D&T with Timbers

A Levels, T Levels, Apprenticeships

Ca reers: rroduct Design, Furniture Design, 3D Design, Interior Design, Graphic

Design, Materials engineering, Jewellery Design, Aerospace Engineering, Mechanical
Engineering, Industrial Design, Civil Engineering, Computer Engineering, Robotic
Engineering, Biomedical Engineering, Software Engineering.

Manufacture your product

Developing chosen idea, using skills and processes

Gain feedback and test your final
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NEA: Evaluate & -
Development NEA: Making .
& Final Design Testing

Produce a range of design ideas
using hand sketches and CAD.
Annotate referencing materials,
processes & your spec.

NEA: Initial
Design Ideas

Clarify the needs and wants
of the project, writing your
own brief & specification
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NEA: Specification
& Brief

NEA: Review

against Spec I

Review your initial
design ideas against
your spec. Get feedback
from potential users

Generating sketches.
Develop them using

T n
ypes and modelling techniques

Selection -
Forces & stresses characteristics

develop your product

Contextual Challenge:

Specialism Theory: Acrylic Portable
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Core 8
Revise and practice exam papers in
preparation for your final exam in D&T.

NEA Research &

Use various testing and
modelling methods to
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Exam
Revision

What is the design context? What research
can you carry out to gather ideas to further
understand the context. Client interviews,
product, site analysis & primary research.
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Identifying & investigating a
design question from given
contextual challenges
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After choosing options in

EA Coursework

Timbers @ ‘ year 9, focus your studies
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Paper & Board
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Bug Hotel

Work in more depth on
projects, honing your
practical skills, improving
your resilience & problem
solving whilst developing
independence in the
workshop. Working from a
contextual challenge.

Wood classification.
Where does timber come
from?
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Experience a wide
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Paper & board
classification. Where does
Paper come from?

Use of graphical
skills

Product Analysis Heat treatment
processes

Sustainability
issues
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Develop
sketching skills

Y

b

Design vocabulary; workshop H&S; materials including properties of timbers &
polymers; manufacturing wood joints, forming metals; communicating ideas
including sketching and formal drawing skills (including 1 & 2 point perspective,
orthographic and exploded drawings), rendering skills; ergonomics and
anthropometrics; developing ideas through modelling and testing; product analysis
of existing solutions; evaluation & testing prototypes.

Risk range of fun and
exciting projects
assessments Workshop rules e
valuable skills in the
workshop,

understanding
different materials
and how they work.
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