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GUIDE TO AID TEACHER PLANNING
Version 3

Design and Visual Communication NCEA NZC Level 1 Course Outline 2


Purpose: This example Course Outline (CO) has been provided to support teachers to understand how the new subject Learning Matrix and NCEA Achievement Standards might be used to create a year-long programme of learning.

	Significant Learning
	Learning Activities and Assessment Opportunities

	
	Introduction to spatial design visual techniques
Duration — 2 weeks

	Develop visual skills and techniques for generating and exploring design ideas

	Sketching exercises (elevations, isometric, 2pt perspective).
Learning SketchUp basics.
[bookmark: _heading=h.gjdgxs]Hand sketching over SketchUp mass models.

	
	Part one: Dream whānau bach 
Activity: Students will explore ideas for a dream whānau bach using a design influence from te ao Māori and another design influence as inspiration. Through responding to different design influences, including those of te ao Māori, students gain influence, inspiration, and understanding of diverse perspectives.
Duration — 5 weeks

	Understand how Design and Visual Communication impacts on end users by considering the following mātauranga Māori principles: kotahitanga, whanaungatanga, manaakitanga, wairuatanga, and tikanga 
Explore and consider design influences, design tikanga, practices, principles, and techniques from te ao Māori and indigenous cultures within Design and Visual Communication
Develop the practice of generating design ideas that explore possibilities beyond first thoughts
Use both divergent and convergent thinking in developing design outcomes
Develop good practice in the attribution and acknowledgement of sources when using third-party content
Develop visual skills and techniques for generating and exploring design ideas
Develop visual skills and instrumental techniques to communicate details of design ideas and outcomes
Engage with decision-making that is connected to people, places, cultures, and design knowledge in developing design outcomes
	Design influence one: Te ao Māori traditional patterns and motifs.

Finding out about relevant tikanga will support ākonga to gain meaning from, and make a connection to, the knowledge that informs the design appropriately. Consideration of tikanga Māori ensures authentic, respectful, and responsible use of design ideas from te ao Māori.

Design influence two: Choose one of the following architects:
Ludwig Mies van der Rohe
Glenn Murcutt
Shigeru Ban
Rau Hoskins
Daniel Liebeskind
Nicola and Lance Herbst
John Scott 
Belinda George
Bronwyn Kerr 
Pete Ritchie.

For each design influence, students will:
show source images for each selected design influence and label characteristics they identify
use visual techniques to explore ideas from each design influence and apply divergent thinking to generate own ideas
use visual techniques (could be different techniques) to experiment with and extend these ideas towards ideas for a lake house
explore possibilities beyond first thoughts, for example, by combining ideas from each design influence.

Visual techniques that could be used include quick SketchUp, 2D and 3D sketches, photography, and overlays.

Learning covered will provide opportunities to collect evidence towards AS 92000 (1.1) Generate product or spatial design ideas using visual communication techniques in response to design influences.

Part two: Dream whānau bach refinement
Clarify an idea further to reach a final outcome.
Duration — 3 weeks
Select one idea to extend and clarify to create a final idea for the bach.
Think about the building’s relationship with the site, the form, materials, and details.
Consider the people who will be using the dream whānau bach.
Use freehand sketches, site plans, models, photos, and overlays, SketchUp etc.

This section of work is in preparation for the presentation in part three.

Part three: Dream whānau bach  presentation 
Activity: Students will explore and practise representation modes and techniques to present their final lake house design idea.
Duration — 5 weeks
Students will explore a range of representation modes to communicate design ideas using one of the following methods.
Rendered CAD drawing.
Hand-rendered presentation sketch.
Architectural model.
Computer animation or flythrough.

Students will explore a range of representation techniques 
Duration — 3 weeks 
Representation techniques can include:
isometric sketching exercises
exploded isometric
section views
pulling apart an existing design and sketching all the parts
overlays or tracing. 

Select a suitable representation mode and technique most appropriate to their own design.
Research and learn the skills needed to execute the technique.
Practise the technique.
Execute the mode of final presentation.

Learning covered will provide opportunities to collect evidence towards AS 92001 (1.2) Use representation techniques to visually communicate own product or spatial design outcome.

	
	Water bottle design
Duration — 6 weeks

	Develop visual skills and techniques for generating and exploring design ideas
Develop the practice of generating design ideas that explore possibilities beyond first thoughts
Engage with decision-making that is connected to people, places, cultures, and design knowledge in developing design outcomes
Understand that the purpose of design is to enhance people’s lives and their environments using aspects of kaitiakitanga, hauora, alofa, and empathy
Develop visual skills and instrumental techniques to communicate details of design ideas and outcomes
Understand and use the design principles of aesthetics and function in own design thinking
Use visual communication and visual presentation techniques to represent the qualities of design ideas and outcomes
	Generate ideas by considering the following.
Mountains of plastic waste.
Many people have no access to safe drinking water.
When do people drink water?
Can people be helped to make a healthy choice?

Personal design statement
The water bottle design statement can relate to a global issue (eg plastic waste), or it could be personal (eg needing to take a water bottle to netball practice). It could relate to another person (eg the student’s little sister needs a water bottle for school).

Students use the thoughts above and design principles to create a design statement for a water bottle, including a specific situation and person or people who the water bottle will be for.

Generate ideas
Students will explore design principles and use design thinking to consider aesthetics and functionality. Students pick one of the phrases below (or one of their own) to help explore shapes and forms for a water bottle.
‘Go with the flow.’
‘Living on the edge.’
‘There’s joy in repetition.’

Develop an outcome
Students select one idea to develop into a final design for a water bottle based on their design story. Students use visual communication techniques to develop and explain their water bottle. 

Students need to explore and show consideration of aesthetics and functional aspects such as:
who will use the bottle
where the bottle will be used and what functionality it will need
what are the parts and how are they assembled
how does the bottle look and feel
what materials and colour choices on the bottle will provide for aesthetical quality.

Learning covered will provide opportunities to collect evidence towards AS 92002 (1.3) Develop product or spatial design ideas informed by the consideration of people.

Explore CAD
Duration — 3 weeks
Explore CAD basics for product design:
Creating simple parts.
Adding features.
Editing.
Making assemblies.
Creating drawings (such as 3rd angle orthographic views, section views, paraline views, cutaway views, exploded views).

Instrumental drawing of final water bottle
Duration — 5 weeks
Learn instrumental drawing techniques to communicate the features and details of the final water bottle.
Use CAD to create the parts and details for the bottle.
Make an assembly of the parts.
Create 1-2 drawing sheets of bottle assembly that show the features and details of your water bottle.
Select instrumental views and techniques that show the features of the design most clearly.

Learning covered will provide opportunities to collect evidence towards AS 92003 (1.4) Use instrumental drawing techniques to communicate own product or spatial design outcome.
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