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Aims
To advance understanding of contemporary specialist design techniques and employ these through
original design outcomes with a disciplinary focus.

Learning Outcomes
At the successful completion of this course, students will be able to:
1.

Demonstrate advanced and specialized techniques for original design delivery

2.

Employ appropriate technical and conceptual vocabularies, including critique and analysis,
through verbal presentation and resolved design outcomes

3.

Prepare, plan, deliver and evaluate communication design outcomes in a selected range of
media

•

Indicative Content

•

Acquisition and management of digital skills and hardware techniques for the development of
contemporary design outcomes in selected media

•

Identifying and implementing an original conceptually-driven design process

•

Professional verbal presentation techniques and practices

•

Managing design outcomes suitable for a variety of contexts

Assessment
Assessment Activity

Weighting

Learning Outcomes

Project 1 – Advanced design vocabulary–

50%

1,2,

Project 2 – Applied design outcome/s

50%

1,2,3

Resources
Recommended:
A variety of contemporary and relevant resources will be made available through course repositories.
These will be regularly reviewed to reflect changing industry expectations and practices

http://creativecommons.org/licenses/by/3.0/nz/
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Overview
In Advanced Design Techniques 1 you will deepen your skills in a pathway that you
have identified. This course booklet contains assessment information and briefs for
each pathway, followed by the timetable and marksheet used across all pathways.
All ADT1 pathways also share a Moodle page with a general overview page, and a tab
for each pathway. All additional course materials, resources, schedules and details
particular to each pathway will be uploaded to pathway Moodle tabs, and made
available in class.

Advance Design Techniques 1:
Typography
Brief
In Advanced Design Techniques 1: Typography, you will learn to draw legible and
experimental typographic forms using both manual and digital techniques, and explore
multiple tactics for the display and communication of your final typographic forms. You
will research type anatomy, economies, and specimens, and contribute to a number of
formative critiques of both your work and the work of others. Drawing from your
research, experimentation, and critiques, you will then use appropriate digital programs
and techniques to draw and publish an original group of typographic characters. This
final typographic work must then be prepared for laser cutting into vinyl, and exhibited
as a wall graphic in a public space. Finally, this same work will be supplied for printing
as an original type specimen page in a class publication, which will act as an exhibition
catalogue.
Modules
1. Drawing & Experimentation
We will look at different techniques for drawing typographic forms, using
explorative exercises to push the boundaries of representation.
2. Research and Histories
A number of designer models will be given in class, alongside case-studies of
different typographic projects. These will act as a primer for your own research.
3. Digital Drawing Techniques
In class exercises and tutorials on relevant software and tools.
4. Presentation
In class formative critiques are designed to develop your ability to talk about your
work in progress, and provide meaningful feedback to others. We will also be
discussing tactics for the final presentation of your work.
Assessments
Project 1 – Advance Design Vocabulary: Workbook 50%
Project 2 – Advanced Design Outcome: An original group of between 10 – 30
typographic forms displayed in a public space, and reproduced in a printed exhibition
catalogue 50%
Both assessments are due at the end of the final class – In class Thursday April 4, 4pm.

Advanced Design Techniques 1:
Photography
Brief
In Advanced Design Techniques 1: Photography, you will use a digital SLR camera to
explore photography conventions in a contemporary context. You will investigate what is
a photograph, by applying theories that question photography’s claim to “truth” and its
role as a tool of representation. You will be introduced to photographic techniques in
camera, lighting and image software workshops and experiment with image and light
manipulations both in front of the camera and in post-production. Drawing from research,
experimentation and formative critiques, you will create a final photographic outcome that
will be presented as part of a group exhibition.
Modules
1. Camera and lighting workshops
We will explore the manual settings on a camera and use these to record both
natural and artificial light. You will be introduced to controlling, manipulating and
capturing light in the lighting studio.
2. Historical conventions and photographic theories
You will be introduced to photographic theories that question the nature of the
photograph and explore their application in a contemporary context
3. File management and post-production
You will use editing programs such as Photoshop to edit and manipulate your
images and create professional photographic outputs both for screen and print
4. Final outcome and exhibition
You will be introduced to professional presentation methods to present your final
outcome as part of an exhibition
Assessments
Project 1 – Advance Design Vocabulary: Workbook 50%
Project 2 – Advanced Design Outcome: One final photographic outcome 50%
Both assessments are due at the end of the final class – In class Thursday April 4, 4pm.

