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Study design overview



Study Specifications
Study design p. 12 - 18

• Visual language

• Visual communication practices

• Design thinking

• The VCD design process

• Design, ideas, concepts and solutions

• Methods, media and materials

• Design elements and principles

• Fields of design practice

• Aboriginal and Torres Strait Islander histories and cultures



Visual Communication Design
Unit 1: Finding, reframing and resolving design problems

Area of Study Inquiry focus

Area of Study 1 Reframing design problems

How do designers find and reframe human-centred design problems?

Area of Study 2 Solving communication design problems

How can visual language communicate to audiences and shape behaviours?

Area of Study 3 Design’s influence and influences on design

What influences design, and what does design influence?

• Practices and processes used by designers to identify, reframe and resolve human-centered design 

problems.

• Human centred research and circular design processes

• Introduction to the VCD design process

• Conceptions of good design

• Economic, technological, cultural, environmental and social factors of design

• Practical exercises: Brand strategy, product development



Visual communication Design
Unit 2: Design contexts and connections

Area of Study Inquiry focus

Area of Study 1 Design, place and time

How does design reflect and respond to the time and place in which it’s made?

Area of Study 2 Cultural ownership and design

How do designers evolve culturally appropriate design practices?

Area of Study 3 Designing interactive experiences

What is the role of visual communication in shaping positive and inclusive interactive 

experiences?



Unit 3: Visual Communication Design in 

practice

Area of Study Inquiry focus

Area of Study 1 Professional Design Practice

What are the communication practices used by designers?

Area of Study 2 Design Analysis

How do designers use visual language to communicate ideas and information to audiences or 

users?

Area of Study 3 Design process: defining problems and developing ideas

How do designers apply a design process to reframe problems and develop ideas?



Unit 3 and 4 Overview
Unit 3 Inquiry focus

Area of Study 1 Professional Design Practice

What are the communication practices used by designers?

Area of Study 2 Design Analysis

How do designers use visual language to communicate ideas and information to audiences or 

users?

Area of Study 3 Design process: defining problems and developing ideas

How do designers apply a design process to reframe problems and develop ideas?

Unit 4 Inquiry focus

Area of Study 1 Design process: refining and resolving design concepts

How do designers resolve design problems?

Area of Study 2 Presenting design solutions

How do designers propose solutions to communication needs?



Activity 1: 

The VCD Design process



The VCD Design process



The VCD Design process
Discover

Students begin a design project by gathering insights into the problem at hand, using research methods that are often human-centred to understand the 

needs and experiences of stakeholders. Students employ divergent thinking as they search widely for new information, suspending judgment and 

keeping the mind open to new perspectives and possibilities. 

Define
Students use convergent thinking strategies to synthesise and make sense of research data. They review, categorise and summarise new information in 

order to clarify or reframe the problem at hand. Using these insights, students develop a brief in which they identify a client and their communication 

need/s, and detail the purpose, context, audience or users as well as a list of constraints. These design criteria are used to evaluate the success of 

design ideas. 

Develop
The Develop phase invites students to think divergently once again, seeking and analysing inspiration from a wide range of sources, and generating 

imaginative ideas aligned with the communication need. They brainstorm with both words and images, and use rapid drawing and making methods to 

create, recreate, and explore the potential of design ideas. Students experiment with the design elements and principles, while using a range of 

methods, media and materials in expressive ways. Annotations are used to describe design decisions and evaluate ideas in light of the brief.

Deliver
Students return to convergent thinking when reflecting critically on their design ideas. They use design criteria determined in the brief, together with 

feedback, to select and refine those with the most potential, creating design concepts for further testing, iteration and evaluation. Students combine

methods, media and materials with selected design elements and principles in order to resolve final features and details. Students choose appropriate 

formats to communicate and present finished design solutions for client approval and the processes of production or implementation for client approval.



Discussion questions
Discover

• How will we teach students to find design problems? What examples will we show them? 

• How will we teach students to better at research? What will it look like when they are learning and presenting solutions?

Define 

• How do students use research to define the brief based on the solutions?

• How are client needs, audience, user, context and constraints defined? What are the strategies?

Develop and Deliver

• There used to be a stage called generation of ideas. Where does this sit now?

• What will students be required to do in the develop and deliver? What does each look like?

• What is the difference between ideas, concepts, and solutions?

• Which aspects of the VCD design process are documentation, development and presentation drawings used?



Activity 1 feedback

• Examples of research design problems and 

presenting solutions

• Examples of ideas for the Develop and Deliver 

aspects of the Visual Communication Design 

process

• Examples of ideas, concepts and solutions. 



