Design and Technology - Curriculum Journey
Making:
You will make a final high quality
prototype using a range of
materials and components along
with various tools, equipment and
processes
including
CAD/CAM.

Potential Career Pathways:
- Architect
- Aerospace Engineer
- Animator
- Carpenter
- CAD Technician - Costume Design
- Civil Engineer
- Fashion Design
- Gaming Design - Graphic Design
- Industrial Design - Interior Design
‘GCSEs? - Product Design - Surveyor
Completed - Set Designer
it mate!’

GCSE Written Exam (2 Hours):
It’s time to prepare for your GCSE exam.
Teachers will recall knowledge from
your 5 years with us and talk your
through some amazing
revision strategies to help
you remember more. This
will include a range of content
covering Core, Technical and
Design and Make Principles.

Post
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EXAM PREPARATION
Generating Design Ideas:
Explore a range of possible ideas
linking to your contextual challenge.
Design ideas should demonstrate
flair and originality and you are
encouraged to take risks with your
designs. You should use a variety of
techniques to communicate your
ideas.

NEA

Identifying & Investigating Design Possibilities:
Use a range of research techniques to fully explore a
given contextual challenge. investigate
client needs and wants and factors
including economic and
social challenges.

YEAR
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Design Brief and Specification:
Outline design possibilities by
producing a design brief and
design specification.
Metals:
Sources and Origins, Properties,
Environmental Impact, Mining,
Equipment and Processes, Finishes.

YEAR
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Metals
New and Emerging
Materials:
Learn about Smart,
Modern and Composite
Materials and their uses
in the real world..
Practical Skills:
Learn how to
work with
Polymers incl:
Cutting,
Abrading,
Joining,
Moulding,
Bending,
Surface Prep,
Finishing.

Design Implications
Product Analysis:
Evaluate existing products and
develop them, making improvements
to make products more inclusive,
aesthetic or functional.
The Work of Others:
Learn from some of the most
iconic designers and
companies including Chanel,
Apple and Dyson.

Timbers

Isometric Drawing:
Make your design ideas jump
out from the page. How to
draw in 3D using Isometric
Method.

CAD: Computer
Aided Design.
Design your
components
using 2D Design.
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3D CAD:
Produce
rendered
CAD work
of your
ideas.

CAM: Computer Aided
Manufacture. Use the
Laser Cutter to
manufacture
your pieces.

Metals:
Metal Classification.
Where do they
come from?

Programming:
Learn how to code your
very own car racing game
using a BBC MicroBit.

YEAR
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Context Challenge 3 Packaging

Colour:
Colour meaning.
Primary, Secondary and
Tertiary colours.
Complimentary and
Analogous colours.

Typography:
How do the shapes of letters
communicate a message? Why are
certain fonts used in certain situations?

3D Drawing Skills

Context Challenge 4 - Storage

Environmental
Impact:
Finite Resources,
CO2, Global
Warming, Nuclear
Dangers,
Renewables –
Advantages and
Disadvantages.

Designing:
Learn how to
produce
‘industrial style’
design pages.

Design

Practical Skills:
Learn how to work with
timbers incl: Cutting,
Abrading, Joining,
Laminating, Bending,
Surface Prep, Finishing.

Society and Culture:
Learn how to design
products which meet the
needs and demands of
other societies and
cultures.

Logo Design:
What is a Brand
Identity? How do Type,
Colour and Symbols
portray a brand
identity.

Energy Types:
Fossil Fuels, Nuclear &
Renewables.

YEAR

Context Challenge 7 –
Developing Countries

Polymers:
Sources and Origins, Properties, Environmental
Impact, Plastic Oceans, Equipment and
Processes, Finishes.

Human Factors:
How to design for
inclusive and exclusive
user groups, taking their
needs and abilities into
consideration.

Technical Drawing:
Learn how to construct
working drawings as
part of a Manufacturing
Specification.
Timbers:
Sources and Origins,
Properties,
Environmental Impact,
Deforestation,
Equipment and
Processes, Finishes.

Eco Housing:
Take on the challenge of
designing for the future.
Pick a plot in the village
and build a house from
eco materials and
resources.

3D Modelling:
Use modelling
materials and equipment
to produce 3D models of
your design ideas.

Technical Design Skills

Practical Skills:
Learn how to work with Metals incl:
Cutting, Abrading, Joining, Casting,
Bending, Forging, Surface Prep, Finishing.
Exploring Real World
Problems:
Investigate problems
facing developing countries
and identify opportunities for
potential products to meet the
needs of a chosen user.

Context Challenge 9
– Lighting

NEA

Exploring Product Design:
Learn how products are
designed for assembly.
Disassemble existing
products and produce
Exploded Drawings for
your own designs to show
how they go together.

Iterative
Development:
Use your range of
Design and
Modelling skills to
Iteratively
Develop potential
ideas for a
modern lamp.

Independent
Making:
Put your knowledge
and skills to the test
to produce a unique
and challenging final
product. Specialist
techniques must be
used to produce a
demanding outcome.

Further Education Options:
- A Level Product Design
- A Level Fashion and Textiles
- A Level/BTEC Engineering
- Degrees across a range of
Design and Engineering
based courses.

Context Challenge 6 –
Society & Environment

Developing Design Ideas:
Develop and refine
design ideas. This may
include, formal and
informal 2D/3D drawing
including CAD, systems
and schematic diagrams,
models and schedules.
You will develop at least
one model. Select
suitable materials and
components
communicating your
decisions throughout the
development process.
including how your
Designs meet the Design
Specification. This work
will then feed into the
development of a
Manufacturing
Specification.

Analysing and Evaluating:
You will evaluate throughout
your NEA. This includes testing
and evaluating of ideas
produced during the generation
and development stages. Your
final prototype will also undergo
a range of tests on which a final
evaluation will be formulated.
This includes market testing.

Context Challenge 5 - Gaming

Environmental Impact:
Discover how we
impact our planet.
What is a Carbon
Footprint? How do we
reduce it? What
changes can we
implement for a better
tomorrow?

Society: Learn how to
solve problems in a
changing world.
Discover the problems
we currently face and
offer solutions through
creative ideas and
design.

Anthropometrics and
Modelling:
Assembly:
Ergonomics:
Use modelling materials to
How to
Learn how to make
demonstrate and test a
assemble
products fit the user
portable control pad
products with standard
and easy to use.
design for your new game.
components.
Users:
Begin to consider
Timbers:
user’s wants and
Drawing: Learn how to sketch
Wood Classification.
needs before
and use construction lines to
Where do they
designing.
produce great design work!
come from?

Polymers:
Plastic
Classification.
Where do they
come from?

Graphic Design:
How to stand out
and be recognized.

Design and Make:
Come up with a
creative product idea
to raise awareness of
people/pets in the
dark!

YEAR

Context Challenge 2 - Darkness

Context Challenge 1 - Time

Explore a Context:
Explore Problems/
Needs/Opportunities
Electronics:
Learn about and use a range
of electronic components to
produce a flashing LED light.

Painting:
How to apply
surface finishes
to Timber

Design and Make: Put your
creativity to the test when you
design and make a new clock,
learning how to use new tools
and equipment along the way.

2D Drawing Skills
Rendering:
Add Tone and
Rendering to your
designs to bring
them to life and
make your work
stand out!
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Welcome to
Ashington!
Let your Design
& Technology
Journey Begin!

