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Practical Examination 
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Performance Assessment Task


 
50 marks

INTERNAL ASSESSMENT

All year work and Portfolio/s







100 marks

DEFINITION AND PURPOSE OF DESIGN 

“Design is the underlying matrix of all life”. 

Papanek, V,  Design for the Real World

Design is a creative, problem-solving process involving problem identification, planning, research, innovation, conceptualising, prototyping, making and evaluating. 
Design trains learners to:

· combine skills with knowledge and understanding in order to design and make quality marketable products, 

· acquire and apply knowledge, skills and understanding through analysing and evaluating products and processes, 

· engage in focused tasks to develop and demonstrate appropriate use of materials, processes and techniques,

· engage in strategies for developing ideas, planning and producing products

· reflect critically on the role of aesthetic and cultural practices in design.

· recognise the economic, environmental, social, political, historical and cultural contexts inherent in design.

· develop an awareness of the opportunities and constraints inherent in the demands of users and producers, market forces, and the effect products can have on society and the environment.

· recognise the relationship between the evolution of products over time and developments in ideas, materials, manufacturing processes and technologies as well as social change.

"Design is the way in which we try to shape our environment, both in its whole and in its parts. Anybody setting out to design anything - an object, a room, a garden, a process or an event - will be trying to mould the materials, space, time and other resources which are available to meet a need which she or he has identified."

Garrard, R. (1991) Catalogue: Drumcroon Education Art Centre

B. EXPLANATION OF EXAMINATION REQUIREMENTS 
EXTERNAL ASSESSMENT







300 Marks

Paper 1
Theory Examination (Written)





150 Marks



LEARNING OUTCOMES 1- 3 

IMPORTANT:
The four practical disciplines as set out in the National Curriculum Statement, namely
· Visual Communication

· Surface Design 

· Product Design

· Environmental Design
will all require the same base knowledge of Design Theory.
There will be two sections in this paper. 
Section A 
Design Literacy







(50)

This section includes some short questions which may include multiple choice, sketches, visual analysis, visual literacy and short response questions. The teacher will be required to cover the basic underlying aspects of design literacy:
· terminology

· elements and principles of design 
· thinking, problem-solving, production and presentation

· the design process

Section B
Design in Context










Historical










(50)

This section will include short questions and essay questions that pertain to international and African/South African design. Questions will be broad-based and will allow students to use argument and discourse in their answers. Students will be asked to answer TWO questions of 25 marks each from a set of four questions. This will better allow students to select design movements and/or individual designers that suit their own study programmes. 

Contemporary










(50)

This section focuses on the application and practice of design vocabulary and/or case studies that explore the various contexts of design, including environmental, business, social, cultural and ethical issues.  The questions will be open-ended in nature and focus on application of the knowledge tested in Section A.  Learners will be asked to use the skills and knowledge of their own specialisation areas to substantiate their answers. Students will be asked to answer TWO questions of 25 marks each from a set of four questions. This will better allow students to select questions that suit their own study programmes. 

Paper 2 
Practical Examination






100 Marks



LEARNING OUTCOMES 1- 3

This practical examination is externally set, marked and moderated. A design scenario will be set which poses a problem/opportunity within a specific context and learners will be asked to present their design solutions to this situation using whichever discipline they have specialised in. The scenario will be holistic and will allow leeway for students and teachers to explore their options. Apart from the final product/s the work process must be recorded in a design workbook of A3 size. (This may take whatever practical form the student wishes)

The final product/s and workbook must provide evidence of dedicated involvement over the examination period. Quality and quantity of production will be taken into consideration. Evidence of the design process and exploration of processes and techniques, design development etc. where appropriate, must be included in some form in the workbook. Process and development can be recorded in the form of drawings, photographs, sketches, video and so on. This practical examination is intended to be completed in a similar fashion to the other practical tasks completed during the year. The process and the final product will be given approximately even weighting as follows:  

· the supporting evidence of the candidate’s involvement in the conceptualisation and development of their solution as evidenced in the workbook
 




(50 marks)

· the final product/s






 
(50 marks)

Due to the potentially wide diversity of design responses, the examiners will use their experience and discretion when allocating marks.

The examination paper will be received by schools towards the end of June, and candidates will have until the commencement of the final exams (beginning of October, when practical external assessment commences) to complete the examination.

Paper 3 
External Performance Assessment Task (PAT)



50 Marks



LEARNING OUTCOME 3

NOTE

It must be understood that all tasks undertaken during the year are part of the CASS and should be reflected in the portfolio/s. However, some confusion has arisen as far as the PAT tasks are concerned, with different interpretations of what they are and how many there should be in a given year. The IEB has taken a decision to have ONE PAT TASK (see below) during a given year. All other practical tasks will be known as integrated practical tasks of which there should be at least 4 in each year. An integrated practical task may take several forms: it may be a comprehensive task consisting of research, development, manufacture and presentation; or a research task; or a case study; or a practical task etc. 

The PAT task will be related to the integrated tasks done during the year in that it will be based on an aspect/s of the year work undertaken by the student. 

The Performance Assessment Task (PAT)

The Performance Assessment Task assesses the learner’s achievement though the Learning Outcomes and Assessment Standards for Design through an extended and integrated practical project. 

The project allows learners to demonstrate their practical, technical, theoretical and research skills in depth, their ability to solve problems, show evidence of innovative thinking, insight and personal commitment, in an authentic way, responding to a design brief in a specified design context. 

