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	Year 11 – Design and Technology

	Curriculum intent
	Design Technology is about viewing the world around us. To look at where we are now in the 21st century, and where we could be in the future. To know about past and present designers, inventors and innovators and aspire to become people that design and shape the world. In an increasingly technological society, we aim to encourage students to think independently and be creatively when working on a problem. We intend to teach students to be problem solvers in a safe learning environment and explain that making mistakes is okay, and part of the development of process. To build upon theory using research and ideas across all subjects and then apply it to solve real world issues. Design Technology is an inspiring practical subject using a broad range of subject knowledge such as mathematics, science, engineering, computing, food science and art. We aim to empower students to become the people who will solve the issue of tomorrows world. For example, climate change and the quality of life. Design Technology education makes an essential contribution to the creativity, culture, wealth and well-being of the human race and how we can help the world around us.

	Term
	Autumn 1 (HT1)
	Autumn 2 (HT2)
	Spring 1 (HT3)
	Spring 2 (HT4)
	Summer 1 (HT5)
	Summer 2 (HT6)

	Knowledge
	Design and Technology Theory 
Learners will be building upon theory using research and ideas across all subjects and then apply it to solve real world issues. To develop your understanding and skills in order to design and make high-quality prototypes and products for a wide range of users. Through the evaluation of past and present design and technology, they advance a critical understanding of its impact on daily life and the wider world. Learners will be focusing on topics:
· How to Identify, investigate and outline design possibilities
· How to create a design brief and product specification
· How to generate design ideas
· How to manufacture and quality assurance
· How to test and evaluate their success


NEA Project Practice CAD -CAM
Computer-aided design is the use of computers to aid in the creation, modification of a design. Learners will learn to use SketchUp Make, Illustrator and Photoshop to increase the productivity of their design ideas, improve the quality and accuracy of products, to create a database for manufacturing. CAD output is in the form of electronic files for printing.
	Design and Technology Theory 
Learners will be building upon theory using research and ideas across all subjects and then apply it to solve real world issues. To develop your understanding and skills in order to design and make high-quality prototypes and products for a wide range of users. Through the evaluation of past and present design and technology, they advance a critical understanding of its impact on daily life and the wider world. Learners will be focusing on topics:
· How materials and engineering methods enhance and improve functionality
· The importance of product lifecycle in responsible and sustainable design 
· What modern and smart materials are, and their properties 
· The principals and techniques of projection drawings
· The impact that a consumer society has on natural resources and the environment
NEA Project Practice CAD -CAM
Computer-aided design is the use of computers to aid in the creation, modification of a design. Learners will learn to use SketchUp Make, Illustrator and Photoshop to increase the productivity of their design ideas, improve the quality and accuracy of products, to create a database for manufacturing. CAD output is in the form of electronic files for printing.
	Design and Technology Theory Revision 
Learners will be revising for their exam. All the topics covered from Y10 on where we are now in the 21st century, and where we could be in the future. The knowledge of the past and present designers, inventors and innovators and aspire to become people that design and shape the world. To develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world.
 Sustainability
Making products and considering their impact on the natural world.
	

	Skills
	· Context Analysis
· Market Research
· Product Analysis
· Design Brief
· Product Specification
· Sustainability
· Concept Design
· Aesthetic
· Function
· Prototype Manufacturing
· Analyse 
· Evaluate
· Computer-aided design
· Computer-aided manufacture
· Identifying modification 

	· Energy Generation 
· Fossil Fuels 
· Fracking – What is it?
· Energy Storage 
· Pneumatics 
· Hydraulics 
· Modern Materials 
· Smart Materials 
· Types of Motions
· Types of Levers 
· Linkages 
· Wood and Timber 
· Computer-aided design
· Computer-aided manufacture
· Identifying modification 
· Practical Skills
	
	

	Assessments
	Progress Test, including extended written answer. Oblique, Isometric and perspective drawings. Practical outcome - model and working prototype.
Quality control check against design specification and evaluation. Sustainability test, with high value question.

	Progress Test, including extended written answer. Oblique, Isometric and perspective drawings. Practical outcome - model and working prototype.
Quality control check against design specification and evaluation. Sustainability test, with high value question.

	
	

	Enrichment

	https://technologystudent.com/prddes_2/jewellery1.html
https://classroom.thenational.academy/lessons/can-nature-make-us-more-environmentally-accountable-6wu66t

	https://technologystudent.com/prddes_2/jewellery1.html
https://classroom.thenational.academy/lessons/can-nature-make-us-more-environmentally-accountable-6wu66t
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