
 

KS3 Design and Technology Curriculum Overview  
 

 

KS3 classes are taught on a carousel system therefore the order of study may differ from the above example.  

YEAR 7 Unit 1  

● 1a - Core Skills  

● 1b - Maze Game  

● 1c - Jewellery  

● 1d - Eco Design  

Unit 2 

● 2a - Scrappy Circuits 

● 2b - Crumble Robotics 

● 2c - Jitterbug 

● 2d - Music Player - Vinyl 2 Tape 2 Disc 2 

Chip 

Unit 3 

● 3a - Practical Skills Building, Food Safety 

and Hygiene  

● 3b - Catering for Needs  

● 3c - Design for Health 

● 3d - Future Food 

YEAR 8 Unit 4 

● 4a - Inclusive Design - Paratriathlete 

Design Challenge  

● 4b - E-Textiles - Smart, Modern and 

Composite Materials  

● 4c - Mini Monster’s  

● 4d - Wearable Technology  

Unit 5 

● 5a - Search and Rescue  

● 5b - Scent Device  

● 5c - Knight Rider - Computerised Vehicles  

Unit 6 

● 6a - Multicultural Meals 

● 6b - Protein Foods 

● 6c - School Food Standards - School 

Lunches 

● 6d - The Appliance of Science  

YEAR 9 Unit 7 

● 7a - Advanced Modelling  

● 7b - 3D Printing  

● 7c - Such a Mess  

● 7d - Mobile Phone - Brick and Buttons to 

Slim Touch  

Unit 8 

● 8a - Analyse That  

● 8b - Does it connect  

● 8c - Grand Designs  

● 8d - Evolution and the Future  

Unit 9  

● 9a - Food Standards  

● 9b - Chilled Ready meals  

● 9c - Event Food  

● 9d - Hydroponics - Working Water  



 

Year 7 Design and Technology 
Curriculum Manager: Mrs Boulton 

Teaching Staff: Mrs Boulton, Mrs Ahmed, Mrs Mottram, Miss Smith, Miss Fisher, Mr Gibson, and Miss Andrew 

Intent  
The Dean Trust curriculum for Design and Technology aims to ensure that all pupils throughout Key Stage 3 have the 
opportunity to develop the creative, technical and practical expertise needed to perform everyday tasks confidently and 
to participate successfully in an increasingly technological world. They are able to build and apply a repertoire of 
knowledge over a vast range of subject specialisms, understanding and skills in order to design and make high-quality 
prototypes and products for a wide range of users. Pupils are able to explore and have the opportunity to work with a 
range of tools, machines, materials and ingredients on a regular basis. Pupils can critique, evaluate and test their ideas 
and products and the work of others. Pupils are able to analyse past and present products. Pupils are encouraged to be 
innovative, creative and outstanding problem solvers. Pupils are given plentiful opportunities to cook nutritious recipes 
that prepare them for future life. Pupils are able to understand and apply the principles of nutrition when cooking. 
 
Creativity and innovation underpin the Design and Technology Curriculum, allowing pupils to communicate in an 
increasingly spontaneous manner as they traverse Key Stages. Not least among our aims, is a desire to foster within our 
students a love of learning a range of practical skills, allowing them to experience different cultures and develop an 
appreciation of the values.  
 
Implementation  
Pupils engage in inquiry, research, design, and problem solving to complete a unit. The project may be individual or 
group-based, and it allows pupils to apply their learning to real world problems. There are four types of pedagogical 
approaches taught across each learning sequence: 
 
• Part A - Mainly Designing 
This approach involves pupils working with digital tools to develop skills in Computer Aided Design (CAD) and visual 
communication. 
 
• Part B - Mainly Making 
This approach involves pupils working with materials and tools to develop skills in shaping, cutting, joining and finishing. 
It helps pupils to develop skills in precision, accuracy and attention to detail. 
 
• Part C - Design and Making 
This approach involves the iterative process of designing, testing and refining a product through making, while taking 
into consideration user needs, aesthetic, functionality and sustainability. 
 
• Part D - Exploring Technology and Society 
This approach encourages pupils to explore the ethical, social and cultural implications of Design and Technology, as 
well as the role it plays in shaping society. 
 

Unit 1 Unit 2 Unit 3 

1a - Core Skills 

2D and 3D sketching and annotation 
teaching pupils how to communicate 
ideas. 

2a - Scrappy Circuits 

Making basic circuits using 
components made from 
everyday office products. 

3a - Practical Skills Building 

Introducing kitchen safety, food 
safety and practical skills. 



 

1b – Maze Game 
An introduction to 2D Computer Aided 
Design to design a laser cut maze 

game.  

2b – Crumble Robotics  
Exploring programming using 
Crumble software and how this 
can be included within a designed 
idea. 

 

3b - Catering for Needs 

Generating food products suitable 
for a range of dietary needs. 

1c - Jewellery 

Using a design movement to inspire a 
pewter cast pendant. 

2c – Jitterbug  

Pupils explore electronic systems 
in products to design and make a 
souvenir to be sold in the gift 
shop at Chester Zoo. 

3c - Design for Health 

Producing healthier meals aimed at 
teenagers considering food choices. 

1d - Eco Design 

Understanding what Eco Design is and 
how it affects product design. 

2d – Music Player  
Exploring the history of music 
players focusing on 
developments in Technology. 

3d - Future Food 

Considering how we might feed the 
world in the future. 

Assessments: 
Pupil’s learning is developed cumulatively, this means that learning from previous key stages is revisited and practiced 
at KS3 and used in more sophisticated ways in subsequent key stages. Some aspects of learning are revisited, developed 
and extended in later years. The Progression Framework provides steps for progression in pupil’s knowledge, 
understanding and skills. These include, but go beyond, the National Curriculum programmes of study. Age-related 
expectations have been developed for pupils’ learning across KS3 with specific expectations in early and late KS3. Its 
main aim is to build on pupils’ previous learning and ensure an appropriate level of challenge.  
 

Pupil’s work is assessed each half term using the Ashton on Mersey 5 Layers Assessment Policy. This includes self and 

peer assessment, temperature checks (group assessment), individual pupil teacher assessment through marking and 

feedback, MAD time and homework. The Dean Trust marking policy is followed to award either; Foundation, Developing, 

Secure or Advanced. 

Homework: 
One homework task is assigned per fortnight, pupils should spend a minimum of 30 minutes on each to complete. 
Homework will be assigned on Bromcom, the class teacher will specify whether this should be submitted electronically 
via Google Classroom or in person during the next lesson. 

Other Useful Information: 
Useful web links 
www.technologystudent.com 
 www.designandtech.com. 

 

http://www.technologystudent.com/
http://www.designandtech.com/