Framework for the Performance Assessment Task

The PAT will run from January to September. While most schools run on a four-term system, there are some schools that work on a three-term system, and it would therefore be more useful, in administering the PAT to plan in months rather than terms.

In Grades 10 and 11, the PAT will be internally set, assessed and moderated as part of the final end-of-year exhibition of the learners’ work. In Grade 12 the PAT will be externally set. The task should address all three Learning Outcomes and linked Assessment Standards in an integrated way. At the end of the project, the learners are required to submit a product or outcome, together with the supporting documentation contained in the Design Workbook/Source book, as part of the final end-of-year exhibition of the learners’ work. The Grade 12 PAT task will be assessed internally by the teacher and will be moderated by the cluster when the practical year work is assessed.  This process will be audited by the Practical Examiner when the final practical assessment task is examined to ensure quality standardisation.

The PAT is given to the learners in January and they have 8 months in which to investigate, explore and respond to the task.  
INTERNAL ASSESSMENT


 




100 marks

Continuous Assessment Tasks (CASS) and Portfolio

This component is made up of a minimum of seven individual sets of marks converted to 100 marks and is inclusive of the following:

· Tests - at least 2 – targeting sections of the final examination 

(converted to 20 marks)
· Mid-year examination 






(converted to 20 marks)

· Integrated practical tasks - this is the total body of year work, reflected both in the design workbook/s (portfolio) and final products. These tasks should incorporate a research component, a conceptualisation and organisational phase and final product/s that prove that the learner has internalised what has been researched and applied it from a given brief. 
(converted to 60 marks)
The CASS work must include evidence of the candidate’s acquiring and applying the knowledge and skills needed for the external examination including all Learning Outcomes in practical and theory components and should be reflected in the Portfolio. 

C. INTERPRETATION OF EXAMINATION REQUIREMENTS    

Teachers Guide to Understanding the Examination Content and Processes

Paper 1
SECTION A - DESIGN LITERACY

The overall aim of the design course is to produce design literate students. Design literacy involves an understanding of the broad practice of design, from an understanding of the elements of design, (line, tone, form, colour, texture, space etc), the organising principles of design (harmony, rhythm, proportion, emphasis, contrast, balance etc) and understanding the practical application of these concepts in various design forms. The vocabulary and terminology of design in its various forms is critical to the students understanding and practical application of ideas through the year.

The following brief points will provide some clarity on the holistic and complex nature of design and designing processes and all should form part of the student’s broad understanding of the subject: 

Language 

· verbal – descriptive capability

· visual – descriptive and sensorial

· tactile – descriptive, sensorial, form

· critical/analytical – ability to produce constructive argument

A solid knowledge of specific design vocabulary will assist the student in enhancing their overall capability as well as the quality of their end products. Make use of a design Glossary.

Design process

The study of the established design process is important. The NCS defines the design process thus:
“The learner is able to understand the design process from conceptualisation to realisation.

This outcome enables learners to understand the design process from conceptualisation to realisation. Problem-solving and lateral-thinking skills, creativity and innovation are explored and developed through the systematic

investigation of problems posed by a design brief in order to produce a marketable solution. Learners are given

a brief, research the subject, generate ideas, develop concepts, implement, critically reflect on and evaluate the

design solution. Self-discipline and responsible design ethics, as well as an awareness of aesthetics and

functionality, must be evident throughout the design process.”

· design – creativity, reasoning and design development
· working – style and effect  
· experimenting  - discovery and style
· research – meaning, impact and effect
· safe working methods
· materials, techniques and processes
Skills

· development of personal skills in communication

· development of group skills

· development of business skills

· development of critical and evaluation skills

· development of design sense
· technical, manufacturing and procedural skills

· safe working practice 

Contextual analysis

The contextual analysis is about how you use and apply the practical knowledge related to design. It is essentially the purpose and intention of design and involves an understanding of:

Methodology

Techniques 

Skills

The use of technology

Media

Target markets

Issues of production, process and evaluation.

The terminology of presentation

Design in a social, business and environmental context

Proficiency in using design

Visual Communication

The ability of the student to utilize visual communication techniques in the realization and presentation of their work is important. This includes the ability to engage in formal visual analysis and the ability to provide reasoned arguments for case studies, historical study and contextual issues. 

Knowledge

· historical – characters and movements

· practical – techniques and skills

· applied – process and practical

· responsibilities – environment, people and consequences e.g. Where does the designer fit into the bigger picture? Do you understand the supply chain? What role does the designer play in realising the production of a product? Team working, copywriting and legal issues like patenting related to manufacture and business. Where do you fit into the reality of life – business, environmental, social, cultural?  

Values

· responsibilities – adding value to people, society
· people – ethics 
· environment – ethics and sustainable solutions
· places – enhancement through design
Developing an appreciation of the role of the designer in a broad sense within society. The critical role that design plays in the life we live etc.  

SECTION B- DESIGN IN CONTEXT

Defining the content for the History component 

The purpose of studying design history is to have some knowledge of design to inform both the student’s own production, and also to understand the global role and position of design and how it has defined lifestyle throughout history and continues to define and inform lifestyle in modern times.  

Questions in the design theory paper will be broad-based and covering various styles, movements and individuals and will integrate more than one contextual approach. Students will be expected to give a reasoned argument about design with reference to specific design styles, movements and individuals who have played an important role in the shaping of history. The emphasis of design styles and designers will be primarily focussed on the period from 1900 to the present (for Gr12 examination) but the teacher may select specific movements to study relating more closely to the specialisation areas chosen by students. Some design movements are more appropriate to certain specialisation areas than others. It is, however, important to have a broad understanding of the main movements, characteristics and role players from each of the historic eras listed below. 