Activity 2

Unit 2 Area of Study 2

Cultural ownership and design



Unit 2 Area of Study 2
Cultural ownership and design

Outcome

On completion of this unit the student should be able to apply culturally appropriate design practices and an understanding 

of the designer’s ethical and legal responsibilities when designing personal iconography.

Key Knowledge

• ethical and legal responsibilities impacting the work of the designer, such as issues of 

ownership and intellectual property

• protocols for the creation and commercial use of Indigenous knowledge in design, 

including representations of Aboriginal and Torres Strait Islander culture

• culturally appropriate design practices for the creation of personal iconography 

• characteristics and functions of design elements and principles

• methods and processes used to generate and present original design solutions

• terminology used to discuss and evaluate culturally appropriate design practices and 

solutions.



Unit 2 Area of Study 2

Cultural ownership and design

Outcome

On completion of this unit the student should be able to apply culturally appropriate design practices and an understanding 

of the designer’s ethical and legal responsibilities when designing personal iconography.

Key Skills

• describe the ethical and legal responsibilities of the designer and how issues such as ownership and 

intellectual property impact design practice

• describe and apply culturally appropriate design practices

• analyse the work and practices of Aboriginal and Torres Strait Islander designers

• select and use a range of appropriate manual and digital methods, media, materials and design 

elements and principles to develop personal iconography

• use divergent and convergent thinking strategies to generate ideas and resolve design solutions

• use terminology aligned with culturally appropriate design practice.



Unit 2 Area of Study 2
Teaching and learning activities

Introduce students to the:

Australian Indigenous Design Charter

Protocols for using First Nations Cultural and Intellectual Property in the Arts

Working collaboratively in small groups, answer the following questions:

1. What type of protocols are in place to protect the IP of Indigenous designers and artists?

2. What indigenous works and/or materials are not currently protected by IP laws?

3. If you wanted to use an indigenous artwork or design as inspiration, what steps should you 

take?

4. As a designer, describe your ethical and legal responsibilities when it comes to using the 

work of First Nations artists and designers. This could be in reference to using the work as 

inspiration, using an image as a starting point or as part of your research

https://indigenousdesigncharter.com.au/international-indigenous-design-charter
https://australiacouncil.gov.au/investment-and-development/protocols-and-resources/protocols-for-using-first-nations-cultural-and-intellectual-property-in-the-arts/


Unit 2 Area of Study 2

Teaching and learning activities

As a class, develop a database of Indigenous (both Australian and abroad) and historically marginalised

designers. Commence the database by researching Solid Lines, a First Nations-led illustration agency in 

Melbourne, supported by the Jacky Winter Group

Hold conversations about why the voices of these designers and their communities are absent from 

eurocentric design histories and narratives, and the impact of this absence on our perceptions of ‘good 

design’. Choose a designer (from newly developed databases) to profile and share the work as a 

resource, via a poster or page layout.

https://solidlines.agency/


Unit 2 Area of Study 2

Teaching and learning activities
Investigate the history of playing cards icons: spades, hearts, diamonds and clubs. Redesign a new set of four icons that are

based upon personal interests.

These interests may include:

• Favourite animal, bird, insect

• Favourite food

• Favourite type of music

• Favourite plant

Alternatively, select a theme such as four types of birds, four types of dessert. 

Use a limited colour palette and select an appropriate font to reflect the icon design.

Present the four icons as Ace Cards at a scale of 2:1, as a digital presentation.

An extension task can be to animate each icon as a moving gif.



Discussion

• Any resources you have discovered so far on Indigenous Design, designers and 

protocols?

• Discuss ethical and legal responsibilities in teaching Unit 2 Area of Study 2 -

How do we teach students to create new and original icons when there is 

already so much out there that they can copy?

• Share ideas for ways to engage our senior students in creating personal icons 

using the support materials.



Activity 2 feedback

• Resources for teaching Indigenous design.

• Ideas for teaching ethical and legal 

responsibilities.

• Ideas developed from the examples provided 

for discussion.



Activity 3

Unit 3 Area of Study 1

Professional design practice



Unit 3 Area of Study 1 : Professional design 

practice
Content summary Weeks

• The role of visual communication design in professional design practice

• Contemporary designers working in one or more fields of design practice

• Contexts where designers work

• Designers application of the design process

• Ways visual language is used to communicate ideas

• Collaboration between designers, stakeholders and specialists to shape and resolve design 

problems

• Impact of ethical and legal obligations

• Changes in design practices over time

• Technical, economical, cultural, environmental and social factors that influence design

4 weeks

• Methods, media, materials and conventions in selected fields of design practice

• Two practical design exercises



Unit 3 Area of Study 1
Professional design practice

Outcome

On completion of this unit the student should be able to compare the ways in which visual communication 

practices are used by contemporary designers, using research methods and practical exploration.