Advance Design Techniques 1:
3D Modelling
Brief
This course introduces you to the advanced workflows and specialized techniques
required to produce artwork for modern real time 3D applications. Along with learning to
model shapes and objects in three dimensions, you will become proficient in the
process of creating richly detailed and lifelike surfaces for your objects. Understanding
these techniques allows you to create objects that are either photo-realistic or highly
stylised. We will focus mainly on modelling objects that have hard surfaces such as
wood, plastic or metal, rather than sculpting organics or soft surface objects. We learn
hard surface modelling first because it introduces us to the workflows and vocabulary of
3D art creation. From there you can move on to soft surface modelling. Your outcome
will be a workbook and a 3D diorama. A diorama is a small scene that has a narrative
component. Your scene will have a number of objects, and together they will tell a story.
Modules
1. Visual storytelling
We will look at how artists and designers use 3D modelling to support narrative
world building.
2. Low poly modelling
We will compare and contrast 3D modelling for games against modelling for TV
and film. You will learn to create low poly models and prepare them for material
creation.
3. PBR material creation
You will learn to use a modern application to design realistic surfaces for your
objects using Physically Based Rendering.
4. Presentation
You will deliver a short presentation of your diorama concept to the class before
you begin the final production process.
Assessments
Project 1 – Advance Design Vocabulary: Workbook 50%
Project 2 – Advanced Design Outcome: An original 3D diorama that has a minimum of
three low poly models with PBR materials. It will have a narrative component and will
have appropriate lighting 50%
Both assessments are due at the end of the final class – In class Thursday April 4, 4pm.

Advance Design Techniques 1:
Web design
Brief
In Advanced Design Techniques 1: Web design, you will learn to analyse your web
design problem, using research, case studies, and exemplars. You will devise strategies
for presenting web-based content, employing a range of conceptual vocabularies
including analysis, critique, investigation, reflection and improvement. In the next stage
you will begin by prototyping web page design and content strategy, using prototyping
tools. Following from this, you will build your web pages using user-centred design,
employing appropriate tools and methods, responsive screen design, and accessibility.
During the course, your research and prototyping will contribute toward a number of
formative critiques of both your work and the work of others. Your website will be
presented, and you will use feedback from the presentation to further refine and
improve the design.
Modules
1. Research & planning
You will begin by defining the problem, analysing content and users of content,
and devise a content strategy
2. Design & prototyping
You will create prototypes and then build website pages, using web standards,
and user centric design
3. Build & delivery
You will build your website using appropriate tools and methods, including
accessibility, WAI ARIA, dynamic content, user interface components, SEO,
page load speed, and semantic coding
4. Presentation & evaluation
In-class formative critiques are designed to develop your ability to talk about your
work in progress, and provide meaningful feedback to others. You will use
feedback from user testing to include improvements to your final website design.
Assessments
Project 1 – Advance Design Vocabulary: Workbook 50%
Project 2 – Advanced Design Outcome: Website, design outcome, & presentation 50%
Both assessments are due at the end of the final class – In class Thursday April 4, 4pm.

Marksheet

Otago Polytechnic - Communication Design
Advanced Design Techniques 1
Advanced Design Vocabulary

Learning Outcome 1 & 2

Applied Design Outcome

Learning Outcome 1, 2 & 3

0 - 24

Does not demonstrate advanced
techniques. No comprehension
of technical and conceptual
vocabularies. No critique or
analysis.

0 - 24

Outcome does not demonstrate
any advanced or specialised
techniques. No evidence of
planning or preparation or no
delivery of required outcomes.

25 - 32

Some evidence of advanced
techniques. Basic technical and
conceptual vocabularies are
used. Some critique and
analysis.

25 - 32
Outcome shows some
knowledge of specialised
techniques. Technical and
conceptual vocabularies are
visible. Some evidence of
planning and preparation in
delivered outcomes.

