
YEAR

8

7
YEAR

Introduction to 
the workshop: 

Health and Safety

Baseline Assessment: 
What do you already 

know about DT?

Puzzle 
Game 

PROJECT

Materials: 
Wood classification. 
Where does timber 

come from? 
What types of 

motions, mechanisms 
and levers are used?

Evaluate:
What makes a good Bookend? 
How can you improve / modify 

your design?

Materials: 
An introduction to 

polymers and 
using forming.

Make:
Use different moulds to form 

polymers using vacuum forming 
machine. Use CAD with 2D Design.

Design:
Use industry methods to 

produce a range of 
designs suited to the 

brief.

10
YEAR

Knowledge: 
Health and Safety in the 

Kitchen, The Eatwell Guide, 
Carbohydrates, Proteins 

and Heat Transfer

Make:
Wood joints

Use of hand tools and 
machines

Bag/T-shirt 
design

PROJECT

Jewellery 
Design

Materials: 
Develop a knowledge 
of sustainability within 
the fashion industry. 

Source pre-loved 
fabrics to be used for 

project.

Make:
Using sewing machine to follow 

instructions and construct a 
draw string bag.

FOOD
PROJECTs

GCSE
OPTIONS

Design:
Use materials and industry techniques to 

produce a series of designs, showing 
development from concept to final product.

Design:  
Following recipes 

and adapting them 
to meet your 
preferences. 

Make:
Beginning to use kitchen 

equipment to make; Home-
made butter, Scones, Fruit 

Salad, Goujons, Muffins, 
Vegetable Soup, Pasta Bake, 
Bolognese and design own 

healthy lunch. 

Evaluate:
Does your product work? 

ACCESS FM. How can you fix 
problems?

Memory 
Game

Evaluate:
How successful 

we my products? 
Did they meet 

the brief?

Experience a 
wide range of 

fun and 
exciting 

projects that 
teach you 

valuable skills 
in the 

workshop, 
understanding 

different 
materials and 

how they work.

After choosing options in year 10, focus your 
studies in GCSE DT in years 10 -11, through 

exciting, real life projects. 
Deepen your understanding of DT in the 

world around us whilst developing products 
that help various needs and users.

Work in more 
depth on 
projects, 

honing your 
practical skills, 
improving your 

resilience & 
problem 

solving whilst 
developing 

independence 
in the 

workshop.

Make:
Use a wide range of skills, 

materials and joints. To 
develop high quality 

craftsmanship Memory 
game. Use CAD and 2D 

Design.

Design:
Design development of 

the bookend 
Identifying problems 

and creating solutions

Bookend
PROJECT

FOOD
PROJECTs

FOOD
PROJECTs

Materials: 
Polymers Classification. 

What is a polymer?
Electronics What is a 

circuit?

Make:
Technical drawing skills, 

using set squares, drawing 
boards, rules, compasses 

and fine liner pens.

Evaluate:
Does your final image 

combine a range of 
technical drawing 

skills?

Design:
Designing for a fantasy city using 

single point and two pint perspective.

Technical 
Drawing
PROJECT

YEAR

9

PRODUCT
DESIGN

GRAPHICS 
PRODUCT

FASHION & 
TEXTILES

FOOD 
PREPARATION 
& NUTRITION 

Evaluate:
Sustainability 

impacting 
design. 
Product 

evaluation.

Knowledge:
What are the implications of 

not following the Eatwell guide, 
seasonal produce, food ethics & 

healthy eating

Design:
Adapting products in order to meet the 

needs of a specific brief Make:
Refine skills and develop new 

skills and make: Cookies, Bread 
Rolls, Pizza, Swiss roll, 

Vegetable cuts, stir fry, Paella, 
Chilli con carne and design 

own canteen  .

Evaluate:
How the moral 

consequences of food 
choice influences 

what we eat

Design:
Designing for children. How 
do we make a product fun, 

educational and safe?Design:
Practicing Isometric 

Projection and 
rendering skills. 

Orthographic projection.

Evaluate:
What skills have you 

developed?  Test your 
product and consider how 

you would improve it.

Work in more 
depth on 
projects, 

honing your 
practical skills, 
improving your 

resilience & 
problem 

solving whilst 
developing 

independence 
in the 

workshop.

Knowledge:
Exploring Food Science 

different cuisines and the 
impact of deficiencies in 

the diet

Design:
Adapting a standard 

recipe to make it more 
unique

Make:
Continuing to refine skills in 

order to demonstrate 
confidence when cooking a 

variety of dishes: Cheese 
Cake, Danish pastry, Risotto, 
Stroganoff and design own 

cultural meal.  

