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Innovation by Design  
Research the work of others, design for a better 
world, make model prototypes. 

 

Headline Data: 66.6% 9-4 

“The best way to predict the future is to invent it.” 
— Alan Kay  



Our School 

Curriculum Vision 
 

The curriculum at Willingdon Community School offers a broad, 

balanced, personalised and challenging educational experience, 

which builds on students’ experiences in the primary phase of 

their education. 

 

It aims to provide all students with the knowledge, understanding, 

skills and attitudes which are necessary if they are to become 

successful learners who enjoy learning, make progress and 

Subject Vision 
 
At Willingdon, our Design & Technology curriculum offers a 

broad and inclusive range of opportunities, ensuring every 

student can access, enjoy, and thrive in the subject. We aim to 

nurture confident, self-motivated learners who can work 

independently and collaboratively, equipped with the skills and 

mindset needed for success in an ever-changing world. 

 

Students develop practical and technical expertise alongside 

transferable skills valued by employers—resilience, creativity, 

problem-solving, and teamwork. We believe students learn best 

through hands-on experience, and we encourage them to take 

risks, embrace mistakes as part of the learning process, and 

think critically in a safe, supportive environment. 

 

Our teaching is imaginative, forward-thinking, and rooted in real

-world practice—blending the latest technologies with the best 

of traditional craftsmanship. We actively seek opportunities to 

connect learning to the wider world through community 

partnerships and enterprise projects, which are embedded 

across our schemes of work and enrichment programmes. 



Key Concepts in Design & 
Technology 

Students complete a 8-week project each year that builds confidence, 
creativity, and practical skills in a safe, supportive, and engaging 

environment.  

 

The curriculum: 
• Encourages cross-curricular links and transferable skills for future 

careers. 

• Combines design, making, and critical evaluation to produce high-
quality outcomes. 

• Follows a spiral structure that builds towards GCSE readiness. 

• Promotes sustainable thinking and responsible innovation. 

 

Design 
• Identify and reformulate design problems. 

• Create detailed, user-centred specifications and innovative ideas. 

• Use a range of creative strategies (e.g. biomimicry) to avoid 
stereotypes. 

• Communicate ideas clearly through sketches, models, 
presentations, and digital tools. 

 

Make 
• Use specialist tools, processes, and CAM accurately. 

• Choose and work with a broad range of materials based on their 
properties. 

 

Evaluate 
• Study the work of designers past and present. 

• Explore emerging technologies and test ideas against design 
specifications. 

• Consider the societal and environmental impact of design 
decisions. 

 

Technical Knowledge 
• Apply material properties and structural knowledge in practical 

work. 

• Integrate advanced mechanical, electrical, and electronic 
systems. 

• Use programming and sensors to create intelligent, responsive 
products. 



Design and Technology is taught to all Key Stage 3 students. Students are taught in mixed 

ability groups of a maximum of 24 for a period of 8 weeks, they receive one lesson a week 

which all include research, theory, evaluation and a final outcome. 

Learning in year 7  

Students will learn about Fairtrade and how design can be used to promote 

messages of fairness and kindness. They will develop technical drawing 

skills including isometric and freehand sketching to design their own 

chocolate shape. Students will explore existing chocolate products and 

symbols of Fairtrade to inspire their ideas. They will use 2D Design to create 

a template for their mould and develop practical skills by shaping wood to 

form a mould suitable for vacuum forming. The project will also introduce 

students to the properties of food-safe plastics and the vacuum forming 

process.  

Learning in Year 8 

Students will explore graphic design, CAD/CAM, and cultural influences 

through the development of a laser-cut clock. Working to a design brief, they 

will research and analyse key art movements such as Pop Art, Bauhaus and 

Art Deco to inform their design ideas. Students will learn about layout, 

composition and the role of design in society, using software like Onshape 

to create their final clock face. They will develop technical skills in digital 

design, laser cutting, material finishing and product assembly. Throughout 

the project, they will consider materials, accuracy in manufacture, and how 

design choices impact both users and aesthetics, resulting in a functioning 

and visually impactful timepiece.  

Learning in Year 9 

Students will explore product design and gameplay development by working 

to a creative brief to design and make a small board game. They will 

investigate different types of games, game mechanics, and target 

audiences. Through iterative design, students will learn how to develop 

engaging themes, rules, and visual elements. They will use a range of 

materials and techniques—including card modelling, digital design (e.g. 

using Photoshop or Illustrator), and possibly laser cutting or 3D printing—to 

prototype and manufacture their game components. Students will also 

explore the importance of packaging and branding, and evaluate their 

outcomes through user testing and feedback.  

