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Syllabus  

VISUAL COMMUNICATION II: 
VISUALIZATION AND PERSPECTIVE DRAWING 

 

COURSE OBJECTIVE 
& CONTENT 
 
 

As the second course on visual communication, Visual Communication 2 
aims to continue equipping you with the skills and knowledge for 
externalizing, visualizing, representing and presenting your design ideas; 
skills and knowledge that would contribute to your generating and 
developing designs and communicating your design intent with others.  
With this objective, this course focuses on a wide range of issues including:  
- Means and methods for externalizing and visualizing thoughts, ideas, 

observations, and situations such as diagramming, sketching, 
mapping (such as cognitive, behavioral, spatial and etc.)  

- Generating illustrative compositions for expressing design intent 
such as mood-boards, story boards, scenario boards  

- Designing presentations posters   
- Rendering and toning technical and free hand drawings  
- Developing one point and two-point perspective views of a design  
- Determining and casting shadows in multiview and paraline drawings    

 
ANNOUNCEMENTS At each class, you will be informed about the studio and homework 

exercises, the materials and media to be used for these exercises, and 
requirements to be fulfilled before the upcoming class (such as material to 
read, tutorials to watch, and etc.) either verbally or via handouts to be 
distributed in the class at 13.30 sharp. 
 

ATTENDANCE  You have to be present at 11 of the classes (80%) in order to be granted a 
grade for the course.  

GRADING 
 

 

EVALUATION CONTRIBUTION 
Term Exercises 
Visual Communication & Perspective %60 

Final Project Presentation + 
Portfolio Design %30 

Perspective Exam %10 

 
Note that the attendance grade here will be identified based on the number 
of classes at which you have submitted the work you produced for the 
studio exercise at the end of the class.  
 

MATERIALS AND 
MEDIA 
 
 
 
 
STUDIO ETHICS 
 
 
 
 
 
 

All work is to be produced in accordance with the media, material and 
format requirements set forth by the instructors at the class or via the 
announcements made through emails sent to email groups, posts shared 
via Facebook or the course blog.  

Everyone in the studio is expected to be open-minded both in academic, as 
well as social terms. Students are promoted to inquire, search for more than 
that given by the tutors, and learn from the works and manners of their 
fellows. 
Everyone is expected to be respectful to the space that they occupy: leave 
their work environments as clean and ordered as they first came, and re-
cycle.  



 
COURSE 
LEARNING 
OUTCOMES 

 
Students who pass the course will be able to: 1) Learn perspective concept 
and types of perspective. 2) Communicate critical observation through 3D 
drawing. 3) Create and develop sufficient number of alternative design 
concepts in a given time period. 4) Produce quick solutions using free hand 
drawings and instrumental devices to visualize design concepts. 5) Learn 
and apply shading rules in perspective. 6) Use different styles of drawing. 7) 
Transform a concept, fiction or a data into a physical and perceptible 
illustration through different externalization and visualization techniques. 
8) Gain the ability to create thematic compositions and posters through 
basic principles and techniques of graphic design. 

 
 
WEEKLY SCHEDULE 
 
 
 

 
  

WEEK SUBJECT CONTENT KEYWORD LEARNING 
OUTCOMES 

1 
14.02.

20 

WORKSHOP 

Body-Space-Time 
Workshop  

The Workshop is 
based on exploring 
ways of mapping and 
materializing bodily 
movements.  

4, 6 

2  
21.02.

20 

COLLAGE/RE
NDER 

Collage techniques 
& Rendering -  
Textures/Materials.  

Composition of 
different 
representational 
materials. Ability of 
placing fundamental 
geometries and 
complex forms in 
construction boxes. 

3, 2, 4, 7 

3 
28.02.

20 

SECTION/REN
DER  Atmosphere in 

Section drawing & 
Rendering -  
Textures/Materials. 

Integrating 
atmospherical 
effects into section 
drawing. Material 
Rendering. 

2, 6 

4 
06.03.

