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1. INTRODUCTION   

 
The 18 Curriculum and Assessment Policy Statement subjects which contain a practical 
component all include a practical assessment task (PAT). These subjects are: 
 

¶ AGRICULTURE:    Agricultural Management Practices, Agricultural Technology 

¶ ARTS:     Dance Studies, Design, Dramatic Arts, Music, Visual Arts 

¶ SCIENCES:    Computer Applications Technology, Information Technology, 
   Technical Sciences, Technical Mathematics 

¶ SERVICES:    Consumer Studies, Hospitality Studies, Tourism 

¶ TECHNOLOGY:    Civil Technology, Electrical Technology, Mechanical Technology and  
       Engineering Graphics and Design 
 
A practical assessment task (PAT) mark is a compulsory component of the final promotion mark 
for all candidates registered for subjects that have a practical component and counts 25%  
(100 marks) of the end-of-year examination mark. The PAT is implemented across the first three 
terms of the school year. This is broken down into different phases or a series of smaller activities 
that make up the PAT. The PAT allows for learners to be assessed on a regular basis during the 
school year and it also allows for the assessment of skills that cannot be assessed in a written 
format, e.g. test or examination. It is therefore important that schools ensure that all learners 
complete the practical assessment tasks within the stipulated period to ensure that learners are 
resulted at the end of the school year. The planning and execution of the PAT differs from subject 
to subject.  
 
The PATs for Design will be showcased into a cohesive body of work that is seen in the context 
of an exhibition environment. This Retrospective Exhibition therefore reflects the final PAT 

assessment for each learner in the country. 

  

 
2. TEACHER GUIDELINES   

 
2.1 Administration of the PATs   

 

¶ Design teachers will set their own PATs. The creative nature of Design encourages 
teachers to develop themes relevant to their specific contexts. These themes will then 
determine specific briefs to be completed by the learners for each PAT. 

¶ Teachers must design TWO separate practical assessment tasks that are undertaken 
during the academic year (Terms 1 to 2). Term 3 will be used to complete Topic 1 
(sourcebook/process work) of the Final Practical Examination (Paper 2). 

¶ Marks for each PAT should be allocated as follows: 
 Topic 1:  The Process (100 marks) 
 Topic 2:  The Product (100 marks) 

  

¶ Choosing themes for the PATs:  
o Teachers should choose themes to guide their briefs (e.g. if the theme is 'Improved 

Living', a brief could focus on finding a variety of solutions to improve living). 
o Teachers may develop their own themes and/or choose them from the approved 

textbooks.  
o Teachers may decide on a broad theme for the annual practical work and then 

subdivide them into specific briefs, one per term. This will result in a more coherent 
body of work in the Retrospective Exhibition. 

¶ The teacher should ensure that at least 60% of each PAT is done in class under supervision, 
as the teacher has to authenticate the work as the learner's own work. If the teacher cannot 
authenticate the work, it should NOT be marked. 

¶ The PATs should be set in accordance with the context of the school. Teachers should give 
specific instructions in the brief to set the requirements for the PAT. 
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PAT 1 Topic 1 and PAT 2 Topic 1 should include a 'Design in a Business Context' research 
section. 

  

 
Summary of the year's practical tasks: 
 

TERM 1 TERM 2 TERM 3 TERM 4 

PAT 1 PAT 2 FINAL PRACTICAL 
EXAMINATION 

(PAPER 2):  
TOPIC 1 

(Sourcebook/ 
Process Work) 

1.  RETROSPECTIVE EXHIBITION: 

¶ PATs 1 and 2 

¶ ONE best Grade 11 PAT  
2.  FINAL PRACTICAL EXAMINATION 
     (PAPER 2): TOPIC 2 (Product) 

 
2.2 Design in a Business Context    

 
(Part of PAT 1, Topic 1 and PAT 2, Topic 1) 
 
The Design in a Business Context task should consist of: 
 

¶ Business context topic and introduction 

¶ Content on A4 format, 4ï8 pages, both sides  

¶ Conclusion 

¶ Detailed bibliography, e.g. title underlined, author(s) in brackets, publisher, publishing date, 
web link, blog and date  

¶ Labels to accompany all visual material, i.e. title, materials used, name of designer, country 
in brackets, date 

 
The content of this Business Context research in each Topic 1 task should include some 
or all of the content below. 
 

¶ Define your target market. Explain why you have chosen it. 

¶ Discuss the trends that have influenced you. 

¶ An appropriate local or international case study. 

¶ Visual merchandising of your product. 

¶ Explain how you would market this product. Create ONE of the following marketing forms: 
business card, flier, poster, advert for local newspaper, Facebook page, etc. 

¶ List all the materials you required, the name and contact details of your suppliers and write 
up the costs of all your materials. Also work out potential other costs, such as electricity, 
etc. 

¶ Possible competitors: describe their products and why you consider them to be competitors. 

¶ Research potential markets for your products. 

