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Design Technology – Statement of Intent 
Design Technology department at Goldwyn Folkestone reflects a key focus upon Knowledge, Skills and Understanding. 
We aim to engage, inspire and promote inquisitive learning through setting challenging briefs, exploring possibilities and learning practical processes. Design Technology also develops resilience, independent working skills along with team work, planning skills and experimental learning. 
At Goldwyn Folkestone, many students enjoy practical activities and Dt provides them with an element of structure, process and the safety of clarity within the expectations set. 
Although at Goldwyn Folkestone, students are taught in pathways, rather than year groups, resulting in mixed and fluctuating groups, choices of two options/products are often given in order to build upon, extend, and develop student’s knowledge, skills and understanding. 
Design Technology allows students to gain an understanding of how the world around them works, the need for new ideas and inventions as well as gaining skills:
· for future employment
· practical life skills
· understanding technology, people and the environment
· creativity and design
· making
· evaluating
· personal satisfaction and pride in their work.
Sequencing
The Curriculum Plan has a clear sequence centred upon both prior learning and expectations for future learning. Students build their skills throughout KS3, visiting resistant material, mechanisms and graphic design, with increasing skill and understanding of how materials and mechanisms work and the need for specific design elements. 
Currently, the curriculum is only taught to Key Stage 3, which should provide the foundation for further progress through Key Stage 4 in the future.
Examinations:
It is anticipated that all pupils will have the opportunity, in the future, to study for a formal qualification which address their needs, including AQA Awards.  
Design Technology Department:  Long Term Plan 

The Design Technology Long Term Plan reflects a key focus upon Knowledge, Skills and Understanding. It is anticipated that all pupils will have the opportunity, in the future, to study for a formal qualification which addresses their needs, including AQA Awards. The Curriculum Plan has a clear sequence centred upon both prior learning and expectations for future learning.  Currently, the curriculum is only taught to Key Stage 3, which should provide the foundation for further progress through Key Stage 4 in the future.

	Term
	1
	2
	3
	4
	5
	6
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	Workshop safety

Looking at hazards, identifying risks, assessing risks and recognising safety signs.

Basic wood working tools

Tool recognition, identification and use.
Students given the opportunity to explore and use hand tools to cut a basic shape.

Key Learning (KSU)
-Explain their choices of tools and materials.
-State why they are following a specific safety procedure.
	Introduction to Manufactured Boards

Designing and making a Christmas board game. Learning to use a pillar drill and hand tools. Testing and evaluating a product. To understand the properties of manufactured boards.

Key Learning (KSU)
- With guidance can follow basic procedures for health and safety when using machinery and hand tools. 
- Choose suitable and appropriate ways to assemble and join materials together.
- Can classify a range of manufactured boards.
- From a given range, select tools and equipment suitable for a task.





	Electric lighthouse

Making an electrical circuit for a purpose. Planning and making a model of a lighthouse, using the electrical circuit to power the light.

Key Learning (KSU)
- Make a simple electrical circuit.
- Research a range of lighthouses and their designs.
- Describe what their designs are for and how they will work
- Say how they will make their product suitable for their intended use
- With help select tools, equipment and materials suitable for the task.
- Able to measure, mark out, cut and shape materials with some accuracy.
	Designing a Games holder

Introduction to research and designing and making a product for a target market. Using Computer Aided Design software to generate ideas.

Key Learning (KSU)
- Supported use of 2D CAD following a simple check list.
- Describe what their products are for and how they will work
- Say how they will make their product suitable for their intended users
- With help select tools, equipment, materials suitable for the task.
- Able to measure, mark out, cut and shape materials with some accuracy


	Electronic Game

Introduction to electronic circuits, symbols, components and soldering. Design, make and evaluate their product. 

Key learning:(KSU)
- Use a wider range of materials and components, including, mechanical and electrical components.
- Health and safety regarding soldering equipment.
 - Independently select equipment, materials, and components suitable for the task.
- Make simple judgments about their products and ideas against design criteria.
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	 Structures Project

To introduce the pupils to Structures and their importance in the world around us. 
Specifically looking at Bridges. Materials, designs, types, triangulation, technologies and the importance of testing.

Key Learning (KSU)
- Understanding how forces impact on structures.
- Evaluate the quality of design, manufacture and fitness for purpose of their products as they design and make
- Demonstrate knowledge of directions of forces
- Use learning from mathematics to help design and construct.

	Structures Project: 
Fan Boats

To introduce the pupils to Structures and their importance in the world around us. 
Specifically looking at Bridges. Materials, designs, types, triangulation, technologies and the importance of testing.

Key Learning (KSU)
- Understanding how forces impact on structures.
- Evaluate the quality of design, manufacture and fitness for purpose of their products as they design and make
- Demonstrate knowledge of directions of forces
- Use learning from mathematics to help design and construct
	Mechanisms

Students will look at linkages and levers. They will research different mechanisms and then
make their own
Parallel motion linkage. They will use this knowledge to produce a hinged toolbox/jewellery box.

Key Learning (KSU)
- Select appropriate tools, techniques, processes, equipment and machinery
- Use exploded views of finger joints
- Consider additional factors such as ergonomics and anthropometric needs.
- Can classify ferrous and non-ferrous metals.
- Use techniques that involve a number of steps.
- Follow procedures for health and safety and understand the risks.
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	Table project 

Students will research a range of occasional tables, looking at designs through the ages and designers. Research appropriate materials and suitable wood joints for their project.

Key learning:(KSU)
- Select suitable materials considering their fitness for purpose.
- Demonstrate resourcefulness when tackling practical problems.
- Use a range of material joining techniques.
- Name a range of designers, and manufacturers and be able to relate their products to their own designing and making. 
- Apply a range of finishing techniques, including those from art and design, to a range of materials.
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	Group 4
	Circuits

To produce a wooden and Perspex light box.
 
Key Learning (KSU)
- Be able to classify materials and components.
- To know how to make an electrical circuit.
- Know about the physical properties of materials, brittleness, flexibility, elasticity, malleability, durability and toughness.
- Explain choices of materials and components according to their functional properties.
- Make use of specialist equipment to mark out materials.
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	Clock design

The pupils will be shown a number of clocks and asked to name their favourite. 
A PowerPoint of existing unusual clocks will be shown. 
Students will design and make a clock thinking about its aesthetic qualities and intended market. 

Key Learning (KSU)
- Understand different types of mechanisms, e.g. analogue, digital, quartz and automatic.
- Can classify thermoplastics and thermosetting plastics.
- Explain choices of materials and components according to their functional properties.
- Can confidently measure, mark out, cut and shape materials.
- Understand what impact products have beyond their intended purpose.
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	Garden project

Students will research, investigate and make a product that will encourage wildlife into domestic gardens due to habitat loss e.g. nesting boxes, feeders and bug hotels.

Key Learning (KSU).
- Identify and solve their design problems.
- Explain choices of materials and components according to their functional properties.
- Make use of specialist equipment to mark out materials.
- Apply a range of finishing techniques with accuracy and skill.
- Investigate the positive and negative impact that products can have in the wider world.
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