There are three main time periods separated into grade 10, 11 and 12 for convenience sake. It is suggested that over the three years teachers and students focus on some specifically. 

The list of movements and individuals below are not exclusive to any others that might be covered by individual teachers. The following are salient in the study of the history of design:
1.
(Grade 10) Pre 1900 (emphasising 1750 – 1900)

             -   Pre- Industrial Revolution period

             -   Industrial Revolution

             -   Art Nouveau

             -   Arts and Craft movement

             -   Wiener Werkstatte

             -   Deutsche Werkbund


 -  African styles

2.
(Grade 11) 1900 – 1950’s 


-  Bauhaus


-  de Stijl


-  Constructivism


-  Art Deco


-  International Style


-  African styles

3.         (Grade 12) 1950’s to the present


-   Pop Years


-   Anti-design


-   Post Modernism


-   Memphis


-   Avant-Garde and the ‘80s


-   Japanese and other Asian styles

-   Modern African styles

-   Virtual Era

Defining the content for the Contemporary component 

The purpose of this section is to promote the understanding and application of design in contemporary situations. It is aimed at developing the student’s ability to apply the skills and knowledge gained in the pursuit of their own specialisation areas. The ability of the student to apply their skills and knowledge on a broad scale covering aspects such as various contexts of design, including environmental, business, social, cultural and ethical issues is important if the student is to practice design. 
Questions will require responses from the student from their perspective of their own specific chosen discipline areas. The questions will be open-ended in nature i.e. they will not require the study of predetermined design movements, individuals or styles etc. but will rather focus on the application of the knowledge of design and design theory as studied in Section A. Students will be at liberty to study design issues and vocabulary specific to their chosen disciplines and will be asked to apply that knowledge. For example: A student who specialised in Fashion Design would respond to a contextual question from a fashion perspective. They would use their own examples, experience and knowledge gained from studying fashion design to answer the question.  A student who specialised in Graphic design or Product design etc. would respond from that particular perspective. 
The following is a list of recommended books that will assist teachers:

Books:

Design Handbook, Charlotte and Peter Fiell, Taschen    ISBN  3 – 8228 -4633 – 3

Design, Anne Bony,Chambers Arts Library   ISBN 0550 10194 2

Design: A Concise History, Thomas Hauffe, Laurence King Publishing ISBN 1 85669 134 9

Making a Difference Through Design Daily, Published by Woolworths/Sappi 

Design of the 20th Century, Charlotte and Peter Fiell, Taschen ISBN 3-8228-4078-5
Design History: a student's handbook, Ed. Hazel Conway, ISBN 0-415-08473-3, Routledge, London

A Dictionary of MODERN DESIGN, Jonathan M. Woodham, ISBN 0-19-280097-3, Oxford Press, New York

DIY Design it Yourself (A Design Handbook), Ellen Lupton, ISBN 1-56898-552-5, Princeton Architectural Press, New York

Designers on Design, Terence Conran and Max Fraser, ISBN 1-84091-400-9, Conran Octopus, China

What is Product Design (Essential Design Handbook), Laura Slack, ISBN 978-2-940361-24-3, RotoVision, Switserland

Design Basics Index (A Graphic Designer's Guide), Jim Krause, ISBN1-58180-501-2, HOW Design Books, Ohio

 

Magazines:

 

Designing Ways, Published by Alan Fennell, designingways@iafrica.com , monthly magazine 

Design in Business, Results Media Group (Pty) LTD, cameron@resultsmedia.co.za , Published for Design South Africa

Design Indaba, Design Indaba Magazine, shaunnelle@interactiveafrica.com 

Paper 2

PRACTICAL EXAMINATION
(See the explanation above)

Paper 3
EXTERNAL PERFORMANCE ASSESSMENT TASK (PAT)
The student can choose to incorporate this task into their year work or to do this task as a year-end task. The task can be presented in any practical and/or suitable form.

The Purpose of the Task

The purpose of this task is to ensure that the candidate understands and can place their own work in the world of design and can defend and evaluate the body of work completed during the year in terms of the cultural, environmental and business context in which it exists. The students are encouraged to be environmentally, socially and economically answerable. The task will require the students to review/compliment/build on/present their design output in the light of a specific context. 

The student can choose to either incorporate this task into their year work (in which case it must be clearly labelled or visible for assessment purposes) or to do it as a separate year-end task. In both cases the contextual nature of the PAT task remains the same. 

It is most important to emphasise that learners have the freedom, in respect of the particular design discipline they have chosen, to use the type and variety of materials necessary to satisfy the design brief. Throughout the project the learners will be required to address the moral, social, cultural, business, technological, and environmental issues arising from their work.
D. ADMINISTRATIVE AND SUPPORT DOCUMENTATION

Examples of Integrated Practical Tasks
1
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Grade 10
DRAWING 

DEADLINE: 

MECHANICAL  OBJECTS 

Design Brief

Select at least EIGHT different mechanical objects from any environment and make detailed drawings of them on paper using a wide variety of techniques. This task is aimed at getting you to explore different techniques of drawing. For example, different drawing instruments can produce different marks and effects which in turn create different moods, styles or effects and these can be effectively utilized in communication based design situations. You must make at least two drawings of each object using different techniques. Finally, bind the drawings together in a book form using a method of your choice.

In the process of doing this task, try to discover your own favourite technique but also try to expand your techniques and experiment with as many different approaches as possible. Look at the work of others, famous and infamous, adult and child and study their drawing techniques. Also study art books, look at drawings from past and present of a wide variety of artists and designers.   