Programme of Study  

Key Stage 3 



Assessment Plan for Key Stage 3 
 

Design and Technology capability will be built upon over the year to give a final teacher assessment. 

The student will often be using GCSE criteria and grading to support them with their tasks. 

 

Typical homework will include: - 

• Design development sketches or annotation work to refine ideas at home 

• CAD practice or worksheet-based tasks to reinforce software tools 

• Evaluation questions to reflect on progress and link design choices to the brief 

• Learning key vocabulary  

• Completing examination questions 

• GCSE content ready to move up to KS4. 

Each homework will be short, purposeful, and support the learning in class without needing specialist 

equipment. 

 

 Students are given regular feedback within the different units. Feedback comes with targets for 

improvement which they are expected to respond to by adding their own reflective and evaluative 

comments about how they are going to improve their grades.  

 

 

 

 

 

 
 

 

 



Programme of Study  

Key Stage 4 
 

 

 

In Year 11 students will complete the majority of their 

NEA coursework and then an intensive term preparing for 

the final exam.   The breakdown is shown below. 

AQA GCSE Design & Technology  

 

GCSE Design & Technology Overview 
The course is 50% exam and 50% coursework 
(NEA), which begins after the design contexts are 
released on 1st June in Year 10. 

Projects Include: 

Coat Hook or Wall Hanging – Designing for a 
chosen client, focusing on user needs and 
practical making. 

Desk Tidy for IKEA – A design brief inspired by 
IKEA’s brand, exploring function, aesthetics, and 
identity. 

Nail & String Wall Art – A creative task developing 
fine motor skills and craftsmanship. 

Theory and Practical Learning 
Theory is taught alongside practical work, 
covering both core and specialist technical 
principles. 

 

Core technical principles 

• new and emerging technologies 

• energy generation and storage 

• developments in new materials 

• systems approach to designing 

• mechanical devices 

• materials and their working properties 

• specialist technical principles 

• selection of materials or components 

• forces and stresses 

• ecological and social footprint 

• sources and origins 

• using and working with materials 

• stock forms, types and sizes 

• scales of production 

• specialist techniques and processes 

• surface treatments and finishes. 



Assessment Plan for Key Stage 4 
 

 

 
Assessments in Year 10 are based 

around two key areas, Preparation for 

the exam with core and specialist 

technical principles and focused practical 

tasks and projects that reflect the 

demanding and complex making skills 

required for the NEA in year 11. 

Assessments are all internal in year 10, 

with the final GCSE grade coming from 

their terminal exam in year 11 and the 

NEA task set in Year 11. 

Year 10 concludes with a assessment 

paper based on theory and a set of 

practical skills assessed over two mini 

style projects. 

Assessments in Year 11 are made as 

students make progress through the 

NEA task. 

NEA assessment criteria: 

10% • Identifying and investigating 

design  

           possibilities  

10% • Producing a design brief and 

specification 

20% • Generating design ideas 

20% • Developing design ideas 

20% • Realising design ideas 

20% • Analysing & evaluating 

The exam is then 50% of the GCSE and 

is comprised of the areas explained 

below: 





Options Booklet Entry 
 

AQA GCSE Design & Technology 

 

In Key Stage 4, students complete a practical design and make project where they 

explore creative ideas and produce high-quality work using modern tools like laser 

cutters and computer-aided design (CAD). They also learn to use traditional 

workshop equipment safely and confidently. 

Students will look at how technology influences our lives—both positively and 

negatively—and study existing products and famous design styles like Memphis, as 

well as designers such as Alessi and Philippe Starck. This helps them understand 

what makes great design. 

The main coursework project is set by the exam board (AQA) and takes place over 

30–35 hours. Students choose a design brief, research ideas, test materials, and 

create a working prototype alongside a digital portfolio showing their thinking and 

progress. 

 

Assessment Breakdown: 

• 50% Coursework (design and make project with portfolio – assessed in school 

and moderated by AQA) 

• 50% Written Exam (testing knowledge of materials, processes, and design 

principles) 

 

 







British Values in Design 
and Technology 
Design & Technology is a practical and creative subject that 

empowers young people to contribute meaningfully to culture, the 

economy, and their communities. It connects students to Britain’s 

rich design heritage while encouraging them to shape the world 

around them through hands-on experiences that build 

confidence, innovation, and enterprise. 

