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[bookmark: _Toc359483727][bookmark: _Toc347908207][bookmark: _Toc347908206][bookmark: _Toc347908199][bookmark: _Toc110421307][bookmark: _Toc220593868]Rationale
[bookmark: _Toc347908200]The Design ATAR course examines how design is a fundamental literacy that supports the conception and visualisation of ideas. The course empowers students to identify, understand, interpret, create and communicate through visual and tactile means, and influence everyday life for individuals, societies and the natural world. Students explore how designers have the opportunity to improve and transform the world in which we live through good design, fostering and promoting innovation, while delivering sustainable solutions for specific purposes and audiences. 
In the course, students are introduced to design theory, history and practice through the experience of applying a design process. In the design process, students identify a perceived need, problem or opportunity that is then articulated in a design brief. They develop concepts and ideas through the application of Design Thinking, incorporating a variety of tools, methods and strategies that are shaped by considerations of aesthetics and functionality, as well as social, cultural, historical, environmental and economic factors. Through the Design Thinking approach, students are encouraged to engage a user-centred design process that is iterative and prototype driven.
Students develop their problem-solving skills by unravelling open-ended problems with a variety of potential outcomes. They are encouraged to make design decisions that demonstrate skills in analysis, judgement and synthesis, while simultaneously developing their technical skills.
Students develop extensive communication and critical thinking skills through design work, design process and presentation mediums when discovering design solutions. Through the agile design process, students analyse problems, devising creative, innovative strategies and communicating high order designed solutions to real-world problems. Students are empowered to better interact with their environment and become more discerning consumers of visual information, helping them recognise when design is used to inform, entertain or persuade. The knowledge and skills developed through the course supports critical thinking, problem-solving and authentic communication skills that are industry‑relevant and can be applied to real-world situations.
The course equips students with highly transferrable knowledge and skills for further education and employment pathways within a range of industries. These skills, in partnership with industry-specific knowledge, provide students with opportunities to work in a range of design-related fields. Areas of work and careers could include graphic designer, interior designer, fashion designer, computer-aided design (CAD) engineer, web designer, architecture, product designer, industrial designer, media and arts, publishing, branding, advertising, creative media, animation, game design, photojournalism and content creator.
[bookmark: _Toc110421308][bookmark: _Toc220593869]Aims
The Design ATAR course aims to develop students’:
knowledge and understanding of design language, terminology and frameworks
ability to understand and apply linear and iterative design processes
ability to use design inquiry methods creatively and critically, and make and justify discerning design choices
ability to identify and explore open-ended design challenges, and to propose a variety of potential outcomes, considering social, cultural, historical, environmental and economic factors
ability to manipulate and organise design elements, design principles and selected media and materials to communicate ideas for specific audiences.