20 

EXPLODED 
PERSPECTIVE/
RENDER  

Basics of exploded 
perspective & 
Rendering -  
Textures/Materials. 

Basics of exploded 
view. Texture 
rendering. 

2, 7 

5 
13.03.

20 

PERSPECTIVE 
Introduction to 
Perspective, 
Perspective Basics – 
One Point 
Perspective. 

The Paradigm shift 
between 2D and 3D. 
Understanding the 
perspective system. 
Improving 
perspective-drawing 
skills.  

1, 2 

6 
20.03.

20 

PERSPECTIVE Perspective Basics – 
Two Point 
Perspective. Ability 
to see objects as 3D 
dimensionally in 
Two-point 
perspective 

Representing the 
ideas in two-point 
perspective. Seeing 
the objects in 
different angles and 
heights in two-point 
perspective.  

1, 2 

7 
27.03.

20 

PERSPECTIVE Deepening in one or 
two point 
perspectives and 
mathematical 
calculation of 
shadows on the 
objects in 
perspectives.  

One and Two point 
perspective 
advanced vanishing 
point setups; shadow 
effects on 
perspectives; 
calculation of 
shadows on objects. 

1, 2 

03.04.
20 

 
BREAK 

  

8 
10.04.

20 

LIGHT-
SHADE-
SHADOW Introduction to 

Light Basics 

Understanding the 
nature, logic and the 
effects of light 
through different 
scenarios and 

1, 5 



atmospheres in 
various scales. 

9 
17.04.

20 

MOOD 
BOARD Mood Board  of the 

play- Mixed media 

Expressing the 
overall feel or flow of 
idea. 

3, 4, 7, 8 

10 
24.04.

20 

STORY 
BOARD 

Story board of the 
chosen part of the 
play. Visualizing the 
human figure and 
the modes of 
action. 

Generating sequence  
and narrative. 
Visualizing the work 
flow of human in 
action.  

3, 4, 7, 8 

11 
01.05.

20 

VACATION 
Vacation  Vacation 

 

12 
08.05.

20 

PERSPECTIVE 
EXAM Common 

Perspective 
Drawing Exam 

Using visual tools in 
an effective way on 
the final project 
presentation.  

1, 2, 5 

13 
15.05.

20 

DIGITAL 
JOURNAL Designing a Digital 

Journal by using 
visual 
communication 
techniques 

Deciding  on the 
concept. Designing 
the layout. Coding 
the content visually 
and bringing the 
content together 
based on the 
portfolio's concept. 

3, 4, 6, 7, 8 

14 
22.05.

20 

DIGITAL 
JOURNAL 

Designing a Digital 
Journal by using 
visual 
communication 
techniques 

Deciding on the 
concept. Designing 
the layout. Coding 
the content visually 
and bringing the 
content together 
based on the 
portfolio's concept. 

3, 4, 6, 7, 8 

 

 
 

 

READING LIST 1. Eissen, K., Steur, R. Sketching- Drawing Tehchniques for Product 
Designers, BIS Publishers, 2007. 

2. Eissen, K., Steur, R. Sketching- The Basics, BIS Publishers, 2011. 
3. Eissen, K., Steur, R. Sketching- Product Design Presentation, BIS 

Publishers, 2014. 
4. Parada, A., Product Sketches- From Rough to Refined, BIS Publishers, 

2013. 
5. Hlavacs, G., The Exceptionally Simple Theory of Sketching, BIS 

Publishers, 2014. 
6. Henry, K., Drawing for Product Designers, Laurence King, 2012. 
7. Pipes A., Drawing for Designers, Laurence King, 2007. 
8. Cullen C. D., Haller L., Design Secrets: Products 2, Rockport 

Publishers, 2006. 
9. Earle, J.H., Engineering Design Graphics, Addison-Wesley Publ., 1994. 
10. Bertoline, G.R., et.al. Technical Graphics Communication,McGraw-

Hill, 2003. 
11. Krisztian, G.,Schlempp-Ülker,N., Visualizing ideas: from  scribbles to 

storyboards, Thames & Hudson, London, 2006. 
 


