I.W. Colburn, Megan O’Block, 
Lorraine Bressler, and Daria Petrilli-
Eckert, MFA Boston, 2009.4027.1. 
 
Woman’s ensemble in two parts, 
Arnold Scaasi.  Worn by Barbara 
Streisand.  Gift of Arnold Scaasi, 
made possible through the 
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Frederic A. Sharf, anonymous 
donors, Penny and Jeff Vinik, Lynne 
and Mark Rickabaugh, Jane and 
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Colburn, Megan O’Block, Lorraine 
Bressler, and Daria Petrilli-Eckert, 
MFA Boston, 2009.4085.1. 
 
All photography ©2013, Museum of 
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ABOUT THE RINGLING 

Located on a 66-acre estate on Sarasota Bay, The John 
and Mable Ringling Museum of Art was established in 
1927 as the legacy of John Ringling (1866-1936) and 
his wife,  Mable (1875-1929).  Recognized as the official 
State Art Museum of Florida, The Ringling offers 21 
galler ies of European paintings,  as well as Cypriot 
antiquities,  Asian art,  American paintings, Astor 
Mansion rooms, and modern and contemporary art. The 
Ulla R. and Arthur F. Searing Wing hosts a variety of 
traveling exhibitions throughout the year. The estate 
features the spectacular 56-room Ca’ d’Zan (“House of 
John”),  a waterfron t mansion reflecting life in the Gilded 
Age, and the Historic Asolo Theater,  a restored 18 th -
century theater from Asolo, Italy. Two museums 
highlighting the American circus are a unique part of 
the estate,  housing circus memorabilia and the world’s 
largest miniature circus. Additionally,  the Bayfront 
Gardens include Mable Ringling’s Rose Garden, 
completed in 1913, along with beautiful landscapes 
overlooking Sarasota Bay.  

Upcoming 

SATURDAYS 

FOR EDUCATORS 

 

JAN. 18, 2014   A Circus Celebration! 

MARCH 1, 2014  The Amazing Architecture 
of The Ringling Ca’d’Zan  

 
MAY 24, 2014   Intent to Deceive:  

Fakes and Forgeries  
in the Art World  

To register ,  visit www.ringling.org 
or call (941) 359-5700 x 3705 

 

http://www.ringling.org/