[bookmark: _Toc220593870]Organisation
[bookmark: _Toc359483728]This course is organised into a Year 11 syllabus and a Year 12 syllabus. The cognitive complexity of the syllabus content increases from Year 11 to Year 12.
[bookmark: _Toc220593871]Structure of the syllabus
The Year 11 syllabus is divided into two units, each of one semester duration, which are typically delivered as a pair. The notional time for each unit is 55 class contact hours.
Unit 1 – Representational design
In this unit, students begin to experiment with various techniques for representation, such as sketching, drawing, photographing and prototyping, to communicate design ideas and Design Thinking. They are introduced to an iterative design process to create possible design outcomes.
Unit 2 – User-centred design
In this unit, students increase their understanding of design methodologies through the introduction to an iterative design process. They prototype and modify designs to test the impact on audiences and address practical outcomes for users.
[bookmark: _Toc359483729]Each unit includes:
a unit description – a short description of the focus of the unit
unit content – the content to be taught and learned.
[bookmark: _Toc220593872]Organisation of content
[bookmark: _Toc359415277][bookmark: _Toc347908213]The course content is the focus of the learning program.
The course content is divided into two areas:
Design features
Design phases.
Design features
Design frameworks
Students explore the differences between linear and iterative design process frameworks to facilitate innovative and creative solutions to identified problems. While a linear design process is comprised of defined steps in a specific sequence, working towards a single solution, an iterative design process involves a repeated cycle of prototyping, testing and refining ideas based on stakeholder feedback to continually improve design outcomes. Students apply and document the iterative Double Diamond design process model.
Design knowledge
Design knowledge is integral to the application of a design process, and includes the study of core design language and terminology along with contemporary and historical design references. Students must develop a solid understanding of these fundamental conventions and their application, significance and influence on the creation of successful design outcomes.
Design responsibilities
This content relates to the legal rights, responsibilities and professional obligations of designers. Students gain an understanding of intellectual property and copyright protection, and become aware of relevant standards for compliance to ensure the safety, reliability, consistency and quality of designs.
Design phases
In this syllabus, the design process is based on the Double Diamond model, developed by the British Design Council. In comparison to a linear model consisting of a predetermined sequence and the completion of steps, this non-linear design process is iterative and focuses on refinement of ideas. Students should use this model purely as a framework and be prepared to do things in a different order or retrace their steps to clarify or redefine problems as they occur. This allows the best design outcome to be discovered, rather than pursuing the first idea that is derived.[image: C:\Users\hodgc\AppData\Local\Microsoft\Windows\INetCache\Content.Word\DD model-01.jpg]
Discover
This phase of the design process involves exploring a design need, opportunity or problem. This may begin with an initial idea or inspiration, and is often focused on discovering and understanding the needs of clients, customers and end-users. Using creative and divergent Design Thinking strategies, students work towards identifying a problem, along with clarifying the key stakeholders.
Define
The next phase of the design process involves reviewing, selecting and discarding ideas. Using critical and convergent Design Thinking, findings from the Discover stage are analysed, defined and refined. Students understand the constraints and purpose of the design as they develop a detailed design brief to clearly articulate a problem that requires a solution. 
Develop
During this phase, students take an experimental approach to generate multiple ideas inspired by the design brief. By applying creative Design Thinking strategies, students develop, visualise and iterate concepts that address the problem or issue identified during the Discover and Define phases.
Deliver
In the Deliver phase of the Double Diamond design process, the design concept is refined through multiple iterations. Physical and/or digital low-fidelity prototyping is used to test and improve design ideas, while stakeholder feedback is considered and synthesised. Critical Design Thinking is used to filter ideas and support decision making, to ensure the most suitable and effective design outcome is presented for implementation. 
[bookmark: _Toc110421313][bookmark: _Toc220593873]Representation of the General Capabilities
The General Capabilities encompass the knowledge, skills, behaviours and dispositions that will support students to live and work successfully now and into the future. They are not assessed unless identified within the specified unit content. Teachers should find opportunities to incorporate the following General Capabilities into the teaching, learning and assessment program for the Design ATAR course.
Critical and creative thinking
Students develop critical and creative thinking as an integral part of the design process. They develop understandings and skills in critical and creative thinking during periods of evaluation at numerous stages of the design process. Students devise plausible solutions to problems, and then through interrogation, critically assess the performance of the most efficient solution. They identify possible refinements in their design solutions and analyse, evaluate and modify the developing solution to create a prototype.
Digital literacy
Students use digital tools and strategies to locate, access, process and analyse information. They use digital literacy skills and understandings to investigate and devise design ideas. Students access information from websites and software programs to develop design solutions and use computer-aided drawing software and computer control software to develop design outcomes.
Ethical understanding
Students explore and understand the diverse perspectives and circumstances that shape design processes, and the actions and possible motivations of people in the past compared to current day. They work independently and collaboratively to explore the values, beliefs and principles that have influenced past design achievements, and the ethical decisions required by global design processes today.
Literacy
Students access design content through a variety of print, oral, visual, spatial and electronic forms, including data books, texts, computer software, images and written technical materials. They learn to investigate, interpret and apply design elements and principles from a variety of sources to design solutions for tasks. Students analyse and evaluate information for reliability, relevance and accuracy. They learn to monitor their own language in the accurate use of design terms for clarity of ideas, processes and explanations of design activities and development, and evaluation of design outcomes.
Personal and social capability
Students practise and develop personal and social capability skills by enhancing their communication skills and participating in teamwork. They work collaboratively during stages of investigation and production of products. Students increase their social awareness by studying the impact of the use of materials and manufacturing technology on society and the environment.
Addressing the other General Capabilities
Although the following General Capabilities have not been identified as a focus in the Design ATAR Year 11 syllabus, teachers may find opportunities to incorporate them into the teaching and learning program.
Intercultural understanding
Numeracy
Such opportunities may occur through the application of different contexts, pedagogical practices and/or assessment strategies that relate to the syllabus as part of the teaching and learning program. 
Summary representation of the General Capabilities in the Design ATAR course
The unit content and assessment types for this course provide students with the opportunity to develop the General Capabilities summarised in the table below.
	[bookmark: _Hlk197439578]Year
	Course
	Course type
	General Capabilities

