D&T with Gra

A Levels, T Levels, Apprenticeships

ICS

Careers: Graphic Design, Packaging design, Architecture, Product

Design, 3D Design, Interior design, Landscape Design, Urban design, Town
planning, Comics & graphic novels, lllustrator, Set Design, Games design, CAD

technician, Car design, Jewellery design, Stylist.

Manufacture your product

using skills and processes

used throughout your DT
journey.

Developing chosen idea,
modelling & testing against
your spec.
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Development
& Final Design

NEA: Making

Produce arange of design ideas
using hand sketches and CAD.
Annotate referencing materials,

m @_ processes & your spec.
g

NEA: Initial
Design Ideas

NEA: Review
against Spec

Review your initial
design ideas against
your spec. Get feedback

from potential users Types and

Selection L
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Paper & Board
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Processes &
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CAD/CAM
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Plotter Cutter
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3D Printing
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Using .
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Design Fictior\
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prototypes
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Materials: /

Paper & board
classification. Where does
Paper come from?

Product Analysis Heat treatment
processes
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Paper & Board

Using manufactured

Litter Picker
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Sustainability

NEXT
STEPS

Gain feedback and test your final
product — have you metyour brief?
How sustainableis it? A

Core content and specialist knowledge:
Revise and practice exam papers in
preparation for yourfinalexam in D&T.

/

Exam
Revision

i

NEA: Evaluate &
Testing

Clarify the needs and wants
of the project, writing your
own brief & specification

, o
NEA: Specification

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.

Sowchs EH

NEA Research &

-
& Brief Investigation
‘%m YEAR
Generatingsketches.  Use various testing and |dentifying & investigatinga 1 1
Develop them using modelling methods to design question from given %70?_)
modelling techniques  develop your product contextualchalenges £
Perfume/Aftershave e
Kagi NEA Coursework years, focus your el
packaging in GCSE D&Tin years 10-
11, through exciting, real
Consider user needs and possible Writing briefs and life projects. Deepen your

problems based around a theme
and developing and writing own

- understanding of DT in
=

.
specifications Productanalysis | 1 the world around us
[

whilst developing
design briefs Practicing Isometric Projection K products that help various
Metals 8 X ) g Producing needs and users.
Polymers and rendering skills.

Orthographic projection.

d/esign ideas
Contxtual Challenge :

ﬁhop Front Desig,

Investigate
existing products

YEAR

10

Core Theory:
Materials %

!

Textiles Modellingideasto

test features
Using CNC Working as Wood joints, marking out.
vinyl Yter ateam

Use of hand tools and machines
Vom |

Bug Hotel

AT

Understanding how
Wood classification.

batch production
works Where doestimber come
from?

SketchUp

Workin more depth on
projects, honingyour
practial skills, improving
your resilience & problem
solvingwhilst developing
independence in the
workshop. Working from a
contextual challenge.

CAD/CAM
SKILLS ‘

CNC 3D Printing

Router

boards Annotating work

YEAR
Core Skills
%

Use of graphical
skills

H&S

Experiencea wide
range offun and
exciting projects
that teach you
valuable skills in the
workshop,
understanding
differentmaterials
and how they work.

Risk
Develop assessments Workshop rules

sketching skills

W |

YEAR

issues

Design vocabulary; workshop H&S; materialsincluding 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.
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