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DESIGN

GRADE 9-11
TWO TO FOUR 75-MINUTE BLOCKS,
OR FOUR TO EIGHT 40-MINUTE CLASS PERIODS)
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What could be more exciting than creating your own dream bedroom with a lounge space designed
specifically for when your friends come over and hang out, watch TV, or play video games?
Throughout this project, students will gain the knowledge and skills necessary to create their own
dream bedroom in 3D using Twinmotion. This activity will challenge students in terms of their
perception of what 3D spaces look like in real life compared to what they see on a computer screen,
or on paper while sketching their ideas.
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LESSON INFORMATION
Lesson Title: Dream Bedroom Assignment				
Content/Grade: Design Grades 9–11				
Lesson Timeframe: Two to four 75-minute blocks, or four to eight 40-minute class periods

AUTHOR CONTACT
Author, Organization/Role: Alexi Balian | Author classroom website: http://abalian.com
Email: msantolupo@ldcsb.ca
Twitter: @a_balian
LinkedIn: Alexi Balian
YouTube: https://www.youtube.com/user/alexib67

LESSON OVERVIEW
What could be more exciting than creating your own dream bedroom with a lounge space designed
specifically for when your friends come over and hang out, watch TV, or play video games?
Throughout this project, students will gain the knowledge and skills necessary to create their own
dream bedroom in 3D using Twinmotion.
This lesson can be fully created within Twinmotion by adding simple 3D primitives from the existing
material library—cubes, cylinders, spheres, or cones.
All 3D primitives can be modified by rescaling each object to proportions that represent a wall, a floor,
or a ceiling. Objects from the furniture library will also facilitate the process of creating and reviewing
proportions that represent human proportions.
This activity will challenge students in terms of their perception of what 3D spaces look like in real life
compared to what they will see on a computer screen, or on paper while sketching ideas.
The challenge will begin with students transforming their ideas into a 3D space. They will explore the
relative scale of 3D spaces in relation to everyday objects, and get to grips with materials, surfaces,
textures, and furniture.. The student will incorporate a number of design principles, including balance,
contrast, emphasis, movement, pattern, rhythm, and unity/variety.
The Dream Bedroom project also opens doors to several career pathways such as architecture,
interior design, and game environment design, as well as fields within the engineering profession.
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DESCRIPTION OF CLASS/LEARNING ENVIRONMENT
A learning environment that is open and accessible to all students, where there are opportunities for
sketching, generating ideas, collaboration, and online research, and an opportunity to work on
computers with design-based applications.
The space can be adapted to form clusters so that students can brainstorm in small groups, ask
questions, problem solve, collaborate, and generate solutions.
Design applications including Twinmotion and 3D modelling software (such as ARCHICAD,
Autodesk Maya, Autodesk 3ds Max, SketchUp, Cinema 4D, or Blender) are required.

DESIRED RESULTS
ESSENTIAL QUESTIONS/BIG IDEAS
•
•

What will students understand as a result of this lesson?
What are the big ideas that will last with the students beyond the classroom?

Upon completion of this project, students will have implemented the design process to create a
unique and personal 3D creation of their own proposed dream bedroom.
Students will incorporate research and analyses, concept development, prototyping virtual spaces, and
building 3D representations of spaces, while incorporating creativity and visualization techniques that
will be transferable to their future learning; they will discover new career pathways into such fields as
(but not limited to) architecture, interior design, game design, animation, medical profession,
coding, and the arts.
Students will gain an appreciation and understanding that creativity is not achieved by simply flipping
a switch. It involves practice that follows many procedural methodologies to ultimately yield creative
results. Students will utilize industry-standard products and techniques to better understand what is
involved in the graphic design and visualization industries as they create designs from their
own imaginations.
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LEARNING OUTCOMES/OBJECTIVES
The student will be able to:
•
•
•
•
•
•
•
•
•
•
•

Describe the design process and identify ways in which technological design can address an 		
environmental need or challenge.
Identify and describe the steps in the design process.
Describe the relationship between various steps of the design process.
Describe and apply strategies, techniques, and tools for researching, planning, and organizing 		
projects to meet a specific environmental or design need.
Demonstrate an understanding of drafting standards, conventions, and guidelines for 			
representing design ideas graphically.
Demonstrate an understanding of three-dimensional spaces.
Demonstrate an awareness toward environmental spaces with a positive footprint.
Demonstrate an understanding for creating community spaces.
Demonstrate the ability to create three-dimensional constructs.
Recognize the skills implemented within this project, and connect directly to post-secondary 		
destinations and certain career pathways within an industry.
Demonstrate the tools within Twinmotion to produce three-dimensional space.