	
	
	
	CCT
	DL
	EU
	IU
	L
	N
	PSC

	Year 11
	Design (AEDES)
	ATAR
	
	
	
	
	
	
	

	Year 12
	Design (ATDES)
	ATAR
	
	
	
	
	
	
	


Key
CCT: Critical and creative thinking, DL: Digital literacy, EU: Ethical understanding, IU: Intercultural understanding, L: Literacy, N: Numeracy, PSC: Personal and social capability


[bookmark: _Toc220593874]Representation of the Cross-curriculum Priorities
The Cross-curriculum Priorities address the contemporary issues which students face in a globalised world. Teachers should find opportunities to incorporate them into the teaching and learning program for the Design ATAR course. The Cross-curriculum Priorities are not assessed unless they are identified within the specified unit content.
Aboriginal and Torres Strait Islander histories and cultures 
Students may have opportunities to explore Aboriginal and Torres Strait Islander development and use of design and the interconnectedness between design, purpose and innovation, and how these relate to identity, people, culture and country/place.
Asia and Australia's engagement with Asia
Students may have opportunities to explore traditional, contemporary and emerging design achievements in the countries of the Asia region. Students explore Australia’s rich and ongoing engagement with the peoples and countries of Asia to create appropriate products and services to meet personal, community, national, regional and global needs.
Sustainability
Students take action to create more sustainable patterns of living. Students can develop knowledge, understanding and skills necessary to design for effective sustainability.
Students focus on the knowledge, understanding and skills necessary to choose design solutions with regard to costs and benefits. They evaluate the extent to which the process and designed solutions embrace sustainability. Students reflect on past and current practices and assess new and emerging designs from a sustainability perspective. 


