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 Design and Technology  

Our Intent 
 

 Enrich student’s life skills by developing their ability to solve problems and find solutions in a range of 
contexts.  
 Prepare students for successful careers by providing them with knowledge, skills and experience which links 
directly to further education or employment.  
 Enable students to design and create outcomes taking into account the diverse needs of users, groups and 
cultures.  

 
Our Curriculum Priorities 
 

 Problem solving, creativity & resilience 
 Provide knowledge relevant to the subject area and to employment 
 Develop skills and experience relevant to the subject area and to employment 
 Understand the needs of others 

Our curriculum should be broad enough to provide a pathway for all students 
  

 
Our Powerful Knowledge 
  

 

  
KS1 & KS2 Links 

 Weighing, measuring and marking – skills in accuracy, marking out and using materials and ingredients rely 
on a basic understanding of weighing, measuring and marking. 
 Using simple hand tools – students are likely to have used simple tools such as scissors and glue guns which 
provide a basis for discussion of how to use more advanced tools and equipment and the safety requirements of 
these. 

The impact of new and emerging 
technologies on the design and 
manufacture of products. 

Material sources and the 
impact of their extraction and 
use. 

Shaping, forming and joining 
woods, metals, plastics, fabrics, 
papers and boards. 

Nutrients, where they are 
found and their effect on the 
body. 

The sustainability and 
environmental impact of 
materials, processes and power 
generation. 

What systems are and how 
they function in products. 

Tools and equipment used to 
process materials. 

How to make informed 
choices about foods based on 
energy needs. 

How fashion and culture 
impacts on the design of 
products. 

Types of design. 2D and 3D 
drawing techniques and CAD. 

Assessing and ensuring quality 
in products and processes. 

Heat transfer techniques and 
the effect of these on 
ingredients. 

The properties of a range of 
materials and how materials are 
selected for different 
applications. 

The processes that can be 
carried out on materials and 
the limitations of materials. 

Using research and data to 
inform design decisions. 

Properties of ingredients and 
how to use these in recipes. 

How to work safely in different 
contexts and with different 
materials /ingredients and 
equipment. 

Material finishes and 
treatments and how these 
change the properties of the 
materials. 

Electronic principles and circuit 
theory. Components, current, 
voltage, resistance. 

Understanding labelling and 
marketing on foods and 
ingredients. 
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 Designing – students will have basic drawing skills as a starting point for learning some more advanced 
drawing techniques and design skills. 
 Making – students will have made products using simple materials such as paper and card. This provides a 
basis for introducing less familiar materials. 
 ICT skills – students will have used computers which will help in conducting research, mood boarding and 
CAD design as basic features will be broadly similar. 
 Health and exercise – PE and science knowledge about health, diet and exercise provides a basis for teaching 
about healthy cooking and nutrition in Food. 
 Recycling and sustainability – Students are likely have some awareness of why recycling is important and 
which materials are recyclable which is a helpful starting point to discuss sustainability. 
 Periodic table of elements – Knowledge of elements in science is a helpful basis for introducing materials. 
  

Sequence 
The department is fortunate to have subject specialists in all areas and to take advantage of this the knowledge and 
skills are delivered on a carousel system at KS3. Some core knowledge is delivered in greater depth in some projects 
than others, with the aim of interleaving this knowledge without repeating it unnecessarily. Most projects at KS3 
follow the National Curriculum process of Design - Make – Evaluate with skills and knowledge delivery throughout. 
Different projects have a greater focus on different aspects of the process and with different skills. 
 
The KS4 curriculum is largely dictated by the requirements of the exam specifications but generally consists of small-
scale projects during year 10 with the aim of teaching skills and knowledge required for the NEA set tasks during year 
11 as well as teaching as much theoretical knowledge alongside the practical projects. 
 
Implementation methodology 

 

 Projects at KS3 with theory delivery interspersed, normally within the same lesson so that theory can be put 
into practice or tested in a practical way. 
 Booklets record the learning throughout the rotation with regular assessment points. 
 End of unit tests are designed to test the impact of the rotation. Baseline tests for each rotation are starting 
to be used to check impact more accurately. 
 Larger projects with more freedom at KS4, with more theory taught in discrete sections as part of projects. 
 Regular assessment of work produced to check impact. 
 Mock exam data used to check understanding and impact of the curriculum. 
 Groups rotated between teachers at KS3 to deliver subject specific content. 
 Food projects are shorter-term, normally with a theory, planning, making and evaluating section all within 
a 3-4 week cycle. 

 

 
 