¶ Research potential funding options for your business. 

¶ Investigate tertiary and career opportunities in your design product choice: range, scope, 
training needed and training available. 

¶ How would you package and/or advertise your product or service to your intended target 
market? 
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2.3 Retrospective Exhibition (Task 6)   
    

¶ At the end of Grade 12, learners must present a PAT exhibition of their work as part of their 
examination mark. This exhibition must show substantial evidence of the learners' practical 
design development (concept, innovation, process, technical skills, an understanding of 
design in a business context and applied theoretical knowledge). The PAT is developed 
over a period of time during Terms 1, 2 and 3. The exhibition should be entirely the learners' 
own effort.  

¶ Learners must concentrate on/demonstrate their entrepreneurial skills and promote their 
own products (merchandising).  

¶ Design products and solutions must link to each other, which should afford the viewer a 
much broader overview of the learners' abilities, and it should be an opportunity for the 
school and parent community to view their work.  

¶ The sourcebooks must be available at the Retrospective Exhibition for markers to view in 
order to understand the intention of each product, as evidence of originality and to see the 
level of planning involved in the creation of the product. 

  

 
2.4 Examples of PAT Retrospective Exhibitions   
    

¶ Candidates may set up their exhibition in the form of a/an:   
    

o Designer's pitch when presenting his/her work to prospective clients 
o Window display   
o Advertisement or promotion  
o PowerPoint presentation 
o Presentation of new, sustainable ideas and non-commercial solutions in an innovative 

way 
o Innovative presentation of a proposed solution to a problem that has been identified  
o Interpretive exhibition, a display which engages the viewer in a visual or physical 

conversation through the use of elements such as text, objects, videos or interactive 
display  

o Digital exhibition, if it suits the school and specific province's needs and circumstances 
better 

¶ This exhibition should therefore be well planned in terms of its concept and presentation. 
The PAT exhibition showcases further development of the products into a cohesive body of 
work that is seen in the context of an exhibition environment.   

¶ This body of work will be assessed holistically. 

  

 

 

An example of a poorly 
designed exhibition space, 
where little to no consideration 
is given to the display of the 
Grade 12 Design PATs and the 
Grade 11 PATs. 
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DIFFERENT APPROACHES TO THE RETROSPECTIVE EXHIBITION: 
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2.5 Ideas and approaches to use in the development of the PAT briefs   

 

 
 

Successful designs are 
created when learners play 
with ideas and generate 
different approaches 
responding to purposeful 
tasks, in imaginative, unique 
and personal ways. 

 
The Design teacher should guide the creative process from start to finish. 
 
How to choose a theme: 
 

Teachers are advised to choose themes relevant to the context of the learners and the time in 
which we live. The theme should be carefully considered in order to ensure that the learners are 
not disadvantaged in any way. The theme will then determine the requirements of the brief. 
 
How to set a brief: 
 

A brief should outline the following: 
 

¶ Identify a problem/need/opportunity that offers the learner an opportunity to create an 
aesthetically pleasing functional design solution. 

¶ Set clear criteria and give good instructions to guide the learner. A Grade 10 brief will have 
more specific guidelines, while Grade 12 tasks should be more open-ended briefs that allow 
learners to choose the materials, tools, techniques, themes and processes within their 
chosen practical design categories. 
 

Clear criteria and instructions should include and consider the following: 

 

¶ Stipulate the format, medium/material, technique specifications.  

¶ Focus on inspiring creativity, originality and innovation.  

¶ Skill transfer should take place between teacher and learner. 

¶ Learners should learn a new skill with every practical project.  

¶ Ensure the task to be developmental with progression in skills.  

¶ Consider the contextual factors, namely the materials, equipment, facilities at a school, 
resources and costs. 

¶ Specify possible target market(s).  

¶ Keep the scope manageable. 

¶ Determine the timeframe/duration/mini-due dates/final due date (for monitoring purposes) 

¶ Use the available assessment rubric. 
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This brief should be discussed and debated by the teacher and learners for a better 
understanding of the intended design outcome. 

  

 
TOPIC 1 ï Sourcebook guidelines for the teacher 
 
Brainstorming, selection and evaluation of ideas: 
 

¶ Help the learner to find their own creative voice during the design process. 

¶ Learners should start by noting or illustrating all possible ideas, activities, issues, etc. 
relating to the theme, i.e. in a mind map, photo journal, collage, etc.  

¶ It is important to emphasise that the purpose of almost any design is to add value to life and 
the world we find ourselves in.  

¶ While learners are gathering ideas, try to lead their thought processes to those that are 
personal, unusual, innovative and challenging and fill them with passion. Try to lead them 
to individual and innovative approaches. 

¶ When evaluating ideas with the learners, eliminate ideas that are 'kitsch' (e.g. the obviously 
borrowed ideas like a 'flower lamp'), insincere (e.g. world peace poster) or overtly pretty and 
lacking in substance or function (e.g. a glitter book cover).  