[bookmark: _Toc220593875]Unit 1 – Representational design
[bookmark: _Toc359503799][bookmark: _Toc359506615][bookmark: _Toc358372280][bookmark: _Toc220593876]Unit description
[bookmark: _Toc80614686][bookmark: _Toc80615228]This unit introduces students to the discipline of design. They begin to experiment with various techniques for representation, such as sketching, drawing, photographing and prototyping, to communicate design ideas and Design Thinking. Students develop an understanding of key design terminology to support their observation and analysis of different design forms. They begin to understand how representation can be used to communicate meaning through semiotics. Students apply relevant and appropriate skills and techniques while following the Double Diamond design process model to create possible design outcomes.
[bookmark: _Toc220593877]Unit content
This unit includes the knowledge, understandings and skills described below.
Design features
Design frameworks
understand the limitations of a linear design process:
design brief
research
ideate
develop
refine
produce
introduction to an iterative design process:
Double Diamond model
discover
define
develop
deliver
Design knowledge
characteristics and application of the elements of design:
line
directional, organic, implied
shape
two-dimensional, geometric, abstract
tone
tonal scale, high key, low key
form
three-dimensional, proportion
space
positive, negative, organised
colour
primary, secondary, tertiary
complementary, analogous, monochromatic
hue, saturation, tint, shade
cool, warm, neutral palettes
texture
visual, tactile
characteristics and application of design principles: 
balance
contrast
emphasis
repetition
movement
scale
unity
variety
pattern
harmony
alignment
hierarchy
identification of different typographic styles, including:
serif, sans serif
script, display
characteristics of Gestalt principles of perception, including:
figure/ground
similarity
proximity
continuation
closure
investigation of historical and/or contemporary designs appropriate to a design brief:
designer/s attributed to the work
date and/or period of creation
social, cultural and/or political context/s
key visual motifs, features and/or concepts
key materials, techniques and/or technologies
Design responsibilities
consider the categories of intellectual property (IP) that legally protect original ideas from being copied or imitated:
copyright
registered design
patents
trademark
awareness of national and/or international standards to ensure safety, reliability, consistency and quality of designs
understand occupational safety and health (OSH) concepts and their impact in design:
ergonomics
ensuring designs are compatible with the needs, abilities and limitations of the user
safe design
hazard identification and risk assessment to eliminate the risk of injury throughout the life of the design 
consider sustainability strategies to reduce environmental impact during the design life cycle
Design phases
Discover
interpret a specified design need or problem
identify and develop a target audience/end-user profile:
demographic characteristics 
psychographic segmentation, for example:
attitudes and values
lifestyle
personality
priorities and motivations
social status
VALS™ model
identify and classify stakeholders:
power vs interest grid
explore sources of inspiration, for example:
site/location
similar or competitive designs
visual stimulation/mood boards
colour/material swatches
historical and/or contemporary designs
reflect on and summarise the discovery phase
Define
interpretation of the design brief that includes:
core design problem
stakeholders
client
others
target audience/end-user characteristics
aim or purpose of the design
constraints
timeframe
cost analysis or budget
special considerations or requirements
materials and technologies
context of the design
where will it be used, seen or applied
deliverables
expectations for communicating the design proposal
Develop
application of creative Design Thinking strategies to generate multiple ideas inspired by the design brief, for example:
concept maps
visual brainstorming
forced associations
Bloom's action verbs
SCAMPER 
Six Thinking Hats® system
synectic triggers, for example:
add
animate
combine
empathise
repeat
subtract
superimpose
transfer
recognise semiotic concepts evident in design, including:
sign – symbol, index, icon
signifier
signified
use of drawing and low-fidelity methods to visualise information and ideas
reflect on and refine ideas through annotated iterations
reflect and summarise the Develop phase
Deliver
application of critical Design Thinking to support decision making, for example:
compare and contrast
graphic organisers
persuasion map
PMI chart
Six Thinking Hats® system
SWOT analysis
experimentation with physical and/or digital low-fidelity prototyping to test the effectiveness of design ideas
investigate materials and/or techniques relevant to the design brief
consider design conventions relevant to the design outcomes
explore target audience/end-user feedback methods, for example:
qualitative research
usability testing
questioning/surveys/user-based evaluation
refinement of prototype/s to meet the design brief
experiment with presentation formats to communicate a design outcome
application of skills to communicate a design outcome

[bookmark: _Toc347908227][bookmark: _Toc220593878]Unit 2 – User-centred design
[bookmark: _Toc220593879]Unit description
[bookmark: _Toc80614690][bookmark: _Toc80615232]In this unit, students work through phases of the Double Diamond model to design products, devices, objects or services for an end-user. They will prototype and modify designs to test the impact on audiences and address practical outcomes for users. Students will determine and define the function, form and features of their design in order to effectively communicate how their proposal meets the needs of the design brief.
[bookmark: _Toc220593880]Unit content
This unit builds on the content covered in Unit 1.
This unit includes the knowledge, understandings and skills described below.
Design features
Design frameworks
application and experimentation with an iterative design process: 
Double Diamond model
discover
define
develop
deliver
Design knowledge
characteristics and application of the elements of design:
line
shape
tone
form
space
colour
texture
characteristics and application of design principles:
balance
contrast
emphasis
repetition
movement
scale
unity
variety
pattern
harmony
alignment
hierarchy
understanding of typographic terminology, including:
ascender, descender
baseline, cap line
leading, kerning
uppercase, lowercase
application of Gestalt principles of perception
interpretation of relevant historical and/or contemporary designs
Design responsibilities
appropriate attribution of others intellectual property (IP)
awareness of national and/or international standards to ensure safety, reliability, consistency and quality of designs
apply relevant occupational safety and health (OSH) concepts appropriate to the design brief
apply sustainability strategies to reduce environmental impact during the design life cycle
Design phases
Discover
identify and explore a design need, problem or opportunity using Design Thinking strategies, for example:
empathy mapping
design mindsets
needfinding
identify and develop a target audience/end-user profile:
demographic characteristics 
psychographic segmentation
identify, classify and consider stakeholders:
power vs interest grid
explore sources of inspiration, for example:
colour/material swatches
historical and/or contemporary designs
similar or competitive designs
site/location
visual stimulation/mood boards
reflect on and summarise the discovery phase
Define
construction of a design brief that includes:
core design problem
stakeholders
client
others
target audience/end-user characteristics
aim or purpose of the design
constraints
timeframe
cost analysis or budget
special considerations or requirements
materials and technologies
context of the design
where it will be used, seen or applied
deliverables
expectations for communicating the design proposal
Develop
experimentation with creative Design Thinking strategies to generate multiple ideas inspired by the design brief, for example:
Bloom’s action verbs
concept maps
forced associations
SCAMPER
Six Thinking Hats® system
synectic triggers, for example:
add
animate
combine
empathise
repeat
subtract
superimpose
transfer
visual brainstorming
consideration of communication strategies, including:
emotion
humour
metaphor
shock tactics
use of drawing and low-fidelity methods to visualise information and ideas
reflect on and refine ideas through annotated iterations
reflect and summarise the develop phase
Deliver
synthesis of critical Design Thinking to support decision making, for example:
compare and contrast
graphic organisers
persuasion map
PMI
Six Thinking Hats® system
SWOT analysis
evaluation of physical and/or digital low-fidelity prototyping to improve design ideas
explore a variety of materials and/or techniques appropriate to the design brief
apply design conventions relevant to the design outcomes
interpret and apply target audience/end-user feedback
refinement of prototype/s to meet the design brief
develop suitable presentation formats to communicate a design outcome
refinement of skills to communicate a design outcome

