
BIG PICTURE CURRICULUM PLANNING  - KEY STAGE 3 D&T  

The big aims 
of KS3 D&T 

 

 Develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an 
increasingly technological world 

 Build and apply a repertoire of knowledge, understanding and skills in order to design and make high-quality prototypes and products for 
a wide range of users 

 critique, evaluate and test their ideas and products and the work of others 

 To develop ability to work confidently, independently, safely and skilfully with a range of equipment 

 Develop the ability to think creatively in order to solve problems in a variety of contexts 

 Develop ability to present and articulate understanding, ideas and solutions using a variety of media  

 Use of CREATE anatomy to achieve aims 

Characteristic 
of a 

compelling 
learning 

experience 

 Provide opportunities for students to explore and solve different design problems that relate to real-life 

 Work independently and collaboratively, and also in groups  

 Activities will foster resilience and encourage iterative approaches to design  

 Students will be encouraged to think outside the box and “risk take” when designing without fear of being wrong first time and 
encouraged to learn from mistakes 

 Growth mindset-EHOMS (Engineering Habits of Mind) 

 SoL will provide students with framework to problem-solve independently by signposting not spoon-feeding 

Key concepts 

Design 
Use a variety of approaches to design products for familiar and unfamiliar contexts.  Some of these products will be manufactured by the students 
but some will stop at the design stage, therefore being unconstrained by the ned to subsequently make them.  
 
Make 
Use a wide range of specialised tools, equipment, processes and materials in order to safely experiment and also manufacture prototypes, models 
and finished products.  Sometimes these will be products that the students have designed themselves.  Sometimes these will be from plans 
provided for them.  
  
Evaluate 
Students will learn through making and testing/evaluating their models/products.  They will also learn about design and technology through 
analysing existing products and the work of others. 
  
Communicate 
Students will be able to communicate their ideas, designs and understanding of technological concepts using a variety of different media, 
including text, a range of drawing techniques and through talking and discussion.  
 
Use of CAD/CAM 
CAD/CAM will be used in a variety of ways in order to design, make, simulate and communicate (in both 2D and 3D).   
 



 

Design and Technology in Society 
Students learn about the responsibilities of engineers, designers and technologists by exploring the social, moral, cultural and environmental 
factors that influence the design of products from ‘cradle to grave’. 
 

Key 
knowledge 

 

 understand and use the properties of a wide range of resistant and compliant materials and of the performance of structural elements to 
achieve functioning solutions 

 understanding of how to safely use specific tools, machines and equipment taking account of appropriateness and also working properties of 
materials  

 understand how more advanced mechanical systems used in their products enable changes in movement and force 
 understand how more advanced electrical and electronic systems can be powered and used in their products [for example, circuits with heat, 

light, sound and movement as inputs and outputs] 
 apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors] and control outputs [for 

example, actuators] using programmable components e.g. for example, microcontrollers 
 understanding of the design process (including research/specification/planning/making/evaluating) 
  

 
 
 

Key skills 
(from NC) 

Design 
 use research and exploration, such as the study of different cultures, to identify and understand user needs 
 identify and solve their own design problems and understand how to reformulate problems given to them 
 develop specifications to inform the design of innovative, functional, appealing products that respond to needs in a variety of situations 
 use a variety of approaches e.g. biomimicry and user-centred design to generate creative ideas and avoid stereotypical responses 
 develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital 

presentations 
Make 
 select from and use specialist tools, techniques, processes, equipment and machinery precisely, including computer-aided manufacture 
 select from and use a wider, more complex range of materials, components and ingredients, taking into account their properties 
Evaluate 
 analyse the work of past and present professionals and others to develop and broaden their understanding 
 investigate new and emerging technologies 
 test, evaluate and refine their ideas and products against a specification, taking into account the views of intended users and other interested 

groups 
 understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of 

designers, engineers and technologists 
 


