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 Foundation For Allen Schools Grant Application

Scholarship Fund Amount: $0

Application #: AP201131 

Applicant First Name: Sarah 

Applicant Last Name: Arago 

Applicant Email Address: sarah.arago@allenisd.org 

Gender: 

Cell Phone #: 

High School: 

Post Secondary School: 

Application Status: Submitted

Application Questions and Answer

Question Answer

Preferred name/name that you go by: Sarah

Best phone number to reach you at: +19043273001

Campus Allen High School

Grade(s) 10;11;12

I have co-applicants: No

Please provide your work-related Facebook
contact information.

N/a

Please provide your work-related Twitter
contact information.

N/a

Name of Grant Virtual Art History Experiences

Please select the MAIN curriculum area your
grant addresses.

Fine Arts



Page  of 2 5

Does your grant have a technology
component? No

Will other campuses be involved/impacted? No

Will other grades be involved/impacted? No

How many students will be involved in this
grant? 100

Are there any additional funds available for this
grant? No

What is the problem, need or opportunity that
this grant will address? Describe the impact of

this project on your students.

In AP Art History, students study all forms of
art and architecture from Chartres Cathedral in
France to the Kaaba in Saudi Arabia. Students

must understand and react to complex sites
and spaces to fully articulate their form,

function, content and context. Experiencing a
place with a visit is key in understanding it.

Photos and websites help, but there is nothing
like visiting the real thing to appreciate its
context. VR (Virtual Reality) goggles will

transport art history students to different sites
to experience the works of art in our curriculum

and beyond.

How will the project or program be
implemented? Describe activities and tasks.

Who is the target population and in what ways
will they benefit?

The target population is the AP Art History
students. AP Art History is a growing course. In

the last 2 years, there has been a 40%
increase in enrollment. These students range
from art students who want to expand their
knowledge and inform their work to STEAM

students who want to expand their
understanding on culture and the humanities. It

is very rare that these students (or an adult)
would have travelled as extensively as the
curriculum covers. As the class proceeds

through the global curriculum, students will use
the VR goggles during class time together.

Students read articles and look at photos of the
pieces. During class discussions and lectures,
students will use the goggles weekly and daily
to "visit" the sites. They will take notes on the
experience and have class discussions. For

example: While examining the site of the
Pyramids Giza, students will use their

phones/VR goggles to watch videos of what it
is like to actually stand near the Great

Pyramids. These virtual experiences will give
them mental pictures they will use in essay
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writing and class discussions. Students will be
more informed as to how the pieces are

experienced. During the medieval unit, the
entire class will put on the goggles, access a

website and be able to walk around inside
Gothic and Romanesque Cathedrals. The

teacher can lead them through the floor plan,
enter through the sculptural doorways and look
up at the stained glass windows. As the class

walks through the cathedrals, students can ask
questions and make observations together.

Provide a brief summary for use on the
Foundation's website and social media.

AP Art History gives students and
understanding of global art and cultures. By
using VR goggles in class, students will be

able to experience pieces of art and
architectural sites in a way that gives sensory

emersion and contextual references. VR
goggles will bring art historical pieces to life.

Which Allen ISD goals/TEKS does this project
support? Please provide 2 or 3 examples.

VR goggles in the AP Art History classroom
direction corresponds to the Allen ISD

Graduate Profile and the TEKS. First, the
graduate profile highlights that AISD graduates
will be "responsible, engaged citizens." Giving

students more opportunities to experience
cultures around the world gives them the
background and basis to be an engaged

citizen. Exposing students to our visual culture
through VR goggles helps them understand
their place in the world and prepare them to

"demonstrate ethical and moral
decision-making in the context of their local,
national and world community." In the TEKS
for Art, Level IV, point C.3 is "historical and

cultural relevance." It says, "Student
demonstrates an understanding of art history

and culture... student develops global
awareness and respect for the traditions and

contributions of diverse cultures." Bringing VR
goggles into the AP Art History curriculum
would give students exposure to artifacts,

architecture and culture aligns perfectly with
this standard.

What specific measurements will be used to
evaluate the effectiveness of the project?

This project can be evaluated in several ways.
First, students can rate their enthusiasm in

being able to virtually visit places they study in
class. Second, the teacher will be able to

compare students understanding of art and
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architecture from previous years. Third, AP test
scores will also be able to be compared from

year to year.

What teaching methods will be used to
implement this project?

In the classroom, the teacher will require
students to use their electronic devices, go to
specific sites referring to that class periods'

topics, and put on the VR goggles. As students
watch the videos, they will absorb themselves
in the art and architecture. When students are
finished, they will write notes of what they see

and experience. After using the goggles, teams
of students will also work together in describing

the sites to others who are waiting to use the
goggles. Students will also research sites to

present and share with the class regarding art
history pieces they teach the class and groups.

This project lends itself well to many
collaborative writing and discussion activities

after experiencing the sites in VR.

What is the project timeline and the date of
implementation?

Implementation would begin immediately when
receiving the VR goggles. It would become a
daily part of classroom routine as students
progress through the curriculum and move

throughout the globe examining art and writing
about it.

Explain how this idea or project
enhances/supports Allen ISD curriculum or

existing systems.

AHS currently has a vibrant and growing art
history program. Course enrollment has grown
in the last 5 years and had a 94% pass rate on

the AP Art History national exam in 2019.
Students currently visit local museums and do

many activities using their art history
understanding. VR goggles in the classroom to
be used in each subsequent year will enhance

and support the existing course.

Total Grant Budget Requested: 503.72

Project Budget Set Number 1

Question Answer

Item Type General Supplies

List item to be purchased under item category: Vr Headset, Sneba White Virtual Reality,
Headset VR Glasses
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Unit Cost 17.99

Quantity 28

Total cost of items in this category: 503.72