Evaluate:
How does science 
aid cooking? What 
is cuisine and how 

can deficiencies 
influence me?

Materials: 
Metals, looking at 

categories of metals 
and sources of 

origins. 

Make:
Decorate jewelry 

using casting 
processes. 

Design:
Use Art movements to inspire design 

ideas particularly art Deco and 
Nouveau.

Evaluate:
Product, skills, 
progression, 
knowledge.

How it's assessed
Written exam: 2 hours

100 marks
50% of GCSE

Non-exam assessment 
(NEA): 30–35 hours approx
100 marks
50% of GCSE

TIMBERS
METALS

POLYMERS

PAPER & BOARDS
METALS

POLYMERS

FABRICS
PAPER & BOARDS

POLYMERS

GCSE DESIGN & TECHNOLOGY
How it's assessed
50% of GCSE - Written exam: 1 h 45 m
100 marks
50% of GCSE - Non-exam assessment
Task 1: Food investigation (30 marks)
Task 2: Food Preparation assessment 
(70 marks)

GCSE FOOD PREP & NUTRITION

K e y  S t a g e  3  L e a r n i n g  J o u r n e y
Design and Technology & Food and Nutrition 

Aesthetics Cost Customer Environment Safety Size
Function Material 

TOP TIPS

KEEP CALM 
RETRIEVAL

MAKES
PERMANENT

YEAR 9 ROTATION
Design and Technology 

Food Nutrition
Computing 

YEAR 8 ROTATION
Design and Technology

Food Nutrition
Textiles

YEAR 7 ROTATION
Design and Technology

Food Nutrition
Computing  

Graphics: 
Graphic technical 

drawing, Isometric, 
oblique and orthographic



K e y  S t a g e  4  L e a r n i n g  J o u r n e y
AQA 8552 GCSE Design & Technology

“
“KEEP CALM 

RETRIEVAL
MAKES

PERMANENT

H A L F
T E R M

10
YEAR

1
T E R M

2
T E R M

3
T E R M

11
YEAR

S U M M E R

H A L F
T E R M

EXAM
F I N A L

H A L F
T E R M

S K I L L S

K N O W L E D G E

R E T R I E V A L

Projects, Practical's, Workshop skills, Tools, Machinery, 
Computer Aided Design & Manufacturing  

Theory & Units Covered across the 
specification 

Use the  THEORY ISOLATOR to retrieve content, 
through low stakes questioning / mind maps / q&a

K E Y  D A T E S
Assessments, 
NEA Deadlines

SEP 20

26/10/20  
30/10/20

H A L F
T E R M
15/02/20 
19/02/20

H A L F
T E R M
31/05/21 
04/06/21

H A L F
T E R M
26/10/20  
30/10/20

JAN 21

TBC

TBC

MAY 21

1
T E R M

SEP 21

2
T E R M

JAN 22

3
T E R M

MAY 22

N E A
SUBMISSION

S K I L L S
PROJECT ALLIANCE (Coursework 
introduction) Mixed Material Project, 
working closely with laser cutter, 3d 
printing and traditional crafts skills. 
Section A, B, C

K N O W L E D G E
Unit 3 – Core Materials 

(Paper and Boards, Timber, 
Polymers, Metals and Fabrics) 
Unit 6 – Designing Principles

R E T R I E V A L
Fortnightly Retrieval practice of 

Unit 3 and Unit 6 and KS3 
theory.  

K N O W L E D G E
Unit 7 – Making Principles 

S K I L L S
PROJECT ALLIANCE Practical lessons 
developing workshop skills and 
techniques 

H A L F  T E R M
NEA Completion of 
Section D – Analysing 
and Evaluating of the 
Project Alliance. 

S K I L L S
Individual Strand Project (PD, GR 

& TXT)– NEA Walkthrough; use 
previous contextual challenge, 

students are able to observe 
current Year 11. 

K N O W L E D G E
Unit 1  New and 
Emerging Technologies

R E T R I E V A L
Fortnightly Retrieval 

practice of KS3 Topics, 
Unit 3, 6, 7, 1 

H A L F  T E R M
Work on the sketch development 

of their MOCK NEA project. 