33 - 40
Competent use of advanced
techniques. Technical and
conceptual vocabularies are
understood and used to improve
outcomes. Effective critique and
analysis.
33 - 40
Outcome demonstrates
competent use of technical and
conceptual vocabularies, as well
as specialised techniques.
Strong planning and preparation
improves outcomes.

41 - 50
Comprehensive use of
advanced techniques. Technical
and conceptual vocabularies are
employed in meaningful
outcomes. Excellent critique and
analysis.

0

/50%

0

/50%

0

TOTAL /100%

E

GRADE

41 - 50
Excellent use of technical and
conceptual vocabularies
resulting in highly refined
outcomes. Exceptional planning
and preparation as well as
thorough critique and analysis.

Resubmissions and Late Submissions
If the total mark for a course is very close to a passing grade, a lecturer may decide to
allow a student to resubmit work for the assessment to achieve a maximum final mark
of 50%/ C- grade. Resubmissions are only granted in exceptional circumstances, are at
the discretion of the lecturer and require the approval of the Academic Leader or Head
of School.
Late Submission of Assessments
If you submit work late without an extension and no valid reason, staff may take the
following actions:
• If the work receives a pass grade the following penalties may apply:
• Up to 5 days late – 5% deduction of total mark per day
• More than 5 days late – student work will not be marked.
• If the work does not receive a pass grade but is deemed to be near a passing
grade, a lecturer may allow a re-submission of elements of the assessment.

3DS Max keyboard shortcuts
Viewport navigation and more

Switch between a single viewport or all 4
viewports

Pan the scene in the viewport

Rotate or orbit the scene or an object. Works
best if you select an object first.

Alt - W

Hold middle mouse button down and drag

Hold Alt key then hold middle mouse
button and drag

Zoom in and out on the scene. NOTE: The
scene will zoom into where you have your
mouse pointer placed.

1. Scroll with middle mouse wheel
2. Hold Ctrl & Alt then hold middle mouse
button and drag

Zoom immediately to object or scene.

Select an object and press Z to zoom to
that object. If no object is selected Z will
zoom out to the whole scene.
PRO TIP: This is great if you get lost and
can’t see your scene or object in the
viewport.

Toggle edges on or off of objects NOTE: We
always work with edges on but toggle them
off to view object better sometimes

F4

Toggle wireframe mode

F3

Switch viewports

F – Front
L – Left
T – Top
P – Perspective
U – Orthographic

Tools

Select Object. NOTE: This tool can only
select an object. This is good to use if you
don’t want to accidentally move something
when selecting

Q

Select and Move

W

Select and Rotate

E

Select and Uniform Scale

R

Misc

Fine spinner control

Snaps

Make object transparent, good when using a
reference image

Hold Alt while dragging a spinner

S

Select object and press Alt – X

Unwrapping Guide
In general, it is better to unwrap each object individually first rather than trying to unwrap the
whole scene at once.
Simple one colour, one mesh object
1. Collapse all modifiers on any meshes by right clicking the top modifier and choosing
Collapse All. Also, make sure the mesh is an Editable Poly. If it’s not, right click the object
and choose Convert to Editable Poly.
2. For a simple object with only one mesh, select the object and isolate it (Alt Q). ALWAYS
make sure none of these buttons are on before applying the modifier.

Apply the Unwrap UVW modifier from the modifier list then open the UV Editor by clicking
the button in Edit UVs section of the modifier panel.

It is worth arranging the workspace so you can see the modifier panel, the UV Editor and the
object behind at the same time. You can still look around the object normally with the UV
Editor open and you will need to frequently to make selections of faces on the object.

3. By default, the selection mode is set to Polygon. The buttons in the Modifier panel do the
same thing as the buttons in the UV Editor.

This is good because we want to select all the Polygons on the object. Do this by pressing
Ctrl A.
Now in the UV Editor go to Mapping > Flatten Mapping. Click Ok in the next dialogue box

The result is that all the polygons of the object are laid out flat in the texture space. In this
example the object is a plate and Flatten Mapping has done a pretty good job. Also the plate
will have a single colour surface so I don’t need to separate out polygons which will be
different colours.

