
Design and Technology
KS3 Curriculum Adaptations

The Design and Technology Curriculum is taught in a carousel. Students spend time in Year 7, 8
and 9 covering topics from both Design and Technology and Food Preparation and Nutrition.
Each rotation lasts 18 weeks and is assessed as a unit of work. Through a variety of creative and
practical activities, pupils are taught the knowledge, understanding and skills needed to engage
in an iterative process of designing and making.

In Year 7 Students will learn about Health and safety, materials, processes, tools and equipment
as well as systems and control and Computer aided design and manufacture.

In Year 8  students continue to learn about materials and processes, tools and equipment that
will include systems control and electronic mechanisms as well as a project in Textiles.

In Year 9 students will  extend their prior learning and Projects will include extensive knowledge
of CAD/CAM, laser cutting and 3D printing. Design and technology provides an opportunity for
pupils to use their creativity, imagination and problem solving skills to produce products that
solve relevant problems which boosts self esteem and raises aspirations. This requires a broad
range of skills that draw on literacy, mathematics, science, engineering, computing and art.
Pupils are encouraged to develop their enterprising skills and to develop critical understanding
that impacts on daily life and the wider world to make an essential contribution to the creativity,
culture, wealth and wellbeing of others.

Through a variety of creative and practical activities, pupils should be taught the knowledge,
understanding and skills needed to engage in an iterative process of designing and making.

Design: students must be able to develop their creativity through the  use of research and
exploration, such as the study of different cultures, to identify and understand user needs
identify and solve their own design problems and understand how to reformulate problems
given to them  develop specifications to inform the design of innovative, functional, appealing
products that respond to needs in a variety of situations  use a variety of approaches [for
example, biomimicry and user-centred design], to generate creative ideas and avoid
stereotypical responses  develop and communicate design ideas using annotated sketches,
detailed plans, 3-D and mathematical modelling, oral and digital presentations and
computer-based tools.

Make: select from and use specialist tools, techniques, processes, equipment and machinery
precisely, including computer-aided manufacture  select from and use a wider, more complex
range of materials, components and ingredients, taking into account their properties.

Evaluate: analyse the work of past and present professionals and others to develop and
broaden their understanding  investigate new and emerging technologies  test, evaluate and
refine their ideas and products against a specification, taking into account the views of intended
users and other interested groups  understand developments in design and technology, its
impact on individuals, society and the environment, and the responsibilities of designers,
engineers and technologists.



By the end of KS3 students must be able to develop creative, technical and practical skills
that will enable them to confidently participate successfully in an increasingly technological
world, build and apply a repertoire of knowledge, understanding and skills in order to design and
make high-quality prototypes and products for a wide range of users to critique, evaluate and
test their ideas and products and the work of others.

Bonus material: To be able to engage pupils with the world around them, through school visits in
a range of domestic and local contexts home, health, leisure and culture and industrial contexts
for example, engineering, manufacturing, construction, food, energy, agriculture including
horticulture and fashion and  participation in competitions. E.g.:

● INNOVATE V&A The Design Museum - Ventura Competition
● Investment in equipment 3D printers and CAD/CAM
● Cross curricular activities and opportunities

The effects of COVID/lockdown meant that we had to switch to online learning, to ensure that we
could still deliver the planned SOL. This had its disadvantages in terms of delivering the make
aspect of the curriculum, but we were able to deliver the iterative process of designing and
making by concentrating on the theory aspect of knowledge around, Health and safety,
materials, tools and equipment, designing and research aspects were all possible to deliver
online and to get around the making aspect we sent out kits and I made a video on how to
construct and sew for textiles. This worked very well in terms of delivering a textiles design and
make project as it did not require the use of technical equipment and the practical aspects were
easy to record though development of CAD/CAM and use of resistant materials and equipment
this was difficult and students missed out on these aspects.

The design process enabled me to also engage students in The Design Museum ventura
competition for KS3. Which kept them engaged in their online learning and enabled them to be
part of a real live design problem.

As we change after 18 weeks on rotation from Design and technology to food, only one half of
the KS3 cohort missed out on their design and technology learning. This was not measurable as
we were only able to test the pupils that were taught in the second half of the rotation. We will
assess the other group on their learning gaps as we return in September 2021. This will be done
through baseline test and end of project assessment.

The final assessment of KS3 did not highlight any significant gaps though I think this will
Have to be considered as an long term impact with adjustments on recapping on prior
knowledge revisited at regular intervals.

Lots of their gaps have been through learning key words related to practical work in the
workshop designing and making.Tools and equipment and health and safety put into practice.

We’ll need to update the learning journey flow diagram to make it more coherent, as we have
extended some of the projects that cover more of a range of experience of materials which
should help to meet the requirements of the National Curriculum.