In making your drawings you should make use of a variety of drawing materials and anything that will make a mark on paper such as – pencils, charcoal, koki, pen, coffee, ink, jam, food colouring, blood, mud, bleach, lipstick, burnt matches, crayons, pastels oil / powder, graphite, shoe polish etc. etc.

NOTE: The purpose of this task is not just to assess how well you can draw a mechanical object but rather to see how far you can stretch the boundaries of your imagination while at the same time still making recognizable drawings of the objects. 

List of Requirements

1. A minimum of SIXTEEN drawings on A3 paper (Maximum two objects per page).

2. A wide variety of techniques/styles are used and clear experimentation is presented.

3. The drawings are bound together in the form of a book using a method of your choice.

4. The book has a cover design which includes your name.

ASSESSMENT CRITERIA







            












	7
	A wide variety of techniques has been used to excellent effect. Excellent examples of experimentation evident while still being able to recognize the mechanical objects. There are sixteen drawings or more. The book is original, exciting and well presented. 
	80-100

	6
	A wide variety of techniques has been used very successfully. Very good examples of experimentation evident while still being able to recognize the mechanical objects. There are sixteen drawings or more. The book is original and well presented. 
	70-79

	5
	A variety of techniques has been used successfully. Good examples of experimentation evident while still being able to recognize the mechanical objects. There are sixteen drawings. The book is fairly original and well presented.
	60-69

	4
	A variety of techniques has been attempted but with insufficient experimentation. The objects are recognizable/reasonably recognizable. There are sixteen drawings. The book is reasonably well presented.
	50-59

	3
	The techniques used are not varied enough and are lacking in experimentation. The objects are reasonably recognizable. There are sixteen drawings. The book is presented with technical flaws/with poor presentation skills evident.
	40-49

	2
	The techniques used are not varied enough and poorly done. There is too much similarity in drawing techniques used. The objects are either barely recognizable or are recognizable but poorly drawn. There are sixteen drawings or less. The book is not well presented.
	30-39



	1
	Little or no effort was made. 
	0 -29
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Grade 10
THREE-DIMENSIONAL DESIGN

DEADLINE: 

COAT HANGER STAND

DESIGN BRIEF

You have a friend who has just built a new home on the edge of a natural forest. The building has been designed to be very environmentally friendly. Over 80% of the materials used in the construction of the home were either made from natural products or from recycled materials. The style of the exterior and interior of the home is modern with an emphasis on wood finishes. The owner likes bold, bright colours and objects and is not afraid of ‘way out’ styles and new designs. Your friend has asked you to design and construct a full size coat hanger stand for use in the above home. The list of specifications below will provide you with some of the important requirements and limitations of this task.

SPECIFICATIONS

1. The design should be made predominantly from timber.

2. The design must be actual size (life size).
3. It should be able to hold at least TWO coats/jackets but it may also have other functions of your choice.

4. The style of the design should be bold. It can be as way out as you wish provided it still functions well as a coat hanger stand.

5. SIZE GUIDE: The maximum spatial footprint of the completed coat hanger should not exceed 


800 X 800mm.

6. 
The design must have either a painted or treated timber finish.

7. 
The quality of the workmanship must be of a high standard.

8. 
The coat hanger must be free-standing and stable.

9. 
A set of design drawings must be submitted with at least ONE in full colour.

ASSESSMENT CRITERIA

	7
	· The design is made predominantly from timber

· It is free-standing and stable

· It holds at least two coats and has other interesting functions as well

· It conforms to the size limitations 

· The design is bold, adventurous and unique and colour has been used with excellent effect 

· It has an exceptional quality of finish 

· All design drawings have been submitted and are of exceptional quality and well presented
	80-100

	6
	· The first 4 points from (7) above

· The design is bold and colour has been used with good effect 

· It has a high quality of finish 

· All design drawings have been submitted and are of good quality and well presented
	70-79

	5
	· The first 4 points from (7) above

· The design is bold and colour has been used with some effect 

· It has a good to reasonable quality of finish 

· All design drawings have been submitted and are of some quality and well presented
	60-69

	4
	· The design conforms to at least 3 of the first 4 points from (7) above

· The design is fairly bold and colour has been used  

· It has a reasonable quality of finish 

· All design drawings have been submitted and are of reasonable quality and fairly well presented
	50-59

	3
	· The design conforms to at least 3 of the first 4 points from (7) above

· The design is lacking in boldness and colour has been used but not well 

· It has a reasonable quality of finish 

· All design drawings have been submitted and are of reasonable quality
	40-49

	2
	· The design conforms to at least 2 of the first 4 points from (7) above

· The design is lacking in boldness and colour has been used poorly 

· It has a poor quality of finish 

· Some or all design drawings have been submitted but are of poor quality
	30-39



	1
	· Little or no effort was made.
	0 -29
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Grade 11

VISUAL COMMUNICATION DESIGN

ADVERTISING GRAPHICS

DEADLINE: 

Design Brief

Select ONE of the objects listed below, procure it, photograph it in a creative way and use the photos as the basis/inspiration of a design proposal suitable for ONE of the applications listed below. You may use all or part of the object as inspiration to create the right mood, flavour and ambience that you feel will meet the list of specific requirements listed below. You may make use of digital design methods or any other form of artistic/design technique from pencil work to painting and collage to realise your final design. This task does not require a 3D model. The single word listed after each object must be creatively incorporated into your final design/s.

Please note the list of requirements and the assessment criteria for this assignment. 