STANDARDS MAPPING
ISTE STANDARDS
3

Knowledge Constructor

3a

Students plan and employ effective research strategies to locate information and other
resources for their intellectual or creative pursuits.

4

Innovative Designer

4c

Students develop, test and refine prototypes as part of a cyclical design process.

4d

Students exhibit a tolerance for ambiguity, perseverance and the capacity to work with 			
open-ended problems.

6

Creative Communicator

6c

Students communicate complex ideas clearly and effectively by creating or using a variety of 		
digital objects such as visualizations, models or simulations.
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THE ONTARIO CURRICULUM, GRADES 11 AND 12: TECHNOLOGICAL EDUCATION, 2000.
TECHNOLOGICAL DESIGN
A

TECHNOLOGICAL DESIGN FUNDAMENTALS

A1

Describe the design process, and identify ways in which technological design can address an 		
environmental need or challenge.

A1.3

Identify and describe the steps in the design process

A1.4

Describe the relationship between various steps of the design process

A2

Describe and apply strategies, techniques, and tools for researching, planning, and organizing 		
projects to meet a specific environmental or other need

A3

Demonstrate an understanding of drafting standards, drawing types, conventions,
and guidelines used when representing design ideas graphically.

A3.1

Compare different methods for representing design ideas graphically (e.g., mind maps,
sketches, computer-aided drawings)

A3.2

Identify and describe various types of technical drawings (e.g., 2D and 3D drawings, floor
plans, elevations, sections, detail and rendered drawings) and the drafting standards and 		
conventions used in them (e.g., symbols, abbreviations, line types).

A4

Making and Testing Models and Prototypes

A4.1

Compare various kinds of models and prototypes, taking into account the tools and materials 		
required to produce them, as well as the amount of energy used, and the wastes produced.

A4.2

Identify criteria for assessing designs

A5

Reporting and Presenting

A5.1

Demonstrate an understanding of technical and environmental terminology used in the 		
design process

A5.2

Describe how various report formats can be used to record design ideas and document the 		
progress of a design projects
Choose the most effective method to communicate progress and results for a given project 		
from a variety of presentation tools and strategies

A5.3
B

TECHNOLOGICAL DESIGN SKILLS

B1

Use appropriate tools and strategies to research, plan, and organize design projects that have 		
environmentally sound designs and production processes.
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B2

Apply appropriate methods for generating and graphically representing design ideas
and solutions

B3

Construct models and prototypes using a variety of techniques, tools, and materials, 		
and assess these models and prototypes in terms of the design criteria.

THE ONTARIO CURRICULUM, GRADES 11 AND 12: THE ARTS, 2010. THE ARTS
A

CREATING AND PRESENTING

A1

The Creative Process: apply the creative process to create media art works, individually
and/or collaboratively.

A1.2

Develop plans, individually and/or collaboratively, that address a variety of creative challenges,
and revise their plans on the basis of peer- and self-assessment.

A1.5

Use a variety of tracking tools to document their use of the creative process, and use this
record as a basis for reflection on the effectiveness of their procedures

A2

The Principles of Media Arts: design and produce media art works, applying principles of media
arts and using various elements from contributing arts (dance, drama, music, visual arts).

A3

Using Technologies, Tools, and Techniques: apply traditional and emerging technologies, tools,
and techniques to produce and present media art works for a variety of audiences and purposes.

A3.1

Explore a variety of traditional and emerging technologies, tools, and techniques, and use
them to produce effective media art works.

B

REFLECTING, RESPONDING, AND ANALYSING

B1

The Critical Analysis Process: demonstrate an understanding of the critical analysis process
by examining, interpreting, assessing, and reflecting on media art works

B1.2

Identify and describe, on the basis of exploration, the aesthetic and technical features of a
contemporary media artwork, and describe how the artist has combined these features to
create a unified work and revise their plans on the basis of peer- and self-assessment.

B3

CONNECTIONS BEYOND THE CLASSROOM

B3.1

Identify and describe, on the basis of research, areas for continued study in media arts and
related fields, and describe their requirements.