 

The subject promotes key British values. Individual liberty is 

encouraged through student choice and creativity. From KS3 to 

KS4, students have freedom to explore personal ideas and take 

ownership of their learning, building independence and 

resilience. Democracy is experienced through collaboration, 

discussion, and peer assessment, where all voices are valued. 

 

Understanding and following rules is essential in the workshop, 

reinforcing the rule of law and shared responsibility. Mutual 

respect and tolerance are embedded in every project through 

teamwork, cultural awareness, and thoughtful peer feedback. 

Students learn to challenge inappropriate behaviour and help 

create a positive, inclusive environment. 

 

D&T also supports moral, social, and environmental 

understanding. Students explore ethical design choices and 

sustainable practices, including the 6 Rs: Rethink, Repair, 

Reuse, Recycle, Reduce, and Refuse. They reflect on the impact 

of products across their life cycle. 

Through open-ended projects, students gain self-esteem, 

discover their strengths, and develop creative, real-world 

solutions. Studying British design and global influences builds 

critical thinking, pride in UK innovation, and an appreciation of 

diverse cultures. 

 

In summary, D&T helps students grow as responsible, skilled 

citizens—equipped to shape a better, more sustainable future. 



Spiritual, Moral, Social & 

Cultural Development 

Spiritual development in Design & Technology is fostered by 

encouraging students to explore the creativity and meaning 

behind design and making. Pupils are given opportunities to 

engage with art, design, and products from different cultures 

and countries, helping them to appreciate the diversity and 

richness of the world around them. Through this, students 

develop a sense of wonder, curiosity, and respect for the 

ideas, beliefs, and values of others. 

 

Moral development is promoted by helping students 

understand the impact of their design choices on people, 

society, and the environment. They develop skills in 

independent thinking, creativity, and responsible decision-

making as they explore materials, techniques, and global 

design practices. Pupils are encouraged to consider ethical 

issues such as sustainability, fair trade, and responsible use of 

resources. 

 

Social development is encouraged through collaborative work 

and constructive dialogue. Students articulate their thoughts 

and feelings through peer and self-evaluation, developing 

effective communication skills and learning how to give and 

receive feedback respectfully. Team projects build cooperation, 

shared responsibility, and mutual respect in the classroom 

environment. 

 

Cultural development is evident as students learn how design 

reflects and responds to different cultural needs, traditions, and 

values. They explore how factors such as language, colour, 

and product function vary across cultures and how these 

considerations influence design. Students investigate design 

and making techniques from around the world, gaining insight 

into global perspectives and practices. 

 



 

Literacy in D&T 
Literacy is centred around the core focus of specialised 

vocabulary, especially key terms relating to the scientific 

element of the course. Students will learn how to research, 

construct and evaluate their work along with the skills 

necessary to write clear reports so that they can gain 

maximum marks in both the NEA coursework and the 

written exam  

Numeracy in D&T 
Numeracy is an essential component of the students’ 

studies in DT and is generally interwoven through the 

design and make experiences the students encounter 

throughout their time at Willingdon. We will cover the 

following areas: 

Arithmetic and numerical computation 

Ratios, fractions and percentages as well as surface area 

and volume. 

Handling data  

Presentation of data, diagrams, bar charts and histograms. 

Graphs 

Plot, draw and interpret appropriate graphs and translating 

information between graphical and numeric form. 

Geometry and trigonometry 

Use angular measures in degrees. Visualise and represent 

2D and 3D forms including two dimensional 

representations of 3D objects. Calculate areas of triangles 

and rectangles, surface areas and volumes of cubes. 

 
 

 



 

Broadening horizons in 
D&T 
The skills developed during this GCSE course not only 

allow students to demonstrate and develop their 

originality, flair and innovation, but it also provides 

skills that make better informed and intelligent 

consumers.  

It provides a solid platform for many career paths, 

such as carpentry, engineering, mechanics, product 

design well as a sound background for other less 

obvious careers, where the ability to think differently 

and creatively gives our students the edge on the 

competition.  

Raising aspirations in 
D&T 
GCSE D&T opens the door to a wide range of careers 

in the creative, engineering and manufacturing 

industries. It is also excellent preparation for careers 

in many other fields e.g. medicine, law and computer 

science. Whatever career you choose, the knowledge 

and skills you learn, particularly those concerned with 

rapidly developing technologies, will be extremely 

valuable. 

You will also develop skills, such as teamwork and 

time management which are highly prized by 

employers 

 
 

 

 