[bookmark: _Toc358372267][bookmark: _Toc358373584][bookmark: _Toc360535419][bookmark: _Toc359503808][bookmark: _Toc359506624][bookmark: _Toc220593881]Assessment
Assessment is an integral part of teaching and learning that at the senior secondary years:
provides evidence of student achievement
identifies opportunities for further learning
connects to the standards described for the course
contributes to the recognition of student achievement.
Assessment for learning (formative) and assessment of learning (summative) enable teachers to gather evidence to support students and make judgements about student achievement. These are not necessarily discrete approaches and may be used individually or together, and formally or informally.
Formative assessment involves a range of informal and formal assessment procedures used by teachers during the learning process in order to improve student achievement and to guide teaching and learning activities. It often involves qualitative feedback (rather than scores) for both students and teachers, which focuses on the details of specific knowledge and skills that are being learnt. 
Summative assessment involves assessment procedures that aim to determine students’ learning at a particular time, for example when reporting against the standards, after completion of a unit/s. These assessments should be limited in number and made clear to students through the assessment outline.
Appropriate assessment of student work in this course is underpinned by reference to the set of pre‑determined course standards. These standards describe the level of achievement required to achieve each grade, from A to E. Teachers use these standards to determine how well a student has demonstrated their learning.
Where relevant, higher order cognitive skills (e.g. application, analysis, evaluation and synthesis) and the General Capabilities should be included in the assessment of student achievement in this course. All assessment should be consistent with the requirements identified in the course assessment table.
Assessment should not generate workload and/or stress that, under fair and reasonable circumstances, would unduly diminish the performance of students.


[bookmark: _Toc220593882]School-based assessment
[bookmark: _Toc347908211]The Western Australian Certificate of Education (WACE) Manual contains essential information on principles, policies and procedures for school-based assessment that must be read in conjunction with this syllabus.
School-based assessment involves teachers gathering, describing and quantifying information about student achievement. 
Teachers design school-based assessment tasks to meet the needs of students. As outlined in the WACE Manual, school-based assessment of student achievement in this course must be based on the Principles of Assessment:
Assessment is an integral part of teaching and learning
Assessment should be educative
Assessment should be fair
Assessment should be designed to meet its specific purpose/s
Assessment should lead to informative reporting
Assessment should lead to school-wide evaluation processes
Assessment should provide significant data for improvement of teaching practices.
The table below provides details of the assessment types and their weighting for the Design ATAR Year 11 syllabus.
Summative assessments in this course must:
be limited in number to no more than eight tasks
allow for the assessment of each assessment type at least once over the year/pair of units
have a minimum value of 5 per cent of the total school assessment mark
provide a representative sampling of the syllabus content.
Assessment tasks not administered under test or controlled conditions require appropriate authentication processes.


