
Design and Technology Curriculum Overview  

Our Vision Why study Design and Technology at St Mary’s and St John’s?  

Design & Technology (D&T) is an inspiring, rigorous and practical subject that prepares young 

people to live and work in the designed and made world. At SMSJ, we are focused on giving 

students the tools, knowledge and information they need in order to serve society by being more 

effective, more experienced and more efficient designers and makers.  

Through the study of D&T at SMSJ, our pupils are academically educated to a high standard by 

staff who are passionate about the subject. We are fortunate to have well resourced, dedicated 

rooms at our Bennett House and Stamford Raffles campuses to allow flexibility in the projects and 

the skills we can deliver. Our curriculum is aspirational so that students will have a hope-filled 

future. We also pride ourselves on the way in which our pupils can apply their cognitive learning 

within the classroom to life outside of the classroom. Through their learning, students are shaped 

in a way which enables them to deal with a world that is constantly developing and evolving around 

them with empathy, sympathy and respect.  

Wisdom: The D&T department hopes that through an ambitious curriculum students will have a 

clearer view of Design and Technology and its impact on our world. Studying D&T supports student 

knowledge and understanding of issues such as: inclusion, emerging technologies, sustainability 

and social, cultural, economic and environmental responsibilities.  

Service: The D&T department hope that the skills that students learn will serve them now and into 

adulthood. The D&T department will give students the tools required to understand the value of 

service.  

Hope: By being exposed to the world of D&T, students will have the knowledge of what good 

design is and how it forms everyday life. It is the hope of the D&T department that by studying our 

subject at SMSJ, students will have the confidence to respect and sustain the natural and made 

environment around them and in turn will inspire future generations.  

What knowledge and skills will be taught?  

Studying Design and Technology includes the use of a broad range of knowledge, skills, and 

understanding prompting engagement in a wide variety of design based activities. At KS3, following 

the National Curriculum for Design & Technology, pupils design and make products that solve real- 

life and relevant problems within a variety of contexts using a range of materials and equipment. 

At KS4, pupils can build upon their knowledge studying a GCSE in Design & Technology. With a 

solid foundation in the subject, we hope to be able to offer students the opportunity to study D&T 

at A-Level in the future. Subjects directly related to D&T can be studied at degree level and the 

practical nature of the subject often serves students well who want to go on to have careers in 



Science, Engineering or Mathematics.  

Year 7 In Year 7, students will examine the design process focusing on iterative design and 

looking at how design is not a linear process but one that requires designers to constantly move 

between researching, designing and testing. Students will gain confidence in using a range of 

basic equipment and materials in our dedicated workshop space. Our curriculum supports 

students regardless of the foundation they have had in D&T at Primary school.  

Year 8 In Year 8, students will develop the skills learned in Year 7 by focusing on a specific area 

of Design & Technology - Electronics. Students will learn about basic components and electrical 

circuits as well as learning the skill of soldering. Students will understand how they can design 

and make a product using a simple electronic circuit.  

Year 9 In our well equipped, purpose built D&T workshop; Year 9 students will learn different 

practical skills using a range of tools and equipment. Projects will closely reflect the new style of 

GCSE in the subject with students responding to a given ‘context’. Students will be encouraged to 

continue to think in an iterative manner where students design, model and evaluate at their own 

pace.  

GCSE The EDUQAS GCSE D&T course offers a unique opportunity in the curriculum for 

students to identify and solve real problems by designing and making products or systems. 

Through studying GCSE D&T, students will be prepared to participate confidently and 

successfully in an increasingly technological world; and be aware of, and learn from, wider 

influences on design and technology, including historical, social/cultural, environmental and 

economic factors.  

Year 10 In Year 10, students will gain a broad understanding of key design and making concepts 

through a range of theoretical and practical activities, focused practical tasks and mock 

contextual challenges. Once the NEA Contextual Challenge has been released in the summer 

term (June 1), students will begin to work on this; carrying this on to Year 11. At the end of Year 

10, students will sit a mock exam that reflects the areas of the course they have studied thus far.  

Autumn Term Spring Term Summer Term 

Introduction to the EDUQAS GCSE 

D&T subject and specification. 

Followed by, mini NEA style practice 

project 1, covering various D&T 

theory topics and skills. Followed by 

a mock test.  

Technical principles Core 

knowledge and understanding 

This section is designed to develop 

learners’ knowledge and 

understanding in design and 

technology and its impact on daily 

life. Learners should develop a broad 

understanding of materials, systems 

and processes and have the 

opportunity to apply knowledge and 

understanding from other subject 

areas including mathematics and 

science.  

