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Study Materials  

Program Learning 

Outcome (PLO) 
P.4 methodology design in a way deep ; 

P.5 concepts , principles , methods , and techniques application color , 

composition ( nirmana ), design process , photography , and computers 

graphics ; 

P.6 methods and techniques drawing and graphics ( technique printing ); 

P.8 draft general , principles , and techniques communication effective ; 

KK.

2 

capable do research and exploration of ideas for set aim , goal 

communication , and prototyping solution design possible visual 

communication overcome problem identity , communication mass , and 

competition with consider aspect ethics , history , culture , consequences 

social , conservation environment , and applicable regulations ; 

COURSE LEARNING 

OUTCOME (CLO) 
M1 Student capable  think creatively, think imaginatively and be able 

communicate what has _ generated 

M2  Student capable own skills in developing ideas through a creative but 

structured and measurable mindset to solve design problems, through the 

method of generating ideas: brainstorming 

M3 Student capable solve design problems through creative, out-of-the-box 

approaches 

 

Week 

Lesson 

Learning 

Outcome 

(LLO) 

Comprehensiv

e Coverage of 

Learning 

Materials 

Learning 

Methods 
Estimate 

Time 

Student 

Learning 

Experience 

Criteria and 

Indicator 

Evaluation 

Weight 

[%] 

1-5 

Students 

understand 

the creative 

thinking 

process in 

design 

Object 

Thinking: 

Why, mind 

mapping, 

identifying 

problems 

Face to face TM =480 

● Studyi

ng 
● Discu

ssion 
● Assig

nment 

Students are able 

to explain more 

comprehensively 

about Object 

Thinking and its 

implementation 

Assignment : 

Challenge 

Assumption and 

creative project: 

do 10 things with 

plastic bottles 

20% 

   Assistance BT=1200    

   Self-Study BM = 720    

6-8 

Able to 

design a 

Disruptive 

and 

Detourneme

nt 

Disruptive 

and 

detournement

: 

Brainstormin

g, 

Biomimicry, 

Face to face TM = 288 

● Studyi

ng 
● Discu

ssion 
● Assig

nment 

Students are able 

to develop and 

demonstrate the 

concept of 

Disruptive and 

Detournement 

20% 



lateral 

thinking 

Assignment: 

create a 

Disruptive and 

detournement 

installation 

   Assistance BT =720    

   Self-Study BM = 432    

9 

Able to 

explain and 

apply the 

SCAMPER 

technique in 

designing 

SCAMPER 

Technique: 

Substitution 

Combination 

Adaptation 

Modification 

 

Face to face TM = 96 

● Studyi

ng 
● Discu

ssion 
● Assig

nment 

Students are able 

to explain 

scamper 

techniques as a 

way to find ideas 

in designing 

Assignment: 

Jack and Jill 

Problems 

- popular 

children's songs 

- nursery rhymes 

- regional 

children's songs 

A5/color format 

(Portfolio book) 

10% 

   Assignment BT =240    

   Self-Study BM = 144    

10 

Able to 

explain and 

apply the 

SCAMPER 

technique in 

designing 

SCAMPER 

Technique: 

Other uses 

Elimination 

reverse 

Face to face TM =96 

● Studyi

ng 
● Discu

ssion 
● Assig

nment 

Students are able 

to explain 

scamper 

techniques as a 

way to find ideas 

in designing 

Assignment: 

Sound problems 

10% 

   Assistance BT =240    

   Self-Study BM = 144    

11-12 

Able to 

solve design 

problems 

with 

alternative 

methods 

Alternative 

methods: 

Ethnophoto 

Face to face TM =192 

● Studyi

ng 
● Discu

ssion 
● Assig

nment 

Students are able 

to document 

places through 

still life photos 

that contain visual 

appeal, emotion, 

strong concepts 

and good photos 

Assignment:  

Ethnophoto to 

iconic places in 

Surabaya 

• Humans 

(Models)

, 

• Local 

Culture 
• Building

s, 

Landmar

ks 
(group assignment 

@ 5 people) 

20% 

   Assistance BT =480    

   Self-Study BM = 288    



13-16 

Able to 

implement a 

business 

model 

concept that 

suits current 

needs 

Creative 

Experience: 

Business 

model 

Face to face TM =384 

● Studyi

ng 
● Discu

ssion 
● Assig

nment 

Students can 

understand the 

process of 

creating a creative 

business 

Duties: create 

concepts and 

implement 

businesses that 

follow market 

trends 

Assignment: 

Implementation of 

business directly 

to the market 

20% 

   Assistance BT =960    

   Self-Study BM = 576    
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