[bookmark: _Toc220593883]Assessment table – Year 11
	Type of assessment
	Weighting

	Production
On completion of each unit, students are expected to deliver at least one design outcome.
Students explore a design process to:
discover a design need, problem or opportunity
define a design brief
develop ideas
deliver design outcomes.
Students must compile evidence of their application of a design process.
	50%

	Response
Students demonstrate an understanding of design knowledge and frameworks as they analyse and respond to stimuli or prompts related to the unit content, including historical and/or contemporary design forms. Responses can include short answers, oral presentations, multimodal presentations, flow charts and diagrams.
	30%

	Examination
Typically conducted at the end of each semester and/or unit. In preparation for Unit 3 and Unit 4, the examination should reflect the examination design brief included in the ATAR Year 12 syllabus for this course. 
	20%


Teachers must use the assessment table to develop an assessment outline for the pair of units (or for a single unit where only one is being studied).
The assessment outline must:
include a set of assessment tasks
include a general description of each task
indicate the unit content to be assessed
indicate a weighting for each task and each assessment type
include the approximate timing of each task (for example, the week the task is conducted, or the issue and submission dates for an extended task).


[bookmark: _Toc371583508][bookmark: _Toc370306645][bookmark: _Toc220593884]Reporting
Schools report student achievement, underpinned by a set of pre-determined standards, using the following grades:
	Grade
	Interpretation

	A
	Excellent achievement

	B
	High achievement

	C
	Satisfactory achievement

	D
	Limited achievement

	E
	Very low achievement


The grade descriptions for the Design ATAR Year 11 syllabus are provided in Appendix 1. They are used to support the allocation of a grade. They can also be accessed, together with annotated work samples, on the course page of the Authority website at www.scsa.wa.edu.au.
To be assigned a grade, a student must have had the opportunity to complete the education program, including the assessment program (unless the school accepts that there are exceptional and justifiable circumstances).
Refer to the WACE Manual for further information about the use of a ranked list in the process of assigning grades.
The grade is determined by reference to the standard, not allocated on the basis of a pre-determined range of marks (cut-offs).

[bookmark: _Toc382396978][bookmark: _Toc220593885]Acknowledgements
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[bookmark: _Toc220593886]Appendix 1 – Grade descriptions Year 11*
	A
	Justifies and interprets using knowledge and understanding of design language, terminology and frameworks throughout the design process.

	
	Applies diverse critical and creative design inquiry methods to generate and refine ideas.

	
	Effectively explores and experiments with a range of outcomes, considering relevant design responsibilities.

	
	Selects and adapts design elements and principles effectively, with discerning use of media and materials. 

	
	Demonstrates a detailed understanding and thorough application of appropriate design processes to facilitate effective and appealing solutions to identified problems. 



	B
	Coherently applies knowledge and understanding of design language, terminology and frameworks during the design process.

	
	Applies some critical and creative design inquiry methods to generate and refine ideas.

	
	Explores and experiments alternative outcomes, with reference to design responsibilities.

	
	Applies design elements and principles competently, with considered use of media and materials.

	
	Demonstrates a clear understanding and capable application of appropriate design processes to facilitate relevant solutions to identified problems.



	C
	Inconsistently applies knowledge and understanding of design language, terminology and frameworks in the design process.

	
	Uses design inquiry methods to generate and refine ideas.

	
	Develops simple outcomes with some consideration of design responsibilities.

	
	Uses design elements and principles to some effect, with simple use of media and materials.

	
	Demonstrates basic understanding and application of a design process to produce simple solutions to identified problems.



	D
	Seldom demonstrates understanding and of design language, terminology and frameworks.

	
	Uses limited design inquiry methods to generate and refine ideas.

	
	Delivers partial outcomes with limited consideration of design responsibilities.

	
	Uses design elements and principles inconsistently, with inappropriate use of media and materials. 

	
	Demonstrates limited understanding and application of a design process to produce incomplete solutions to identified problems.



	E
	Does not meet the requirements of a D grade and/or has completed insufficient assessment tasks to be assigned a higher grade.


*These grade descriptions will be reviewed at the end of the second year of implementation of this syllabus.
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This iterative design process features 4 distinct phases and is based on the British Design Council’s Double Diamond model
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