K N O W L E D G E
Unit 2 Energy, materials, electronic 
systems and devices 
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UNIT 3 Assessment

S K I L L S :
Individual Strand 
Project (PD, GR & 

TXT)– NEA 
Walkthrough; 

students will be 
making physical and 

virtual developed 
and complex 

prototypes  

R E T R I E V A L
Fortnightly Retrieval 

practice of 
KS3 Topics, 

Unit 3, 6, 7, 1, 2

H A L F  T E R M
SECTION C Project Alliance Iterative Design Development

S K I L L S
Complete MOCK Project  Prototype 
Produced using workshop tools and 

equipment. MODERATION / PRESENT Your 
product – LIVE CRITIQUE

UNIT 1 Assessment

K N O W L E D G E
Unit 4  Common specialist 
technical principles

R E T R I E V A L
Fortnightly Retrieval practice of  

Unit 3, 6, 7, 1, 2, 4
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K N O W L E D G E
Unit 5  Specialist Strand

S K I L L S + K N O W L E D G E
OFFICIAL START of NEA for 2020 
Submission 50% Section A & B

Design 
Challenges 
Released

UNIT 2 Assessment

S U M M E R
Working on SECTION C of 
NEA and developing based 
on Feedback from SECTION 
A & B

R E T R I E V A L
Intro to THEORY ISOLATOR

R E T R I E V A L
Use the THEORY ISOLATOR to close 
the gaps in knowledge through 
Independent Studies 

S K I L L S
CONTINUE NEA for 2020 Submission 50%
Section C, D – Students need to order 
materials and be ready to start MAKING 
by the start of December (Section E)

R E T R I E V A L +
K N O W L E D G E

EXAM READINESS focused 
lessons with the use of 

Retrieval practice. Focus on 
UNIT 5, 6, 7 and 1 ENTWINING 

both NEA and THEORY 

WHOLE SCHOOL 
MOCK EXAMS

S K I L L S
SECTION 4

All students 
should be 

making the 
project and 

constructing. 

R E T R I E V A L +
K N O W L E D G E

EXAM READINESS 
focused lessons with 

the use of 
Retrieval practice. 

focus on UNIT 2 & 4

S K I L L S
FINALISING NEA for 2020 Submission 50%
Section D and beginning Section E following 
the school exhibit and testing the projects. 

H A L F  T E R M
Students need to update 
Making diaries for SECTION 4

H A L F
T E R M

Students need to 
update NEA based 

on Feedback

R E T R I E V A L + K N O W L E D G E
Lessons leading up to the final exams will be 

influenced by the THEORY ISOLATOR. We will be 
able to fill the gaps of knowledge through a 

series of RETRIEVAL AND 
EXAM READINESS LESSONS 

R E T R I E V A L +
K N O W L E D G E
Lessons leading up to the final exams will be 
influenced by the THEORY ISOLATOR. We will 
be able to fill the gaps of knowledge through a 
series of RETRIEVAL AND EXAM 
READINESS LESSONS 

H A L F  T E R M
EASTER REVISION 
Schedule inspired by 
THEORY ISOLATOR to 
plug gaps of Knowledge 
and Skills needed for 
the skills

AO3: Analyse and evaluate: 
• design decisions and 

outcomes, including for 
prototypes made by 
themselves and others 

• wider issues in design 
and technology. .

AO2: Design 
and make 

prototypes 
that are fit for 

purpose. 

AO1: Identify, 
investigate and 
outline design 
possibilities to 
address needs 

and wants. 

AO4: Demonstrate and 
apply knowledge and 
understanding of: 
• technical principles 
• designing and 

making principles.

10% NEA 30% NEA 10% NEA 40% EXAM10% EXAM

ASSESSMENT OBJECTIVE WEIGHTINGS FOR GCSE DESIGN AND TECHNOLOGY

Section A – Core 
technical principles 

(20 marks) A mixture 
of multiple choice and 

short answer questions 
assessing a breadth of 
technical knowledge 
and understanding

Section B – Specialist 
technical principles (30 

marks) Several short 
answer questions (2–5 

marks) and one extended 
response to assess a 

more in depth knowledge 
of technical principles.

Section C –
Designing and 

making principles 
(50 marks) A 

mixture of short 
answer and 

extended response 
questions.

EXAM BREAKDOWN

NEA BREAKDOWN

Developing
Design Ideas 

SECTION 4

Realising 
Design Ideas

SECTION 5

Analysing and 
Evaluation

SECTION 6

Identifying and 
investigating 

design possibilities

SECTION 1

10 MARKS

Design Brief and 
Specification 

SECTION 2

10 MARKS

Generating 
Design Ideas

SECTION 3

20 MARKS 20 MARKS 20 MARKS 20 MARKS

• Written exam: 2 hours 
• 100 marks 
• 50% of GCSE 

M
O

CK
 P

ap
er

 1

R E T R I E V A L +
K N O W L E D G E
Lessons leading up to the final exams will be 
influenced by the THEORY ISOLATOR. We 
will be able to fill the gaps of knowledge 
through a series of RETRIEVAL AND EXAM 
READINESS LESSONS 
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WHOLE 
SCHOOL 
MOCKS
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