¶ Encourage learners to source quality imagery. Discourage the use of already existing 
photographs and designs. It is preferable to explore a topic first-hand (use own photographs 
or direct observational drawings) as many images taken from the internet are generic and 
of poor quality. 

¶ Help them to develop as effective, independent learners and as critical, reflective thinkers 
with enquiring minds. 

¶ Ensure the extensive use of drawing to express perception and innovation, to communicate 
ideas in a skilled way and to describe/illustrate concept development. 
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How to generate ideas:  
 

Drawing mind maps 

 
A mind map is a good tool for coming up with ideas that are connected to a central theme.                   
The end result of mapping should be a web-like structure of words and ideas or even images.  
 

A few quick guidelines 

¶ Start by placing the theme in the 
middle of the page (write the 
word and/or draw an image of 
it). 

¶ Draw at least four thick organic-
looking branches radiating 
outwards from the central 
keyword/image, etc. Different 
colours can be used to 
represent each branch. 

 

 

¶ Draw additional branches that extend from the main branches. The words on these branches 
are subtopics of the words you wrote on the main branches. 

¶ Keep expanding the mind map outwards with additional subtopics/keywords and branches. 

¶ Useful website: http://blog.iqmatrix.com/how-to-mind-map.  

 

EXAMPLES OF MIND MAPS: 
 

 

 

 
  

http://blog.iqmatrix.com/how-to-mind-map
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Brainstorming, ideas, collecting visual references and researching designers: 
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TIP:   

 

It is sometimes a good idea to give the brief just after an activity like the one shown below. This 
will assist learners to generate ideas.  
 
Topic 1 could consist of a series of 'building blocks' given at consecutive times to ensure 
experimentation and the development of the process. With careful planning, the teacher will 
know where these 'building blocks' will lead the learners. Learners might not know where it is 
leading to, creating constant aspects of surprise. It also combats the tendency that learners get 
stuck on a first idea, without really experimenting and researching other possibilities. 
Furthermore, the process or workbook will be almost completed before the making of the final 
product. 

  

 
EXAMPLE OF AN 'EXPLORATION JOURNEY' TO GENERATE IDEAS RELATED TO A THEME: 
 

Theme:  Movement  
 

 

¶ Moving versus stagnancy  

¶ Moving from A to B 

¶ Walking, running, crawling, driving  

¶ Slow versus fast 

¶ Symbols depicting movement 

¶ Movement in culture/tradition 

¶ Movement in time 

¶ Movement as optical illusion 

¶ Real versus optical 

¶ Process as movement 

¶ Textures in movement 

¶ Line in movement 

¶ Shapes and forms 

¶ Colour 

¶ Metaphors   
 

 
Below are examples of a few activities that will help learners to generate ideas and 
develop 'building blocks' using the theme of movement before handing out the brief. 
 

¶ Experiment with movable objects/designs. 

¶ These experiments can be placed in the sourcebook and might trigger ideas for the final 
work. 

¶ Give learners 10 minutes to collect 10 images from magazines that depict movement. Hand 
out photocopies of additional examples. Using all the images, learners should make a 
collage in approximately 20 minutes. This exercise should be done before handing out the 
brief, as they will then work more freely. After they have received the brief, they can go back 
to these collages to see if they can use some of it. This is a way of creating interesting 
juxtapositions. 

¶ Play word games using a thesaurus to take them on a journey of synonyms that open up 
new possibilities for inspiration, e.g. action, advance, evolution, flow, progression, transit, 
etc. 

¶ Ask learners to do drawings of different forms of movement based on some of the examples 
above. These could address issues such as the carbon footprint or they could just be 
interesting surrealistic juxtapositions. 
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Experimentation: 
 

¶ Guide learners to experiment with media and processes, to produce trial examples, 
prototypes and mood boards or colour charts.  

¶ Exploring should be purposeful and relevant to the design solution. 

  

 

Experimenting with different media and processes providing trial examples 
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EXAMPLES OF MOOD BOARDS: 
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Thumbnail sketches of ideas/generative drawings: 
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  Drawing skills: 
 

The development of drawing skills should be evident. A variety of solutions to the brief should be 
explored through the use of drawings (thumbnails, idea/conceptual, technical/construction and 
observation). 
 

During the course of the year this exploratory process should reflect the use of different drawing 
materials (e.g. erasers, pens, ink, bleach, string and wire) and a wide range of drawing techniques 
(e.g. stippling, hatching, doodling, scribbling, tonal drawing) and styles (naturalistic, expressive, 
gestural) should be explored. This process should be creatively presented and annotated. 
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EXAMPLES OF FINAL DESIGN SOLUTIONS: 
 

 

  

Experimental 
ballpoint pen 
drawings 
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EXAMPLES OF ARCHITECTURAL DESIGN ï TOPIC 1 DRAWINGS AND TOPIC 2 MODEL: 
 

 

  
 

 
 

 
  