B3.2

Identify skills associated with media arts, and explain how these skills can be applied in a
range of careers related to media arts
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LESSON PLAN
PROJECT DESIGN BRIEF
In this assignment, students will have an opportunity to create dream bedrooms that meets their own
personal interests. Several hours in a day, people spend time at home for various reasons—for shelter,
to sleep, to gather, and to interact with family and friends.
What would an environmentally designed breathing wall, with or without water features within an interior space, look like?
What if the dream bedroom was in the distant future, and students used design theories from science
fiction to create their spaces?
Is the dream bedroom in a battleship, or on Mars?
Everyone has a direct, first-hand experience as to what a bedroom is used for. For the purposes of this
assignment, the imagination of the space will be the starting point of an adventure into learning and
applying creative processes to reach certain goals.

TASK/PROGRAMMATIC REQUIREMENTS
Students are asked to create a space that accompanies their own bedroom. In this case, students will
be given the master bedroom with an adjoining space they can design for the purpose of entertainment; a place of solace; a place to gather with family or friends; or to place to create art, to dance, or
meditate—a place of their personal choosing.
Research & analysis is the starting point to any creative assignment, including sketching ideas on
paper, from simple programmatic relationships of spaces, to adding furniture in a top-down view, to
sketching spaces in isometric or perspective.
NOTE: The creative process is an ongoing iteration of idea development leading to solutions; designing
the solution, the building stage, peer feedback leading to continued iteration on the design, and finally the presentation of the completed work. Teachers can devise their own expectations, depending on
grade, creative and technical knowledge of their students.

ACTIVITY: EXPLORE EXISTING LIVING SPACES FOR IDEAS
Students should take some time to brainstorm their ideas for the ideal living space and research
existing spaces that might provide some ideas for their space.
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DESIGN ELEMENTS/PROGRAMMATIC REQUIREMENTS
Guide students through the process of considering their approach to design:
1.0: Imagine four squares of varying sizes: The largest may be the sleeping space or the adjoining
room/ lounge space. The smaller two spaces will have your bathroom facilities in one and your closet/
storage space in the other. For the purpose of this assignment, the student will need to resolve what
the two larger spaces look like in terms of proportion, scale, placed materials, lighting and furniture
that supports their theme.
2.0: Suggested programmatic items to support the theme: The unit must have a floor, a ceiling, at least
two windows, and a door to access the unit from the rest of the residence.
3.0: The interior space must incorporate real world textures from Twinmotion to represent wall finishes,
glass material, ceiling material, floor material, and furniture that supports the theme of the space.
4.0: Volumetric suggestions: The space can be simple, like a condo unit, or it can mimic a loft/warehouse unit—possibly on multi-levels—or an open concept plan. “Form follows function”, or “function
follows form”, or a combination of both principles may also be incorporated.
5.0: Supporting furniture elements: Twinmotion has an extensive library of furniture that the student
can incorporate into the space: beds, side tables, carpets, light fixtures, seating options, bookshelves,
and desks; technology such as computers, TV screens, or a gaming console; and with art or graffiti for
the walls.

ACTIVITY: DESIGN YOUR DREAM SPACE
Students should create a sketch of their dream bedroom/living space. This can be sketched by hand
using paper and pencil, or drafted with a graphics software tool.

TECHNOLOGY
Explore the Twinmotion Software: 2–3 hours
NOTE: Teachers and students are advised to watch the Twinmotion - Getting started video and check
out the Twinmotion support site.
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Key technical skills necessary to complete the assignment:
•
•
•
•
•
•
•
•
•
•
•

Navigating the Twinmotion user interface
How to pan and rotate in 3D space
How to move, rotate, scale and duplicate Objects
How to select Objects and apply Materials
How to manipulate primitive objects
How to change the color of a Material
How to apply textures to Objects
How to import Objects from SketchUp Warehouse
How to name and hide Objects within a scene
How to create images from your scene
How to render and export an animation

Create Your Dream Bedroom/Living Space in Twinmotion: 2–3 hours
Students should be given 2–3 hours of class time to create the space using Twinmotion.

PROJECT DELIVERABLES
Deliverables
•
•
•
•
•

A completed dream bedroom construct Twinmotion file
A short animated walkthrough showing the key features of the unit
Three images rendered to show the key features of the proposed space
An original 2D sketch showing the planned layout
A one-page document listing the key features of the proposed space

NOTE: Students may combine these items in a slide presentation.

INTERDISCIPLINARY AND 21ST CENTURY CONNECTIONS
Art, technology education, and math departments can all work together to deliver the content of
this activity.
The following 21st century skills can be incorporated for this lesson.
1.
2.
3.
4.
5.
6.
7.

Critical thinking
Creativity
Collaboration
Communication
Information literacy
Media literacy
Technology literacy
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8.
9.
10.
11.
12.

