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	Mountain Creek SHS

DESIGN CONCEPTS
Unit Plan – Term 1 2018


	YEAR LEVEL:                           9                      UNIT:  Foundation Skills


k
	OUTCOMES:

By the end of this unit the students should be able to:

	· Describe the term design and the concept of design thinking.

	· List the typical stages in the design process.

	· Report the requisite skills of designing. Design Thinking, Visualisation, Annotations, Refinement, Presentation, Appraisal

	· Portray 2D and 3D ideas using sketching techniques.

	· Apply emphasis to their design sketches through the application of the elements and principles of design.

	· Resolve simple design tasks using a variety of design processes and tools.

	· Model designs on paper, computer software and in modelling materials.

	· 

	· 


	LITERACY SKILLS:

By the end of this unit students will acquire the following skills:
	STRATEGIES:

By the end of the unit students will have utilised the following strategies to develop their literary skills:
	GENRE (Maximum of 3):

By the end of this unit students will have developed skills in using the following genre:

	· Identify the language of design
	· Collins Writing
	· Visualisation Processes

	· Use the correct nomenclature for aspects of design
	· Conversations with the teacher and peers
	· Language of Design

	· Interpretation of tasks
	· Sketching, shading and texturing techniques
	· Design Processes

	· Be able to converse with the teacher using the correct terminology for the processes and equipment
	· Identification of elements and principles of design present in their own work and the work of others.
	

	· Writing design briefs, criteria, appraisals and annotations.
	· Use of media to communicate their ideas
	

	· Sketching
	· Entourage Sketching for compositional work
	


	VOCABULARY LIST


Students will need to understand the following words to successfully complete this unit:

	Design

	Design Thinking

	Convergent Thing

	Divergent Thinking

	Sketching

	Visualisation

	Investigation

	Ideation

	Refinement

	Proto-storming

	Brainstorming

	Emphasis

	Pattern/Repetition

	Proportion/Scale

	Harmony/Unity

	Contrast

	Balance

	Rhythm/Movement

	Line

	Shape

	Texture

	Colour

	Form

	Space

	Hue/Value/Tint/Tone

	Composition


WEEKLY TEACHING/LEARNING EXPERIENCES: 







THEORY/PRACTICAL
	Determine Current Understanding (What do we know about this topic already?)

	WEEK
	ACTIVITY DESCRIPTION
	STRATEGIES (ASOT, Collins Writing)
	RESOURCES

	1
	Lesson 1

· Introduction to Design
Teacher - Flip Learning
· Scope (Areas/Fields) of Design (Architectural, Industrial/Product, Landscape, Fashion, Digital Media, Interior, Graphic)

· Design Thinking (small picture vs big picture) 
· Audience: personal, family, local, national, global design

· Design for improvement of products

· Design to improve ways of working

· Design for frivolity and fun

· Design to make money

· Design for the planet

· Creativity, Invention, Adaption, Adoption, Default, Design, Idea, Solution, Conflict, Innovation.

	Elbow partner discussion: what are you current expectations of the Design Concepts subject?
Class discussion and feedback

Brainstorm to create map of current knowledge and understanding of design and fields of design (Mindmap)
What are the implications for designers in the modern world? Classroom forum discussing the driving factors behind product design and redesign. 
Voting line ups
Students work in table groups to create a vocab card for each of the words.  Word, Definition, Used in a sentence, Synonyms, Diagram

Students then move to different groups and teach their word to each of the students and learn the words developed by the other groups.

	Semester Planner
Clip, Power point or movie to present scope of design industries.

Fashion Design
Landscape Designer
Architect
Interior Designer
Industrial Designer
Graphic Designer
Digital Media Designer
Design Thinking – What is it?
Design Thinking
Design Thinking - Flip Learning
Type 3 Collins Writing Tasks

Exemplar documents
Creativity, Design, Invention, Innovation
James Dyson on Innovation - Flip Learning





	2-3
	Speed Tracing:
· The activity involves moving from one desk to another with only 20 secs to trace the primary forms of each picture.  Repeat for 10 sketches.

· Students then complete the detail of one sketch using the traced form to guide the completion of the detail.
Sketch It:

· The teacher puts up an image of a fashion design sketch.  Students are to reproduce the sketch maintaining proportion using the suggested steps below.
Step by Step:
· Containing Box

· Profile

· Key reference edges

· Detail

· Colour

· Shadow
	Students Trace over a composed industrial design picture – must have curves.