Key Skills – Comparative analysis

• compare contexts in which contemporary designers work

• describe and compare past, present and future professional design practices in selected field(s) of 

design practice

• analyse and evaluate the characteristics and role of visual language in selected field(s) of design 

practice 

• explain the roles of, and relationships between, designers, specialists and stakeholders when 

resolving design problems

• describe the techniques used by designers to evaluate design ideas

• explain the economic, technological, cultural, environmental and social factors that influence design 

practices 

• identify and analyse design practices that acknowledge ethical and legal obligations

• use appropriate design terminology. 



Unit 3 Area of Study 1

Professional design practice

Outcome

On completion of this unit the student should be able to compare the ways in which visual communication 

practices are used by contemporary designers, using research methods and practical exploration.

Key Skills – Practical application

• apply visual communication practices and processes used by contemporary designers in 

selected field(s) of design practice

• use visual language to communicate ideas and/or information to specific audiences, and 

for specific purposes and contexts in selected field(s) of design practice

• incorporate relevant conventions in documentation or presentation drawings in selected 

fields of design practice

• use presentation formats characteristic of selected field(s) of design practice

• adopt conceptions of good design aligned with selected field(s) of design practice

• apply legal and ethical obligations relevant to selected fields of design practice.



Assessment – Outcome 1

10 percent of study score



Unit 3 Area of Study 1
Teaching and Learning Activities

Assessment task structure

1. Conduct online research to identify the role of visual communication in a chosen field of design practice. Learn about 

signature ways of thinking and working in the field, together with conventions and terminology typically used to 

communicate ideas. (10 marks)

2. Search for two designers working in your chosen field but whose use of methods, materials or processes is very 

different from one another. Prepare an annotated visual report comparing the contexts in which your chosen 

designers work, whilst highlighting their relationships with specialists and stakeholders, and the factors that influence 

their design practice. (20 marks)

3. Alongside their study of contemporary designers, students experiment with visual communication practices typically 

used in their selected field(s) of design practice, developing the capacity to apply relevant methods, media, materials, 

conventions and techniques. Students present a minimum of two practical design exercises showcasing their 

emerging skills. (20 marks)



1. Conduct online 

research to identify the 

role of visual 

communication in a 

chosen field of design 

practice. Learn about 

signature ways of thinking 

and working in the field, 

together with conventions 

and terminology typically 

used to communicate 

ideas.



2. Search for two designers working 

in your chosen field but whose use 

of methods, materials or processes 

is very different from one another. 

Prepare an annotated visual report 

comparing the contexts in which 

your chosen designers work, whilst 

highlighting their relationships with 

specialists and stakeholders, and 

the factors that influence their 

design practice.

Abstract series on Netflix:

• Bjarke Ingels, Es Devlin and Neri 

Oxman (design of environments)

• Christoph Niemann, Paula Scher

and Jonathan Hoefler (design of 

messages)

• Cas Holman and Tinker Hatfield 

(design of objects)

• Ian Spalter (design of interactive 

experiences)



• Complete perspective drawing of an existing or proposed environment. 



• Complete a floor plan for the proposed design 



Discussion questions

• How will you introduce the four design fields of practice?

• How will you allow your students to choose one or two fields?

• How will you assist students in completing the two practical exercises? Will you 

nominate the exercises? Allow choice? How will you ensure that the tasks are 

fair and equitable amongst the class?

• What type of exercises could students do for interactive experiences?



Activity 3 feedback

• Examples of the use of the four fields of design 

practice

• Examples of practical exercises

• Examples of exercises for interactive experiences



Activity 4

Unit 3 Area of Study 2

Design analysis



Unit 3 Area of Study 2 :Design analysis

Content summary Weeks

• The use of visual language to effectively communicate ideas and information to audiences or users

• Analysis of the aesthetic decisions made by designers 

• Use of design elements, design principles, methods, media and materials in design examples

• Conceptions of good design

• Influence of technological, economic, cultural, social or environmental factors on design examples

4 weeks



Unit 3 Area of Study 2 :Design analysis
Design analysis

Outcome

On completion of this unit the student should be able to compare and analyse design examples from 

selected field(s) of design practice, describing how aesthetic considerations contribute to the effective 

communication of information or ideas.

Key Knowledge

• techniques for analysing and evaluating design examples from selected field(s) of design practice

• the role of visual language in communicating ideas and information

• aesthetic decisions made by designers, using the design elements and principles

• the relationships between aesthetic decisions and the purposes, contexts and audiences or users of 

design examples

• methods, media and materials used to create design examples

• the influence of technological, economic, cultural, social or environmental factors on design decisions

• conceptions of good design

• appropriate design terminology.