Design & Technology and our 

world: Learners need a breadth of 

technical knowledge and 

understanding in order to make 



effective choices in relation to the 

selection of materials, components 

and systems. They should consider 

emerging technologies, 

environmental issues and impacts on 

society. They should consider the 

needs of future generations as well 

as their own, and take a broad view 

of the impact of design and 

technology activities.  

Smart materials, composites and 

technical textiles. The design and 

manufacture of products depends 

upon material technology and the 

development and implementation of 

materials in products. Learners need 

to be aware of developments in 

materials technology and how these 

impact on the design and use of 

products.  

Electronic systems and 

programmable components. 

Familiar products often include the 

use of electronic components. 

Learners should be aware of the 

importance of electronic and 

programmable components to the 

product designer and end user 

and  

Mini NEA 

style 

practice 

project 2, 

covering 

various D&T 

theory 

topics and 

skills. 

Followed by 

a mock test.  

Mechanical components and 

devices. Familiar products often 

include the use of mechanical 

components and devices. Learners 

should be aware of the importance 

of mechanical components and 

devices to the product designer and 

end user and how such components 

are integrated into everyday 

products we use  products we use.  

Materials. Learners need to have 

a broad understanding of the 

categorisation and properties of a 

range of materials. They should be 

aware of their source, use and 

application in products..  

Mini NEA style practice project 3, 

covering various D&T theory topics 

and skills. Followed by the start of 

the NEA on June 1 (Year 10 and 

continues through to Year 11)  

Mini NEA style practice project 3, 

covering various D&T theory topics 

and skills. Followed by the start of 

the NEA on June 1 (Year 10 and 

continues through to Year 11)  

Mini NEA style practice project 3, 

covering various D&T theory topics 

and skills. Followed by the start of 

the NEA on June 1 (Year 10 and 

continues through to Year 11)  

Technical principles In-depth 

knowledge and understanding 

Learners are required to develop an 

in-depth knowledge and 

understanding in relation to at least 

one of the following:  

Technical principles In-depth 

knowledge and understanding 

Learners are required to develop an 

in-depth knowledge and 

understanding in relation to at least 

one of the following:  

• electronic systems, programmable components & 

mechanical devices.  

• electronic systems, programmable components & 

mechanical devices.  

• papers & boards.  

• natural & manufactured 

timber.  

• natural & manufactured 

timber.  

• ferrous & non-ferrous metals.  

• ferrous & non-ferrous metals.  

• thermoforming & thermosetting polymers.  

• thermoforming & thermosetting polymers.  

• natural, synthetic, blended and mixed fibres; 

woven, non-woven and knitted 

textiles.  

• natural, synthetic, blended and mixed fibres; 

woven, non-woven and knitted 



textiles.  

• natural, synthetic, blended and mixed fibres; 

woven, non-woven and knitted 

textiles.  

Learners are required to develop an 

in-depth knowledge and 

understanding of:  

Learners are required to develop an 

in-depth knowledge and 

understanding of:  

1. The sources, origins, physical and 

working properties of the material 

categories or the components and 

systems, and their ecological and 

social footprint  

1. The sources, origins, physical and 

working properties of the material 

categories or the components and 

systems, and their ecological and 

social footprint  

2. The way in which the selection of 

materials or components is 

influenced by a range of factors, 

such as functional, aesthetic, 

environmental, availability, cost, 

social, cultural and ethical  

3. The impact of forces and stresses 

on materials and objects and the 

ways in which materials can be 

reinforced and stiffened  

4. Stock forms, types and sizes in 

order to calculate and determine the 

quantity of materials or components 

required  

how such components are integrated 

into everyday products we use.  

5. Alternative processes that can be 

used to manufacture products to 

different scales of production  

6. Specialist techniques and 

processes that can be used to 

shape, fabricate, construct and 

assemble a high quality prototype, 

including techniques such as 

wastage, addition, deforming and 

reforming, as appropriate to the 

materials and/or components being 

used 

7. Appropriate surface treatments and finishes that can be applied for 

functional and aesthetic purposes  

SMSJ Mock exam.  

Year 11 In Year 11, students will complete the NEA element of the course submitting a working product or prototype supported 

by a comprehensive design portfolio showing the students design journey. Students will then focus on theoretical knowledge 

for the final exam in June. Students will sit a full mock GCSE in line with SMSJ’s mock examinations timetable.  

Autumn Term Spring Term 

Will be spent on the NEA. (continued from end of 

Year 10)  

Autumn Term Mocks  

It’s intended to be an iterative process so the learning 

activities will be directed by the student and will 

depend on their project. (NEA: Chosen 

CONTEXTUAL CHALLENGE)  

Designing and making principles Develop and apply 

core knowledge, understanding and skills This 

section is designed to develop learners’ knowledge, 

understanding and skills when designing and making 

prototypes. It describes the activities learners are 

required to undertake as part of the sustained design 

and make activity which forms the non-exam 

assessment (NEA) in this qualification.  



