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Design, as an act 
of manaakitanga, 
seeks new ways to 
improve the lives 

of people and 
their places

Designers bring 
their  own unique 
voice that draws 

from their personal 
experiences, 

cultures, values, 
perspectives as 
well as those of 

other people

Design tikanga 
weaves together 

both  divergent 
and convergent 

thinking  in the 
generation, 
exploration, 

refinement, and 
resolving of design 

ideas and 
outcomes

Design has a 
whakapapa ð 

heritage, 
philosophies, 

knowledges , both 
functional and 

aesthetic, in 
relation to product 
and spatial design

Visual 
communication is a 
set of visual literacy 

skills that allow 
designers to think 
about, evaluate 

and appropriately 
present product 

and spatial design 
ideas and 
outcomes

NCEA 
Education

L e v e l  S i x  D V C  S i g n i f i c a n t  L e a r n i n g

T e c h n o l o g y  L e a r n i n g  A r e a  W h a k a t a u k i

DVC LEARNING BIG IDEAS



DVC ASSESSMENT LEVEL 1 STANDARDS (2025)

(Indicative relationships between Big Ideas and L1 Draft Achievement Standards)

visual 
literacy 

skills

improving 
peopleõs 

lives

product & 
spatial 
design 

whakapapa

divergent & 
convergent 

thinking

own 
designer 

voice

NCEA 
Education

DVC 1.2 v3 (92001) 

Use representation 
techniques to 
visually 
communicate own 
product or spatial 
design outcome

5cr ð Internal 

DVC 1.4 v3 (92003) 

Use instrumental 
drawing techniques 
to communicate 
own product or 
spatial design 
outcome

5cr ð External 

DVC 1.3 v3 (92002) 

Develop product or 
spatial design ideas 
informed by the 
consideration of 
people

5cr ð External 

DVC 1.1 v2 (92000) 

Generate product or 
spatial design ideas 
using visual 
communication 
techniques in 
response to design 
influences

5cr ð Internal 

divergent &  
convergent 

thinking



P A R T  O N E :

DIVERGENT THINKING OVERVIEW 
DESIGN AND VISUAL COMMUNICATION (DVC)



d i v e r g e nt  t h i n k i n g
using your imagination

IDEA

IDEA IDEA

IDEA

IDEA

IDEA

IDEA

QUESTION

Also called creative / 
horizontal thinking
MIND-
MAPPING  

DIVERGENT THINKING is about

using your imagination  and 

experimentation

It is where you can creatively  play, be 

inventive  and be risk takers 

because at this stage, there is 

no single right answer

(NOTE: DESIGNING involves both 

DIVERGENT THINKING AND 

CONVERGENT THINKING)



Divergent thinking and 

convergent thinking are 

two sides of the thinking 

used in designing. 

These constantly fluctuate 

throughout a design 

process, that might begin 

with more divergent 

thinking and end with 

more convergent thinking

DESIGN THINKING 



The signs of DIVERGENT THINKING 
(what does it look like?)

ASKING QUESTIONS ð design thinkers want to ask 

questions. Through questioning, a divergent thinker 

might be able to challenge the scope of the problem , 

with ideas that explore multiple possibilities .

FAST THINKING ð design thinkers can generate a 

variety of solutions within a small timeframe . This is 

because they don't need the safety of a guided 

process like other kinds of thinkers (such as convergent 

thinkers). Their ideas and thinking can be free flowing 

because they are taking on aspects of their personality 

and past experiences in their approach to problems.  

 

BEING FLEXIBLE ð design thinkers are flexible in their 

thought processes. They tend to avoid using traditional 

processes in favour  of their own. This flexibility with their 

ideas and solutions helps to see which parts may or 

may not be viable or need changing.

https://www.hustleinspireshustle.com/blog/convergent-versus-divergent



Why we need DIVERGENT THINKING? 
(what are its benefits?)

ENTHUSIASM ð divergent thinking 

can develop oneõs enthusiasm, 

through giving a chance to express 

their personality and trying different 

ways to problem -solve

EMPATHY ð divergent thinking 

encourages one to have more 

empathy. To be creative, they can 

look at past solutions that may not 

have worked and ask why and to 

look at ways to differ from them. It 

makes them see problems and 

solutions from all sides

 

INNOVATION ð divergent thinking 

allows for more innovative possibilities 

and ingenuity through its creative 

and open -ended exploration

https://giftedparentingsupport.blogspot.com/2011/03/thinking-about-divergent-thinking.html



DIVERGENT THINKING = ARCHITECTURAL ICON
On  October  20, 1973 ñ the  Sydney  Opera  House 

was  opened  to  great  fanfare .

Completed  a  decade  late  and  vastly  over -

budget,  the  unusual - looking  building  was  not  an  

immediate  hit with  Australians . Yet, in the  

decades  since,  its striking shell-shaped  roof  

helped  it become  an  architectural  icon  and  an  

UNESCO World  Heritage  Site that  attracts  over  10 

million  visitors a  year .