THE APPLICATIONS

 A fashion advert (men, women or other)
 A perfume advert (men, women or other)
THE OBJECTS

THE WORDS

Matchbox

COOL
BIC Lighter

ICE
Fire Extinguisher
GRILLER
Hammer

NAIL

Bench Vice

JUMBO
Tape Measure

SNAIL

LIST OF REQUIREMENTS

1. A comprehensive series of idea sketches 

2. A series of developmental drawings showing your designing process

3. A final design layout in full colour, drawn, painted or printed and mounted/framed on A3 size paper.
ASSESSMENT CRITERIA







            












	7
	A very dynamic, eye-catching and/or bold design statement that captivates interest and is creatively executed. Excellent use is made of design elements. A degree of professionalism was achieved.
	80-100

	6
	A dynamic, eye-catching and/or bold design statement that captivates interest and is creatively executed. Very good use is made of design elements. The design was very well finished and presented.
	70-79

	5
	An eye-catching and/or bold design statement that captivates interest and is creatively executed. Good use is made of design elements. The design was well finished and presented.
	60-69

	4
	A reasonable design statement that has some interest and is reasonably well executed. Some use has been made of design elements. The overall presentation and finish was just satisfactory.
	50-59

	3
	A fair design statement that has some interest but is flawed in places. Some use has been made of design elements. The overall presentation and finish was poor.
	40-49

	2
	Poor effort with little attention paid to the requirements. Poor use of design elements. Poor presentation and finish.
	30-39



	1
	Little or no effort was made. 
	0 -29
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Grade 11

ENVIRONMENTAL DESIGN

ARCHITECTURAL / INTERIOR DESIGN

DEADLINE: 

Design Brief

Select ONE of the objects listed below, procure it, photograph it in a creative way and use the photos as the basis/inspiration of a design proposal suitable for ONE of the applications listed below. You may use all or part of the object as inspiration to create the right mood, flavour and ambience that you feel will meet the list of specific requirements listed below. You may make use of digital design methods or any other form of artistic/design technique from pencil work to painting and collage to realise your final design. This task does not require a 3D model. The single word listed after each object must be creatively incorporated into your final design/s.

Please note the list of requirements and the assessment criteria for this assignment. 

THE APPLICATIONS

 An Expo celebrating architecture 
 An architecture magazine advert
THE OBJECTS

THE WORDS

Matchbox

COOL
BIC Lighter

ICE
Fire Extinguisher
GRILLER
Hammer

NAIL

Bench Vice

JUMBO
Tape Measure

SNAIL

LIST OF REQUIREMENTS

4. A comprehensive series of idea sketches 

5. A series of developmental drawings showing your designing process

6. A final design layout in full colour, drawn, painted or printed and mounted/framed on A3 size paper.
ASSESSMENT CRITERIA







            












	7
	A very dynamic, eye-catching and/or bold design statement that captivates interest and is creatively executed. Excellent use is made of design elements. A degree of professionalism was achieved.
	80-100

	6
	A dynamic, eye-catching and/or bold design statement that captivates interest and is creatively executed. Very good use is made of design elements. The design was very well finished and presented.
	70-79

	5
	An eye-catching and/or bold design statement that captivates interest and is creatively executed. Good use is made of design elements. The design was well finished and presented.
	60-69

	4
	A reasonable design statement that has some interest and is reasonably well executed. Some use has been made of design elements. The overall presentation and finish was just satisfactory.
	50-59

	3
	A fair design statement that has some interest but is flawed in places. Some use has been made of design elements. The overall presentation and finish was poor.
	40-49

	2
	Poor effort with little attention paid to the requirements. Poor use of design elements. Poor presentation and finish.
	30-39



	1
	Little or no effort was made. 
	0 -29
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Grade 11

PRODUCT DESIGN

FASHION DESIGN

DEADLINE: 

Design Brief

Select ONE of the objects listed below, procure it, photograph it in a creative way and use the photos as the basis/inspiration of a design proposal suitable for ONE of the applications listed below. You may use all or part of the object as inspiration to create the right mood, flavour and ambience that you feel will meet the list of specific requirements listed below. You may make use of digital design methods or any other form of artistic/design technique from pencil work to painting and collage to realise your final design. This task does not require a 3D model. The single word listed after each object must be creatively incorporated into your final design/s.

Please note the list of requirements and the assessment criteria for this assignment. 

THE APPLICATIONS

A futuristic fashion event

A fashion spread for a magazine

THE OBJECTS

THE WORDS

Matchbox

COOL
BIC Lighter

ICE
Fire Extinguisher
GRILLER
Hammer

NAIL

Bench Vice

JUMBO
Tape Measure

SNAIL

LIST OF REQUIREMENTS

7. A comprehensive series of idea sketches 

8. A series of developmental drawings showing your designing process

9. A final design layout in full colour, drawn, painted or printed and mounted/framed on A3 size paper.
ASSESSMENT CRITERIA







            












	7
	A very dynamic, eye-catching and/or bold design statement that captivates interest and is creatively executed. Excellent use is made of design elements. A degree of professionalism was achieved.
	80-100

	6
	A dynamic, eye-catching and/or bold design statement that captivates interest and is creatively executed. Very good use is made of design elements. The design was very well finished and presented.
	70-79

	5
	An eye-catching and/or bold design statement that captivates interest and is creatively executed. Good use is made of design elements. The design was well finished and presented.
	60-69

	4
	A reasonable design statement that has some interest and is reasonably well executed. Some use has been made of design elements. The overall presentation and finish was just satisfactory.
	50-59

	3
	A fair design statement that has some interest but is flawed in places. Some use has been made of design elements. The overall presentation and finish was poor.
	40-49

	2
	Poor effort with little attention paid to the requirements. Poor use of design elements. Poor presentation and finish.
	30-39



	1
	Little or no effort was made. 
	0 -29
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REDDAM HOUSE ATLANTIC SEABOARD

ART AND DESIGN DEPARTMENT

GRADE 10 DESIGN

EVENT DESIGN

BRIEF:  
You are plan and design a

multi-sensory/media end-of-year party

for high school teenagers.