Additionally, whilst not being required within the written 

examination to undertake design and make activity, or 

evaluate their own prototypes from the NEA, learners' 

knowledge and understanding of these designing and 

making principles will be assessed in Component 1  

Will be spent on the NEA. (continued)  

Spring Term Mocks  

9. Design and develop at least one prototype that 

responds to needs and/or wants and is fit for purpose, 

demonstrating functionality, aesthetics, marketability 

and consideration of innovation.  

10. Make informed and reasoned decisions, respond to 

feedback about their own prototypes (and existing 

products and systems) to identify the potential for 

further development and suggest how modifications 

could be made.  

Manufacture of 

Prototype:  

1. Selecting and working with appropriate materials 

and components in order to produce a prototype.  

2. Using appropriate and accurate marking out 

methods including: measuring and use of reference 

points, lines  

'Design and Technology in the 21st 

Century'.  

1. Understand that all design and technological 

practice takes place within contexts which inform 

outcomes.  

2. Identify and understand client and user needs through 

the collection of primary and secondary data.  

3. Demonstrate an ability to write a design brief and 

specifications from their own and others’ 

considerations of human needs, wants and interests.  

4. Investigate factors, such as environmental, social and 

economic challenges, in order to identify opportunities 

and constraints that influence the processes of 

designing and making.  

5. Explore and develop their ideas, testing, critically 

analysing and evaluating their work in order to 

inform and refine their design decisions thus 

achieving improved outcomes.  

6. Investigate and analyse the work of past and 

present professionals and companies in the area of 

design and technology in order to help inform their own 

ideas.  

7. Use different design strategies, such as 

collaboration, user-centred design and systems 

thinking, to generate initial ideas and avoid design 

fixation.  

8. Develop, communicate, record and justify design 

ideas, applying suitable techniques, for example: formal 

and informal 2D and 3D drawing; system and 

schematic diagrams; annotated sketches; exploded 

diagrams; models; presentations; written notes; working 

drawings; schedules; audio and visual recordings; 

mathematical modelling; computer-based tools.  

and surfaces; use templates, jigs and/or patterns; work 

within tolerances; understand efficient cutting and how 

to minimise waste.  

3. Using specialist tools and equipment, appropriate to 

the materials or components used (including hand tools, 

machinery, digital design and manufacture), to create a 

specific outcome.  

4. Using specialist techniques and processes to shape, 

fabricate, construct and assemble a high quality 

prototype, including techniques such as wastage, 

addition, deforming and reforming, as appropriate to 

the materials and/or components being used.  

5. Using appropriate surface treatments and finishes 

for functional and aesthetic purposes.  

Completion of NEA.  

Following this, year 11 pupils will then be taught 

and given an opportunity to revise and improve 

skills. 



Year 12 & Year 13 SMSJ will offer A Level Design & Technology in the 2021/2022 academic year following our first GCSE 

cohort.  

 

How do we assess?  

In Year 7 & 8  students rotate between D&T, Food & Nutrition, Art and Computer Science. Students spend approximately 9 

weeks in each rotation learning a range of practical and theoretical skills in all four disciplines. In Year 9 students rotate between 

D&T, Food & Nutrition and ART for approximately 13 weeks. This broad and balanced approach allows students to make informed 

decisions with regards to subjects within the Create & Design faculty when they get to their GCSE option choices in Year 9.  

Students will be assessed on entry in each of the 3 disciplines at KS3 to establish their level of prior knowledge. Throughout 

each rotation, students will be formatively assessed by the teacher and their peers. Towards the end of each rotation, students 

may be summatively assessed on a particular skill or discipline to help feed into their Assessment Point report for that particular 

point in the year.  

At GCSE, students will complete a number of mini (mock) NEA style projects to ensure they are used to the processes of creating 

a working product or prototype supported by a comprehensive design portfolio. Over the two years, students will practise exam 

style questions and sit mock papers in line with the school’s exam schedule to ensure students are used to the structure of D&T 

exams and the style of questions.  

Super curricular  

We hope that by studying a broad D&T curriculum, students will want to explore opportunities to develop their knowledge outside 

this curriculum. We are able to signpost students to a wide range of websites, books and resources on a range of different topics 

and subject areas. In addition to this, the D&T world is also awash with free, open source Computer Aided Design & Manufacture 

software that students can use to get ‘hands on’ expertise in this area. As a department, we are proud to continue to build links 

with outside companies and organisations giving students real-life exposure to the designed and built world.  