How  different  things  might  have  been .

Danish  architect  Jørn Utzonõs successful  proposal  

was  just one  of  233 entries in an  international  

design  competition . 

Legend  has it that  Utzonõs winning  design  was  

initially  dismissed , only  to  be  saved  from  the  

reject  pile  by  Finnish American  architect  Eero 

Saarinen,  one  of  the  judges .

alternative design entry

alternative design entry alternative design entry

alternative design entry



P A R T  T W O :

DIVERGENT THINKING IN JUNIOR 
DESIGN AND VISUAL COMMUNICATION (DVC)



9 T D T . 2 0 2 5

 TECHNOLOGY

 DESIGN
 THINKING

focuses on 
creative problem-solving strategies 
expressed through idea generation 

and exploration;
 

that encourages 
questioning,
 risk taking

 and divergent thinking.



L E S S O N :  D E S I G N  T H I N K I N G  A C T I V I T Y

L I N E S  T O  I M A G E S

(Examples of turning abstract lines into complete images )Experimentation

9 T D T . 2 0 2 5



Experimentation

Starting with some abstract 

lines in a box, turn these into 

complete images.

You can also add shading or 

colour to your images.



Student work ς A. Valverde Morales (Y9)



Student work ς 
S. Corrigan-McKay (Y9)



L E S S O N  : PAPER SCULPTURES

9 T D T . 2 0 2 4

Experimentation

ACTIVITY:
Using paper / card, you are to 

create TWO PAPER SCULPTURES 

inspired by two different collections 

of images



Using paper you have at home:

You are to create TWO PAPER SCULPTURES 

and photograph each of these  from 2 or 3 

different angles.

Paper Sculpture One:  
inspired by the designs in the  FIRST 

collection of images. 

Paper Sculpture Two:  

inspired by the designs in the SECOND 

collection of images.  

You are to reflect the visual characteristics 

you can see in these designs in the paper 

sculptures you create.



FIRST collection: Inspiration for sculpture ONE 



SECOND collection: Inspiration for sculpture TWO



Student work ς F. Gould (Y9)

If I did this design 

activity again, what 
would I do differently?

άI made two sharp 
ones, instead of 

one wavy and one 
ǎƘŀǊǇΦέ 



Student work ς Q. Zhong (Y9)



L E S S O N :  DRAWING FROM NATURE

9 T D T . 2 0 2 4

Expansive Thinking

A)  This course is about your PERSONAL PERSPECTIVE

B)  This course is about your LEARNING

C)  This course is about your THINKING (critically) 

D)  This course is about your DESIGNING

E)  This course is about your  FUTURE



WHAT DO 
YOU SEE?

Book: H.O.U.S.E. (Habitable Objects Unique Spatial Extraordinary) ï Aleksandra Machowiak & Daniel Mizielinski



DRAWING 
FROM 

NATURE

Go outside and find something interesting from nature. 

 It could be a leaf, a flower, a twig, a rock.

Divide a page into four quarters and in the first box, sketch your interesting find from 

two completely different angles ð try to sketch as much detail as you can. 

In the other three boxes, select three  of the following:
Å AN ACCESSORY (e.g. jewellery, watch, hat, glasses, etc.)
Å A LIGHT (e.g. lamp, wall light, chandelier, garden light, etc.)
Å A PIECE OF FURNITURE (e.g. chair, couch, table, bed, etc.)
Å A FORM OF TRANSPORT (e.g. scooter, car, boat, bicycle, etc.)
Å ARCHITECTURE (e.g. house, bus shelter, library, church, etc.)

and create three design ideas inspired by your interesting find
Original (from two different angles)Design #1 (drawings & notes)

Design #2 (drawings & notes) Design #3 (drawings & notes)

Expansive Thinking



Student work ς E. Naidoo (Y9)



Student work ς E. Zhang (Y9)



L E S S O N :  DESIGNING I I I
E V O L V I N G  B R I E F

9 T D T . 2 0 2 4

ACTIVITY:
You will be using a series of 

drawings to EVOLVE a unique 

design following a set of instructions 

that reveal ever increasing details 

one by one

Expansive Thinking



DIVERGENT THINKING 

[ e v o l v i n g  b r i e f ]
Individually:

You will use ôhand drawingõ to EVOLVE a unique design 

following a set of instructions that are revealed one by one:

STARTING WITH DRAWING A CONTAINER?

( é f o r  w h a t  y o u  m a y  a s k ? )  

ExperimentationExpansive Thinking

[EVOLVE: means each new idea is linked back 
to the previous ideas]



DIVERGENT THINKING 

[ e v o l v i n g  b r i e f ]

The idea is that verbal instructions are given for each step of the evolving brief and the students have 5 -6 minutes to 

draw their response and that with each step that follows, they are to develop their idea with the new requirements.