STEP 1:  ( 1 lesson - group)

Brainstorm, as a class group, the following:

· the date / times

· venue

· theme / name of event

All of this information is to be written and presented on A2 newsprint/paper.

Choose a spokesperson and present your ideas to your teacher.

STEP 2:  ( 1 week - individual)

Using the name chosen in Step 1, brainstorm and conceptualise a logo for the event.

· Your brainstorm must be at least 10 – 15 sketches (in your Visual Journal).

· Final logo must be in black and white and in colour, each to be presented on an A4 sheet of paper.

· Your logo must represent the name of the event and have some image/visual

STEP 3:  ( 1 lesson - individual)

Present your logo to the class, showing your ideas and explaining your reasoning behind your idea/s.

The class will then choose the most appropriate design.

STEP 4:  ( 2 lessons - group)

Brainstorm on A2 paper the following:

· the venue – location – indoor/outdoor/number of rooms/layout

· transport/lift clubs

· food

· big screen tv/imaging/laser

· age group 

· chill-out spaces/seating/tables

· bar (non-alcoholic)

· alternative entertainment

STEP 5:  ( 1 lesson - individual)

You have to design and construct the following:

An arrival ‘package/box/plastic packet’ containing the following items:

· coupon for a complimentary drink

· wristband for access control

· gimmick  or toy

THEN…. DECIDE….ON ONE of the following design elements.  

Feel free to add to this list if you wish.

· invite,ticket and poster

· layout/groundplan of the dancefloor/s, rooms …plus model
· layout/groundplan of bar…plus model
· layout/groundplan of chillroom…plus model

· website

STEP 6:  ( 2 weeks - Term work - individual)

Design and present your arrival ‘package/box/plastic packet’ containing the following items:

· coupon for a complimentary drink

· wristband for access control

· gimmick  or toy

All brainstorm ideas in V.J. 

STEP 7:  ( 3 weeks - Term work - individual)

Design and present your

· invite,ticket and poster …OR

· layout/groundplan of the dancefloor/s, rooms …plus model …OR
· layout/groundplan of bar…plus model …OR
· layout/groundplan of chillroom…plus model …OR

· website

All brainstorm ideas in V.J. 
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REDDAM HOUSE ATLANTIC SEABOARD

ART AND DESIGN DEPARTMENT

GRADE 10 DESIGN

PACKAGING DESIGN

BRIEF:  
You are RETHINK, plan and DESIGN a new packaging design for an existing product.

STEP 1:  ( 1 lesson + homework - individual)

Brainstorm, the following:

· what you think are the most popular household products for food and cleaning products, name each one and state WHY you think so.

· Are any of these products featured in TV ads, consult your TV ad schedule.  List the products, if any 

· Choose ONE product and BUY it!!

NOW write/type out the following research….

· Who is the target market for this product and why?

· How does the product attract or not attract this target market?

· Does the product have any ‘competition’?  Who, what are they?

· Is the ‘competition’ competitively priced and why or why not?

· Discuss in at least 10 lines, the DESIGN and use of colour of this product.

· List aspects which you feel are SUCCESSFUL or NOT about this design.

· What would you change/improve about this design

All of this information is to be written and presented as a Research Document, full colour, illustrations and text.  

DEADLINE:__________________________

STEP 2:  ( 2 lessons + homework - individual)

Using your product from Step 1…

· Draw the product in FULL COLOUR (pencil crayon) on a piece of A3 paper.

DEADLINE:__________________________

STEP 3:  ( 1 lesson - individual)

· Brainstorm at least 10 – 15 sketches (in your Visual Journal) of TWO separate designs for the RETHINK and REDESIGN of this product.

· Show both design options, in colour - on separate A3 paper.

· Plan your final chosen design as a flat design, to fold into a box or sticker to wrap around a cylindrical product.

Think carefully about type and layout.
STEP 4:  (you will start this during the term – will culminate in your DESIGN PRAC EXAM)

Using good quality paper, work out and plan the package as a flat design.  Paint up in gouache, fineliner and pencil crayon.

SIZE:  A2

MATERIALS:  gouache, pencil crayon and fineliner

CHECKLIST

	
	YES
	NO

	RESEARCH PROJECT
	
	

	FULL COLOUR A3 DRAWING
	
	

	BRAINSTORM OF DESIGNS
	
	

	2 SEPARATE DESIGNS
	
	

	FINAL DESIGN
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ART AND DESIGN DEPARTMENT






DESIGN
Grade 11
INDUSTRIAL INNOVATIONS

THE BRIEF:  

Model the prototype for a new range of personal and homeware electronic appliances inspired by one of the following product designs:

· kettle

· toaster

· iron

· telephone

· ‘communication device’

· coffee machine/pot

· alarm clock

· heater

· hairdryer

· computer, screen and mouse

· camera

Your brief is to epitomize the modern age, paying careful attention to Functionalism and Ergonomics, at the same time, to styling and aesthetics.

