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Module Aims  

Explore a range of visual research methodologies. 
To consider the role of the designer in adaptive contexts. 
Developing research skills in relation to end users requirements. 
Exploring forms of research, through a variety of design disciplines. 
To navigate, retrieve, and manage information from a variety of sources 

 

Intended Learning Outcomes 

 
Key skills for employability 
 

KS1 Written, oral and media communication skills 
KS2 Leadership, team working and networking skills 
KS3 Opportunity, creativity and problem solving skills 
KS4 Information technology skills and digital literacy 
KS5 Information management skills 
KS6 Research skills 
KS7 Intercultural and sustainability skills 
KS8 Career management skills 
KS9 Learning to learn (managing personal and professional development, self- 
 management) 
KS10 Numeracy 

At the end of this module, students will be able to Key Skills 

1 Analyse and evaluate effective methods of communication 
in relation to client and target audience 

KS7,  KS2 

KS4, KS6 

KS9  

2 
Produce appropriate design work considering the possibility 
of narrative or non-narrative approaches in relation to client 
based projects and ethical practice as a designer. 

KS1 KS2 

KS3 KS8 

KS10  

3 Explore the broader directions in which their design practice 
can take them. 

KS3  

  

4 Apply key terms and theories that underpin design research KS6 KS9 

Transferable skills and other attributes 

Have the ability to collaborate and work as an individual or a team member, drawing 
inappropriate skills as required by the project. 
Expand their personal self development and knowledge base as appropriate to the 
individual projects provided to them. 
Explore a range of case studies and methodologies. 

 



 

Derogations  

N/A 
 

Assessment:  

Indicative Assessment Tasks:  

Abstaining from final product development, students will demonstrate the application of 
research methods and how they form the basis of effective visual communication and aid 
problem solving. 

Assessment 
number  

Learning 
Outcomes to 
be met 

Type of assessment Weighting 
(%) 

Duration  
(if exam) 

Word count 
(or equivalent if 
appropriate) 

1 1-4 Coursework 100   

 
Learning and Teaching Strategies: 

This module will be taught through a blended learning approach of studio tasks, 
accompanying workshops and e-learning strategies, employing flipped learning models 
throughout. Additional support will be provided through group and individual tutorials. 
Students will construct design proposals for appropriate end user groups based on research 
findings. 

 
Syllabus outline: 

Emphasis on learning will be placed on research and analysis from critical and contextual 
viewpoints. Developing students research methods to generate ideas and concepts for further 
visual development at Design Context 2 (Practice). 
 
The modules introduces key terms and theories that underpin design research; examining the 
importance of visual grammar and design literacy, audience, communication theory and 
semiotics. Investigating the role of the designer through visual tools of inquiry, feedback and 
evaluation.  
 
Actively engaging (where possible) with partnership and third-sector engagement, serving to 
expand students' awareness of contemporary contexts and issues. 
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