Flexibility
Leadership
Initiative
Productivity
Social skills

MODIFICATIONS AND ACCOMMODATIONS
Pre-recorded lessons can be given out to be viewed numerous times prior to commencing the activity.
Additional time will be provided if needed to complete the assignment.
Pairing and/or grouping students may be suggested to complete the activity.
Creating or providing a quiet space with few or no distractions as appropriate.
Providing headphones for listening to pre-recorded lessons if needed.
Extra support for students as required by IEP.

ASSESSMENT
RUBRIC

Dream Bedroom Rubric | Mr. A. Balian
Task: Design a master bedroom unit that has four distinct programmatic areas: a sleeping space, washroom facility, lounge space and walk-in closet storage space.
By meeting all
expectations of first
column students will
receive full marks
for that category.

DEVELOPING

COMPETENT

PROFICIENT

DISTINGUISHED

Programmatic requirements created on paper or digitally drawn
The required four
spaces (bedroom,
lounge, storage and
bathroom)
are created.
Emphasis is placed
on overall room
proportions for
each function.
“Flow” is incorporated in placing
rooms according to
the function of the
spaces.

The four spaces are
created with limited
programmatic
consideration.
All four areas are
designed to be
equal in size and
proportion.

The four spaces are
created with
minimal programmatic consideration.
Two of the four
spaces demonstrate
proportion to the
function of the
space.
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The four spaces are
created with
attention to overall
proportion in
relation to function
of space.
Rooms require
further refinement
to incorporate flow
from one space to
another.

The four spaces are
created with extensive programmatic
consideration.
Overall space
allocated for each
room is proportional, giving the user
ample space to get
around.
Flow from one
space to another
is not hindered by
unnecessary walls
or objects.
12

By meeting all
expectations of first
column students will
receive full marks
for that category.

DEVELOPING

COMPETENT

PROFICIENT

DISTINGUISHED

2D plan evolved to 3-dimensional space

Student transforms
the programmatic requirements
into 3-dimensional
space.

Application of
textures is not fully
realized; there are
areas within the two
main spaces with no
material or
color applied.

Only one room
within the themed
space has textures
applied that are
proportional to
the space.

The two main
thematic spaces
have walls,a floor
and a ceiling with
applied textures.
A number of
textures require
further refinement
in scale to enhance
the overall
application of
the space.

Only one room
within the themed
space has textures
applied that are
proportional to the
space.

The two main
thematic spaces
have walls,a floor
and a ceiling with
applied textures.
A number of
textures require
further refinement
in scale to enhance
the overall
application of
the space.

The two main
thematic spaces
have a harmonious
application of
textures specifically
to showcase walls,
the floor and the
ceiling within the
themed space.
The applied textures
clearly represent
the intention of the
student.

Application of textures

Textures are applied
proportionally to
represent walls,
floors, and ceiling,
and to objects that
have glass.

Application of
textures is not fully
realized; there are
areas within the two
main spaces with
no material or color
applied.
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thematic spaces
have a harmonious
application of
textures specifically
to showcase walls,
the floor and the
ceiling within the
themed space.
The applied textures
clearly represent the
intention of
the student.
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By meeting all
expectations of first
column students will
receive full marks
for that category.

DEVELOPING

COMPETENT

PROFICIENT

DISTINGUISHED

The two main
interior spaces have
furniture, electronics, and artwork
applied within the
spaces. The theme
requires further
refinement to be
fully realized.

The two main
interior spaces have
furniture, electronics, and artwork
applied with
great clarity.
Themed spaces
seem fully realized.
The vision of the
students is
apparent; great use
of resources.

Rendered images
showcase rules of
composition,but
further attention is
Rendered images
required to improve
have limited use of
the application of
the rule of thirds.
foreground, middle
Images show limited ground and backapplication of rules ground.
of composition.
The application of
rule of thirds
requires further
refinement to
improve the shot.

Rendered images
showcase rules of
composition.
The application of
foreground, middle
ground and background are applied.
Rule of third is
applied in the
composition and
framing of shots.

Applied furniture to support theme

The two main
interior spaces have
furniture, electronics, and artwork to
further support the
chosen theme.

The two main
interior spaces have
a limited application
of furniture,
electronics, and
artwork that support
the chosen theme.

One main interior
space has an
application of
furniture that
supports the
chosen theme of
the space.

Rendered images showcase rules of composition

Rendered images
showcase rules of
composition.
Foreground, middle
ground and background are applied.
Rule of thirds is
applied in the
composition and
framing of shots.

Rendered images
showcase limited
clarity of art direction (staging).
Framing and composition need to be
considered further
to improve the shot.

Feedback
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