We are able to draw upon links with other faculties, in particular those that promote and embody Science, Technology, 

Engineering, Art and Maths (STEAM) in school. Working closely with the STEAM coordinator, we are able to offer practical 

support when needed to STEAM clubs and projects as well as providing a curriculum that reflects the ever-changing nature of 

these fields.  

The D&T department offers clubs at KS3 such as: Race for the line for Year 7, Rampaging Chariots for Year 8 and D&T skills for 

Year 9  We hope that this programme of super curricular activities will encourage and enable students to achieve mastery within 

D&T and become independent learners and young people who actively contribute to the creativity, culture, wealth and well-being 

of themselves, their community and their nation. Thus helping them to become more resilient and more resourceful, innovative, 

enterprising and capable.  

 

Things to Read, Do, Find  

READ DO FIND 

Revision Guide: Core & Specific 

Theory - Revision Guide. The ‘My 

Revision Notes’ WJEC EDUQAS 

GCSE (9-1) Design & Technology 

revision guide contains all the core 

and specialist subject knowledge.  

Revision Cards: Core & Specific 

Theory - Revision Techniques. 

Take a unit you have studied and 

work towards summarising this on 

a small index card. The notes 

should have key points and 

indicators only. Write some 

questions on the topic and get 

someone to test you.  

Technology Student: Core & 

Specific Theory - Online Revision 

Tool. This website contains 

numerous information sheets and 

exercises to enhance the study, 

understanding and teaching of 

DESIGN and TECHNOLOGY. Use 

this for the NEA. 

http://www.technologystudent.com/  

Technology Student: Core & 

Specific Theory - Online Revision 

Tool. This website contains 

numerous information sheets and 

exercises to enhance the study, 

understanding and teaching of 

DESIGN and TECHNOLOGY. Use 

this for the NEA. 

http://www.technologystudent.com/  

EDUQAS Website: NEA Non-Exam 

Assessment - Review the Design & 

Technology specification and 

assessment criteria. Use this as a 

definitive guide to GCSE D&T theory 

and NEA content needs. 

https://eduqas.co.uk/media/25tlhhbw 

/gcse-design-and-technology- 

specification.pdf  

BBC Bitesize: Core & Specific 

Theory - Online Revision Tool. Use 

BBC Bitesize to help with revision 

and learning. You will find videos, 

step- by-step guides, activities and 

quizzes by subject. 

https://www.bbc.co.uk/bitesize/exa

m specs/z4nfwty  

3D CAD: NEA Non-Exam 

Assessment - Google Sketch-up & 

Blender. Now is a good time to 

teach yourself a new skill. These 

are free, open source 3D Computer 

Aided Design software. This allows 

you to create your own 3D designs. 

There are a number of tutorials on 

YouTube which is a good place to 

start. https://www.sketchup.com/ 

https://www.blender.org/  

3D CAD: NEA Non-Exam 

Assessment - Google Sketch-up & 

Blender. Now is a good time to 

teach yourself a new skill. These 

are free, open source 3D Computer 



Aided Design software. This allows 

you to create your own 3D designs. 

There are a number of tutorials on 

YouTube which is a good place to 

start. https://www.sketchup.com/ 

https://www.blender.org/  

Research an article on a designer 

of interest such as Alessi or Dyson.  

Interview a design professional 

such as an architect, engineer, 

graphic designer or teacher.  

Find out about 10 products where 

biomimicry has been used to 

develop the design.  

Find out about 10 products where 

biomimicry has been used to 

develop the design.  

Research an article of new 

technology.  

Arrange a visit to the V&A, London. Find out 15 facts on a designer of  

your choice.  

Research a sustainable design 

initiative such as solar panels, 

wind power.  

Arrange a visit to the Henry 

Moore sculpture studios and 

gardens.  

Find 5 examples of water harvesting 

technology and record your finding.  

Find 5 examples of water harvesting 

technology and record your finding.  

Research a recognised design/ 

landmark in London such as the 

Gherkin, Shard, London Bridge 

or London eye.  

Arrange a visit to the design 

centre, London.  

Arrange a visit to the design centre, 

London. Find out how they 

construct tall skyscrapers and 

prevent them from leaning.  

Arrange a visit to the design centre, 

London. Find out how they 

construct tall skyscrapers and 

prevent them from leaning.  

Research the Tate Modern or 

the Cartoon museum in 

Bloomsbury.  

Attend a design seminar/ talk 

and record your experience.  

Find out about 10 products where 

planned obsolescence is used in the 

design.  

Find out about 10 products where 

planned obsolescence is used in the 

design.  