Working through the Design process, generate a portfolio of preparatory works and create a 3D model using Polystyrene.

You must take into consideration the following:

· surface finish (polyfilla)

· details ( plastic attatchments, buttons, caps, lids, LED’s)

· colours and paint effects (acrylic and varnish)

MATERIALS NEEDED:

· a block of polystyrene

· sandpaper ( differing grades)

· acrylic paint

· surface finishes like papers, insulation tape, ployfilla, alcolin wood glue

· found objects like caps, lids, LED’s etc.
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REDDAM HOUSE ATLANTIC SEABOARD

ART AND DESIGN DEPARTMENT

GRADE 11 DESIGN

CLAYMATION

This term will be a very experimental and exciting look at the art of claymation.

The project will be  SO MUCH FUN…here’s how it will work>>>>

PHASE 1

You are to design and develop a Corporate Identity for a Claymation Studio.  

You are required to design the logo in B/W and colour and a stationery set of a business card and a flyer.

During this phase you will be visiting a Claymation Studio in Cape Town.  This will form the basis of your annotated drawings and ideas for your research in your sketchbooks.  Here you will see first hand the inner workings of the studio, meet the artists and view the animation filming and processes.

You will spend no longer than three weeks on this phase and will present the final logos, business card and flyer all beautifully and neatly presented for marking.

PHASE 2

Here you will become the animator.  You are required to conceptualize (with loads of drawings) two characters.  These must be drawn and shown from all angles and viewpoints.  The final ideas of the characters must be drawn in full colour.  NO PLAGARISED CHARACTERS WILL BE ALLOWED!

PHASE 3

Buy some good plastacine.  Now make and mould your characters.  They should not be bigger than 10-12cm high.

PHASE 4

Let the cameras roll…. this is a time consuming and difficult part of the project, but the most exciting.  Here you can make a small script or story line and film in one-second stop-start shots.  The end result should culminate in a 20 – 30 second video.

The video should be presented and wrapped in a cover with the logo of the company on and a name of the short film.  Package it as if it would be up for retail!

So by the end of the term you will have the following>>>

· a sketchbook filled with annotated notes, drawings, ideas and references

· a black and white logo, a colour logo

· business card and flyer

· two plastacine characters

· a 20-30 second video

· packaging for the video

GO WILD
GO WILD
GO WILD


GO WILD
GO WILD
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ART AND DESIGN DEPARTMENT

GRADE 11



‘BREAD AND BUTTER PROTOTYPE’

BRIEF:

You are to design a product for the Cavendish Square store “Bread and Butter”.

Your product can take any form or concept.  It could be jewelery, clothing, accessories, table adornments, lighting, sculpture, images, etc.

Your product should be suitable for mass production.  It should be very neatly and professionally finished off and presented.

PHASE 1

· brainstorm and conceptualise the product.  Take into consideration your target market, age group and buying power in the geographical area.

· Make many different drawings and adaptations, use colour
· Visit Bread and Butter and research their most popular product vs their least popular…research WHY.  Include this in your sketch book

PHASE 2

· brainstorm a name for your company 

· develop a logo and corporate identity
· you must make a business card and swing tag and or box for your product, think to inventive wrapping solutions, printed tissue paper, interesting string etc.

PHASE 3

· construct and make product
PHASE 4

· final presentation and portfolio hand in

DUE DATE___________________________________
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REDDAM HOUSE ATLANTIC SEABOARD

ART AND DESIGN DEPARTMENT

GRADE 11 DESIGN

Environmental DESIGN

BRIEF:  
You are plan and design a multi-sensory/media club/dance venue

for teenagers.

STEP 1:  ( 1 lesson - group)

Brainstorm, as a class group, the following:

· Venue / location

· theme / name of club

All of this information is to be written and presented on A2 newsprint/paper.

Choose a spokesperson and present your ideas to your teacher.

STEP 2:  ( 1 week - individual)

Using the name chosen in Step 1, brainstorm and conceptualise a logo for the club.

· Your brainstorm must be at least 10 – 15 sketches (in your Visual Journal).

· Final logo must be in black and white and in colour, each to be presented on an A4 sheet of paper.

· Your logo must represent the name of the club and have some image/visual

STEP 3:  ( 1 lesson - individual)

Present your logo to the class, showing your ideas and explaining your reasoning behind your idea/s.

The class will then choose the most appropriate design.  This design will be used as a sign for the entrance of the club.

STEP 4:  ( 2 lessons - group)

Brainstorm on A2 paper the following:

· the venue – location – indoor/outdoor/number of rooms/layout

· transport / parking

· food area

· big screen tv/imaging/laser

· age group 

· chill-out spaces/seating/tables

· bar (non-alcoholic)

· alternative entertainment

STEP 5:  (2 weeks - Term work - individual)

You have to design and construct the following:

· sketeches of your building (at least 10-15)

· a groundplan of the building

· a sideview of the building

· an aerial view of the building

STEP 6:  ( 3 weeks - Term work - individual)

Design and construct an architectural  MODEL – notes to follow
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REDDAM HOUSE ATLANTIC SEABOARD

ART AND DESIGN DEPARTMENT
GRADE 11 DESIGN

ENVIRONMENTAL DESIGN

BRIEF:

You are to conceptualise and design an entertainment pavilion for the Camps Bay area.  