Students copy a second composition demonstrating proportion and speed of sketching.
	Teacher Selected Image for Tracing
Teacher Selected Sketch for Copying



	4-5
	Brainstorming about Brainstorming:
· Class is presented with the terms:
· Mind maps
· Six Thinking Hats
· S.C.A.M.P.E.R.
· The Disney Method
· Students create a mind-map and record anything they already know.
· The students share this with their elbow partner and then feed into a class discussion.  Teacher maps to board.
· Students watch videos introducing the techniques and then create a triple bubble to compare the overlap between them.
· Brainstorm Activity
THE LAST STRAW 

· You are on holiday and it has been raining constantly for days.  You have no electronic media so you have decided to create a game.  All you have is a packet of straws.  The game must be able to be replayed (straws do not get thrown out each time).  What is the game called?, What are the rules?, Can you you play alone and with multiple players?
	Brainstorming

Mind maps

Disney Method
· Spectators view

· Dreamers view

· Realisers view

· Critics view

Six Thinking Hats
· White – data analysis

· Yellow - positivity

· Red – Intuition/emotion

· Black  - bad points

· Green - creativity

· Blue Process control

Do's and Don'ts
SCAMPER

Final Concept Sketches


	Use S.C.A.M.P.E.R. for refinement process – it is a mnemonic that stands for: 

· Substitute.

· Combine.

· Adapt.

· Modify.

· Put to another use.

· Eliminate.

· Reverse or rearrange.
Do’s 
· Capture everything

· Encourage participation

· Ask clarifying questions

Don’ts  
· Evaluate anything

· Force participation or sequence

· Ask judging questions 

Then

· Catagorise, Reduce, analyse




	5-7
	Elements and Principles of Design (E&P)


	Students use each of the elements and principles of design to create a visual connectivity to the word.

Sketch each in isolation and name it.

Combine two

Teacher provides existing examples and guides students.  Students use the elements and principles of design to create 2D patterns.
	Elements and Principles
Principles of Design
Elements of Design
Colour Theory
Typography
Layout and Composition
Images



	10-16
	· Students use familiar software to produce digital versions of their design solutions for the audience(s)

· Presentation Folio – Bringing it together
	The hard work is done, now it is formal presentation time.  The drawings once produced can be organised onto a presentation folio for showing the client/stakeholders.
	Autodesk Revit

Word




	Explore Synthesising Activity (What goal are we trying to achieve by the end of the unit?)

	WEEK
	ACTIVITY DESCRIPTION
	STRATEGIES
	RESOURCES

	3
	Writing the Design Brief 

· Important content: audience, clients, design factors, design process to be adopted, graphic products to be produced.

· Planning the layout and paragraphs.

· First draft.
· Final Draft submitted for assessment.

· Design Brief, Design Criteria and Analysis of existing work can all be submitted for final assessment.
	Organisation Chart for design brief writing.

The first draft can be composed as a type 3 Collins Writing task with a specified points and 3 FCA’s.
	





	
	· Brand

· Analyse the E&P's of 6 existing brands. Consider what attracts the eye (Emphasis) and which techniques have been used to achieve this.

· 
	
	

	
	· Architectural massing using lego blocks, how many ways can you organise the blocks?

· Sketch each position.

· The use of tangible items to create and inform rapid iterations of shape and form.
	
	

	
	· 
	
	

	
	Design Tasks:
Design strategies generally follow a series of stages that follow a loose framework that you enter at any stage and may have many iterations revisiting stages repeatedly.
· Identify the problem, need or situation and the audience(s) for the intended outcome. (Convergent process)

· Explore existing solutions. Can we adopt, adapt or refine? (divergent process)

· Examine the these solutions to determine the key E&P's that need to be considered as well as functional design elements. 
· Identify the influencing design factors and the critical (necessary) and non-critical (desirable) requirements and develop a list of key criteria by which to measure the success of the design.

· Write a design brief that clarifies the intent of the design. A statement that checks for your understanding of the design task against the clients.  (It also outlines how you as a designer, intend to approach the design and the sketches, graphical representation and products that you expect to deliver.) (Divergent)
· Sketch Ideas and judge them against your criteria. (Divergent) (Validate the product evaluation by employing surveys or road testing with intended audiences.)
· To work out the fine details, refine your solution using a divergent thinking strategy (eg. S.C.A.M.P.E.R.).
· Present final concept sketches for consideration (convergent).  This may require you to loop back and revisit stages to refine the design in response to client feedback.

· Present quality drawing(s) as required to communicate intent.
· Create a model to test ideas or provide non-technical audiences with a tangible reference.
· Appraise (Evaluate) the solution against the criteria and make any recommendations for future development, design strategies, improvements to the graphic products or communication protocols.
	Your design company's name is SIK.  Your task is to design a brand for this company to use in marketing your products. You will be using this brand on a series of products throughout the term, so it must be able to attract a range of audiences.
Branding and Identity

	Dyson
The Dyson Story
The Dyson Case - Segmented Flip Learning


	
	· Deliver instruction on one or two E&P's 

· Purchased goods - blister pack?

· Analyse the E&P's used on the package, product.  Discuss emphasis.  This will allow students to have a hands on experience.

· Compare two similar products from different companies, what are the differences?

· 
	
	

	
	· 
	
	


[Type here]