 This could be done for any mini design brief where you can deconstruct from the detail back to the overall ð 

where students are also to be more creative/inventive with their thinking and ideas



spatial  activity  one : 

òcool spacesó collages  <two  lessons>

1. Brainstorm  ôcool spacesõ ð these  can  be  inside  or outside,  based  

on  real  spaces  you  have  been  to  or are  entirely  imaginary  (e.g . 

from  a  novel  or film),  be  for people , or for  other  species  é
 Be creative  and  lateral  in your  ideas .

2. Select  three  preferred  ôcool spacesõ from  brainstorm  and  gather  

visual  images  which  relate  to  their  themes,  styling,  shapes,  
forms, colours,  materials,  etc . 

 Note : a  cool  space  can  be  a  specific  place  or space  of  

which  you  may  have  your  own  photos  that  can  be  used .

Each  cool  space  collage  should  contain  at  least  twelve  images  

and  a title  for  the  specific  space .
 Gather  a  variety  of  images : photos,  drawings,  overall  

images  and  close -up  details .

Each  collage  will be  presented  in your  Visual Diary .



be

creative 



product  activity  one : 

òcool thingsó collages  <two  lessons>

1. Brainstorm  ôcool thingsõ ð these  can  be  found  inside  or 

outside,  based  on  real  thing s you  have  or are  found  in 

entirely  imaginary  places  (e.g . from  a  novel  or film),  can  

be  for people , or for  other  species  é
 Be creative  and  lateral  in your  ideas .

2. Select  three  preferred  ôcool thingsõ from  brainstorm  and  

gather  visual  images  which  relate  to  their  themes,  styling,  
shapes,  forms, colours,  materials,  etc . 

 Note : a  cool  thing  can  be  a  specific  object  or 

artifact  of  which  you  may  have  your  own  photos  that  

can  be  used .

Each  cool  thing  collage  should  contain  at  least  twelve  

images  and  a title  for  the  specific  space .
 Gather  a  variety  of  images : photos,  drawings,  overall  

images  and  close -up  details .

Each  collage  will be  presented  in your  Google  Slides.



toothbrush holder

be

creative  



activity  two :

òeat sleep  playó sketchup  models  <four  lessons> 

You are  to  create  three  ideas  using SketchUp  ð employing  the  following  basic  tools : 
line, shape,  push/pull,  offset .

Each  idea  is to  relate  to  the  following  spatial  experiences/activities : 

sleeping,  playing,  eating .

< three ideas ð three experiences >

Construct  each  SketchUp  model  to  fit within  a  maximum  1m x 1m x 1m block  
(you  are  not  creat ing  a  room,  rather  you  are  creating  an  object  or sculptural  form) .

Create  forms that  use elements  from  you  collage  and  forms that  relate  to experience .

Present your  three  ideas  as a series of printouts  that  show  your  idea  from  different  

viewpoints  (at  least  four  views  for  each)  that  can  be  glued  into  your  visual  diary .

Basic 
SketchUp 
tools: 
Å select 
Å line 
Å rectangle
Å circle

Å push/pull
Å move 
Å rotate 
Å offset 
Å orbit 
Å pan 
Å zoom 

How to ensure your dimensions (sizes) are correct:

window > model info > units 
(format to decimal ς metres); precision to 0.0m; un-ǘƛŎƪ ΨŜƴŀōƭŜ ƭŜƴƎǘƘ ǎƴŀǇǇƛƴƎΩΣ ǘƘŜƴ ŎƭƻǎŜ ƳŜƴǳ 

FREE VERSION OF SKETCHUP: SketchUp for Schools Link: 
https://www.sketchup.com/products/sketchup -for-schools

https://www.sketchup.com/products/sketchup-for-schools
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Eat PlaySleep
Student work ς L. Tongue (Y10)



activity  three :

ò3 tables  for 

3 chairsó 
<three  lessons> 

You are  to  create  three  design  

ideas  for accompanying  tables  
for three  selected  chair  designs  

1. Describe  what  each  of  the  
three  chosen  chairs  mean  to  
you  ( a  sentence  is fine)

2. Gather  images  or ideas  that  
reflect  the  chair  themes

3. Create  some  quick  sketches  
showing  some  potential  draft  
design  ideas

4. Once  you  have  settled  on  
your  three  designs  ð draw  
these  up  using 3D sketching  

techniques  (either  isometric  
or oblique)  showing  the  
chosen  chair  and  your  own  
table  design  alongside  each  
other

These could  be dining  tables,  side tables  or  simple  desks depending  on  the  chair  idea  you  
have chosen as inspiration

Book: Almost 100 chairs for 100 People ï Isabella Gaetani & Juliet Gwyn Palmer



activity  four : òclosed to  openó paper  sculptures  
<four  lessons> 

O P E NSEMI- OPENCLOSED

three  condit ions  of  enclosing  space :  