Your building must include the following:

· a restaurant/ eatery with balconies or a view over the bay

· kitchen area for the restaurant

· a bar/nightclub

· 2-3 retail stores

· 2-3 levels, with ample open-air balconies

· public toilet facilities

· public parking

· landscaping/garden/plants

YOUR PORTFOLIO REQUIREMENTS:

· BRIEF

· NEED

· RESEARCH/BRAINSTORMING (2-3 PAGES)

The above must all be done in your Visual Diary

· FRONT/ AERIAL VIEW

· GROUND PLAN

· SIDE ELEVATION

The above must all be done on good quality A3 paper.  These drawings must be executed in pencil and fineliner, with touches of coloured pencil crayon.

Due dates:

Brief, need, research ……15 August

Front / aerial view, ground plan and side elevation…….29 August

Model….19 September
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NAME: ______________________________GRADE 10

	CORPORATE IDENTITY PROJECT – BUSINESS CARD


	1

Not achieved

0-29%
	2

Elementary

30-39%
	3

Adequate

40-49%
	4

Moderate

50-59%
	5

Substantial

60-69%
	6

Meritorious

70-79%
	7

Outstanding

80-100%

	BUSINESS CARD- RESEARCH  AND BRAINSTORMING
	
	
	
	
	
	
	

	Identifies the need or the problem for the brief
	
	
	
	
	
	
	

	Experiments with different approaches/designs for b.card
	
	
	
	
	
	
	

	Solves problems creatively/innovatively
	
	
	
	
	
	
	

	Has many ideas/approaches to the design
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	DESIGN PRINCIPLES/ELEMENTS
	
	
	
	
	
	
	

	Understands design principles
	
	
	
	
	
	
	

	Good integration of type and image
	
	
	
	
	
	
	

	Appropriate choice of type
	
	
	
	
	
	
	

	Variety and careful selection of ideas
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	FINAL BUSINESS CARD
	
	
	
	
	
	
	

	Appropriate and exciting use of colour
	
	
	
	
	
	
	

	Skillful use of media
	
	
	
	
	
	
	

	Typography neat and well rendered
	
	
	
	
	
	
	

	Original and innovative idea
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	TIME MANAGEMENT
	
	
	
	
	
	
	

	Self-disciplined/committed to the task
	
	
	
	
	
	
	

	Able to plan/organize/manage own work
	
	
	
	
	
	
	

	Keeps to time schedules
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	PRESENTATION
	
	
	
	
	
	
	

	Cards neatly mounted and presented
	
	
	
	
	
	
	

	TOTAL (÷16)
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NAME:______________________________  GRADE: ______

	CRITERIA
	PRE 

ASSESSMENT
	FINAL 

ASSESSMENT

	STRUCTURE
	
	

	Correct proportion (windows, doors, etc)
	
	

	Walls straight, well attached and glued
	
	

	Details (windows, doors etc)
	
	

	Neat and well constructed
	
	

	Appropriate choice of materials
	
	

	Interior of building (textures, finish)
	
	

	ROOF
	
	

	Appropriate choice of materials
	
	

	Neat and well constructed
	
	

	Proportionate to building
	
	

	MATERIALS
	
	

	Durable (ie no warping, strong etc)
	
	

	Variety of materials for texture
	
	

	BASE
	
	

	Appropriate size and material
	
	

	Details of texture eg. Tar, lawn, stone)
	
	

	Neat and well constructed
	
	

	Correct proportion of landscaping, parking, land contour, paths etc
	
	

	ORIGINALITY /CREATIVITY
	
	

	Original idea
	
	

	Building has attention to detail
	
	

	Building has colour, texture, impact
	
	

	TOTAL (add up and ÷ by 18)
	
	


Pre – Assessment Comments:

Final – Assessment Comments:

Notes on various aspects of Design
Industrial Design

According to the ICSID (International Council of Societies of Industrial Design) 

"Design is a creative activity whose aim is to establish the multi-faceted qualities of objects, processes, services and their systems in whole life-cycles. Therefore, design is the central factor of innovative humanisation of

technologies and the crucial factor of cultural and economic exchange"

According to the IDSA (Industrial Design Society of America) 

"Industrial Design (ID) is the professional service of creating and developing concepts and specifications that optimize the function, value and appearance of products and systems for the mutual benefit of both user and manufacturer"

Industrial design has a focus on concepts, products and processes. In addition to considering aesthetics, usability, and ergonomics, it can also encompass the engineering of objects, usefulness as well as usability, market placement, and other concerns. The values and its accompanying aspects which industrial design is based on vary, both between different schools of thought and among practicing designers.

Industrial design is an applied art whereby the aesthetics and usability of products may be improved for marketability and production.  Industrial Designers often utilize 3D Software such as 3D CAiD Computer-aided industrial design and CAD programs to move from concept to production. Product characteristics specified by the industrial designer may include the overall shape of the object, the location of details with respect to one another, colours, texture, sounds, and aspects concerning the use of the product ergonomics. The industrial designer specify aspects concerning the production process, choice of materials and the way the product is presented to the consumer at the point of sale. The use of industrial designers in a product development process may lead to added values by improved usability, lowered production costs and more appealing products. 

Industrial (Product) Design is ultimately concerned with all the human aspects of machine-made products and their relationship to people and the environment. The designer is responsible for these products and their impact on society and nature. The designer accounts for the product's human factors engineering, safety, form, colour or surface treatment, maintenance and cost. Industrial design deals with consumer products as well as industrial products. In order to achieve these ends, designers must be involved in four major design and research activities: 

· human behaviour, 
· the human-machine interface, 
· the environment, and 
· the product itself. 
Areas of design investigation include furniture, house wares, appliances, transportation, tools, farm equipment, medical/electronic instruments, human interface, and recreational support equipment.