Unit 3 Area of Study 2 :Design analysis
Design analysis

Outcome

On completion of this unit the student should be able to compare and analyse design examples from 

selected field(s) of design practice, describing how aesthetic considerations contribute to the effective 

communication of information or ideas.

Key Skills

• compare and analyse design examples from selected field(s) of design practice

• describe the role of visual language in communicating ideas and information 

• analyse influences on aesthetic decisions made by designers 

• analyse and evaluate applications of methods, media and materials, and design elements and principles 

in selected design examples

• use conceptions of good design to evaluate design examples

• use appropriate terminology during analysis and evaluation.



50 marks = 10 % of study score

Assessment – Outcome 2

• Compare and analyse design 
examples from selected field(s) 
of design practice, describing 
how aesthetic considerations 
contribute to the effective 
communication of information 
or ideas.

A comparative analysis of design 
examples presented in one of the 
following formats: 

• a written report

• an annotated visual report

• a response presented in a digital 
format, such as an online 
presentation or interactive 
website.



Unit 3 Area of Study 2

Teaching and learning examples

Design comparison

Compare design examples from selected design fields, describing how aesthetic 

considerations contribute to the effective communication of information or ideas. 

Complete a written report that compares and analyses two unseen design examples 

under test conditions.



As a class look at examples of good design from the design fields of messages, objects, environments, and 

interactive design. Using these examples, identify criteria for good design and then discuss why these are 

examples of good design.

Working in small groups collect examples of good design for each design field and arrange in a digital 

format, such as a digital whiteboard or PowerPoint, for collaboration purposes. Begin by looking at the 

Victorian Premier's Design Awards or Melbourne Now. For each example, identify purposes, contexts and 

the target audience and discuss how a visual language is used to engage and maintain the attention of the 

target audience. 

Independently, select two visual communications from different design fields or a single design field. If 

choosing examples from the same design field, ensure that the examples are different in purpose, context 

and use of methods, media and materials. Use a Venn Diagram to identify the similarities and differences.

Unit 3 Area of Study 2

Teaching and learning examples

https://premiersdesignawards.vic.gov.au/
https://www.ngv.vic.gov.au/melbourne-now/home/


Detailed example

https://www.ngv.vic.gov.au/melbourne-
now/home/

https://premiersdesignawards.vic.gov.au/

https://www.ngv.vic.gov.au/melbourne-now/home/
https://www.ngv.vic.gov.au/melbourne-now/home/
https://premiersdesignawards.vic.gov.au/


Detailed example

Written Task

Complete a written report that 
compares and analyses two 
unseen design examples under 
test conditions.

The prompts on the following 
slides could be provided to assist 
students in comparing the 
similarities and differences.

compare
Recognise similarities and differences and the 
significance of these similarities and differences.

analyse
Identify components/elements and the 
significance of the relationship between them; 
draw out and relate implications; determine 
logic and reasonableness of information.



Discussion
• The suggested timeline for the Outcome is three weeks. How will you plan your 

teaching and learning activities? Use the provided materials as a guide for 

discussion?

• What type of tasks will you use for formative assessment? Justify why you are 

using the task and how you will use the study design to develop it. 

• How will you approach the summative assessment? Will you use guiding or 

prompt questions? Justify why you are using these tasks and how will you 

formulate the questions?



Activity 4 feedback

• Sample of teaching and learning activities

• Formative assessment examples

• Summative assessment examples, task types.



Feedback and discussion



Contact

© Victorian Curriculum and Assessment Authority (VCAA) 2023. Some elements in this presentation may be owned 

by third parties. VCAA presentations may be reproduced in accordance with the VCAA Copyright Policy, and as 

permitted under the Copyright Act 1968. VCE is a registered trademark of the VCAA.

• Dr. Kathryn Hendy-Ekers

• Curriculum manager, Visual Communication Design

• 03 9059 5147

• Kathryn.Hendy-Ekers@education.vic.gov.au

https://aus01.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.vcaa.vic.edu.au%2FFooter%2FPages%2FCopyright.aspx&data=05%7C01%7CGeoffrey.ONeill%40education.vic.gov.au%7C1ef47712e59040a671f708da8739652a%7Cd96cb3371a8744cfb69b3cec334a4c1f%7C0%7C0%7C637970977837698920%7CUnknown%7CTWFpbGZsb3d8eyJWIjoiMC4wLjAwMDAiLCJQIjoiV2luMzIiLCJBTiI6Ik1haWwiLCJXVCI6Mn0%3D%7C3000%7C%7C%7C&sdata=Oa2WdhDPt0FVO1lCnMvxORnVnseWNLBK5XE3jnaZhz8%3D&reserved=0
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