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	GUIDE TO AID TEACHER PLANNING
NCEA Level 1	Assessment Activity Version 4

Design and Visual Communication Teacher Resource
Activity Title: Spatial or product design inspired by design influences (1.1c)
Achievement Standard: 92000
AS 1.1 Generate product or spatial design ideas using visual communications techniques in response to design influences


This assessment is intended to support teaching and learning within both product or spatial design contexts in DVC classrooms. The assessment links te ao Māori design situations to enable teachers and students to engage with design at a local level. Creative idea generation, experimentation, and extension are encouraged throughout. Experimentation stages encourage divergent thinking, negotiating aesthetic and/or functional considerations. Students will not reach a final design outcome in this assessment. 
Students are encouraged to reflect on, and use inspiration derived from the school’s or community’s cultural heritage to inform design thinking and creativity. 
Teachers do not need to be cultural experts to engage with this learning and assessment. It is intended to encourage teachers to begin to understand design thinking from a te ao Māori perspective. It offers a guide for ways to engage in te ao Māori in rich and meaningful ways. As teachers build knowledge and confidence with te ao Māori concepts, wider cultural contexts can be added. Those teachers who have a good understanding of mātauranga Māori are welcome to create wider design contexts for their students. 
Not every school, hapū, or iwi will have cultural experts available to share subject-specific cultural knowledge. It is not a must for this assessment but can add rich learning for DVC classrooms. Subject forums can provide support for teachers who wish to embark on this learning. A list of resources and references can be found at the bottom of this guide.
Part 1: Select design sources 
Students begin the assignment by considering the cultural significance of the design context from a te ao Māori perspective. Students are then encouraged to learn about the local cultural history. This learning is necessary to substantiate students’ knowledge, in order to make considered and meaningful responses. Students’ generation of ideas in response to te ao Māori and another design influence is assessed. Students select design influences from both te ao Māori, and another design influence. The design influence from te ao Māori could be a regional design style, and the meanings behind it, and may relate to a specific type or form of object, space, or building. This object, space, or building may have a specific purpose. 
Designers may also be chosen as a design influence. Students are guided to learn about Māori designers and architects (a list of references is supplied to provide teachers and students with a starting point) alongside national and international designers. This learning is intended to create an appreciation for local and indigenous designers and design considerations in contemporary design practice. Linking to national and international design influences locates Aotearoa design within local and international standards. 
Students must explain their rationale for the chosen design influence from te ao Māori and their other chosen design influence. They must explain visually with annotations or short written statements, why they have chosen them and what aspects of them they are drawing on to influence their designs.
Part 2: Identify characteristics
Students are encouraged to find characteristics of their selected design sources that are meaningful to them. Using their design influences as inspiration they can find styles, uses, motifs, symbols, and meanings they can reinterpret in their own design ideas. They are encouraged to think about if the characteristics are aesthetic, functional, or both.
Part 3: Generate ideas 
Students begin generating ideas that link to the identified characteristics for a product or spatial design. The generation of ideas is inspired by new knowledge and imagery, informs creative play and risk taking. Students should begin to explore their own design identity. 
Part 4: Explore ideas
Students begin to experiment through guided creative play. People, places, alternative materials, construction, and aesthetic considerations are made. Site maps and plans for spatial design are encouraged to add further authentic learning opportunities. Divergent design and thinking strategies are encouraged to help students explore ideas in innovative and imaginative ways and culturally appropriate ways. 
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Māori architecture — whare Māori (Te Ara)
Pine Taiapa: 
Taiapa, Pineāmine (Te Ara) 
Selwyn Muru: 
Selwyn Muru (Ngā Pae o te Māramatanga Media Centre) 
Rangimarie Hetet:
Hetet, Rangimārie (Te Ara) 
Powhiri Process:
Powhiri — Tikanga Series of Videos (Rauawaawa Kaumatua Charitable Trust) 
Mead. S. M. (ed.), (1984), Te Māori: Māori Art from New Zealand Collections. Heinemann, pp 73-5.
Sketch up tutorials
Sketchup Tutorial For Beginners — Part One (MasterSketchUp) 
Sketchup Tutorial For Beginners — Part Two | Groups & Components (MasterSketchUp) 
SketchUp Tutorial — 1 — Beginner SketchUp Tutorial (Jake Day Williams)
Ten mistakes beginners make in SketchUp and How to avoid them (TheSketchUpEssentials)
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