4. SO if I am happy with the unwrap I just need to move these UVs away from the central
texture space. In the image above I have selected all the UVs and dragged them down just
below the space.
We will try to place the UVs for each object in a different location around the texture space
so that when we finally add them all together they aren’t all sitting on top of each other. You
won’t see UVs for other objects initially so don’t worry too much about the fact that you can’t
be precise, just place them somewhere.
5. Now close the UV Editor and collapse the Unwrap UVW modifier by right clicking it and
choosing Collapse To. Now Right Click anywhere in the viewport and choose End Isolate.

Simple one mesh object but multiple colours
1. Select the object and isolate it (Alt Q)
2. This example is a candle stick holder and candle and the whole thing is a single mesh. I
want to colour the object correctly though so we need to do a little more work unwrapping it.
Basically we need to separate the UVS into colour groups to make it easy in Photoshop.

3. Start the same way though by applying the Unwrap modifier, open the UV Editor, Ctrl A to
select all polygons, then go to Mapping > Flatten Mapping. You can start this way for any
object. It just brings all the UVs into the texture space so we can see everything.
Click the button at the top of the UV Editor window shown below to turn of the checker
pattern in the texture space (personal preference, makes it easier to see)

4. Now I want to select all the faces that make up the white candle part. In the viewport im
selecting all the faces of the candle. As I do this we can see the UVs being selected in the
UV Editor. You can use whatever selection technique makes sense for your object. Once
you have all the faces selected, zoom out in the UV Editor a bit and drag the UVs off to the
side.

5. Now I’ll select the wick in the viewport and also move the UVs off to a separate place.

6. All the UVs remaining will be the red ceramic parts. Drag a box around these in the UV
Editor to select and also move them off to a new place.
7. Now we can pack these groups closely together in preparation for texturing in Photoshop.
Drag a box around the wick UVs in the UV Editor.
Scroll down the controls in the UV Editor to find the Arrange Elements section. Uncheck
Rescale then click the Pack together button. This will group the UVs tightly together in the
texture space. Again move them off outside the space. Repeat this for the other two groups
then position them somewhere outside the texture space where you think they aren’t
overlapping other objects you have unwrapped.

8. Close the UV Editor, collapse the modifier, and end isolation.

Object with multiple meshes and colours
1. In the chair example we want to attach the pieces of the chair together.
Click one part of the chair then click the Attach button in the Edit Geometry section of the
modifier panel. Now click the each part of the chair to attach them.

2. Apply the Unwrap UVW modifier and flatten mapping as before.
3. Now it is easy to select each mesh so that you can separate the groups of UVs. Click the Select by
Element button in the modifier panel.

4. Now click on a mesh in the viewport to see the UVs highlihted in the UV Editor. Drag them off to
separate them. You can further separate things by color using the method in the candle stick
example.
5. Again follow the method of packing the UVs into tight groups and placing them somewhere in the
space around the square.

How to render your UV template and set up Photoshop for material creation
1. Once you have your UV layout finished, in the UV Editor window go to Tools > Render
UVW template. In the Width and Height type 4096. This will give you a large texture with
room for plenty of detail. Finally click the Render UV Template buton at the bottom of the
dialogue. NOTE: You can also close down all the UV windows, collapse the modifier and
export the model as well at this point by going to File > Export Selected.

2. The next window will display the UV template. It may look incorrect but don’t worry, it will
be fine. Click the small disk icon in the top left to save the template.

3. In the next window, give your template a name and choose PNG as the file type. Take
note of the Save in location as well. If you have associated the project with a folder it will be
in myfolder\sceneassets\images. Click save when ready and click OK in the PNG options
window that pops up.

3. Now open Photoshop. Go to file > Open and browse for the template PNG file. Name the
template layer UV Template. Add a second layer and drag it to the bottom of the layer stack.
Fill this layer with black using the paint bucket tool. You will now be able to see the green
lines of the template layer against the black background.

Now you are ready to create layers for your base colour pass. Use the Polygon lasso tool to
block out areas of colour and fill them with the paintbucket tool.

