
BIG PICTURE CURRICULUM PLANNING  - KEY STAGE 3  

The big aims of 
KS3  

 

From the NC – 

  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 
Our own -  

 To develop ability to work confidently, independently or as part of a team skilfully with a wide range materials 
tools and equipment.  

 Develop the ability to think creatively in order to develop a range of skills and practical outcomes that allow ease of 
use and are suited to a particular client and therefore that may accrue in a variety of contexts. 

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

Use of CREATE anatomy to achieve aims. 
 

 

Characteristic of 
a compelling 

learning 
experience 

Textile Technology teacher are committed to making a difference by delivering worthy, compelling and exciting learning 
experiences for young people at Key Stage 3 and beyond.  
 
• We believe that creative learning opportunities in Textiles and the wider curriculum, together with innovative teaching 
methods, will inspire our pupils to challenge themselves and to gain in confidence. Most importantly, pupils will be 
encouraged to take an active role in their learning and become autonomous learners. 
• We will endeavour to engage all learners and raise standards, especially for those pupils at risk of underachievement, by 
giving them the opportunity to equip themselves with the skills they need to become responsible citizens and gain access 
to the modern workplace. 
• We recognise that Creativity is not a skill confined to the Arts, but involves a wider ability to question, to make 
connections, and to take an innovative approach to enterprise opportunities and problem-solving. Textiles can offer many 
opportunities for Creativity. We need to seek to encourage creativity through enabling pupils to make design decisions.  
 
Students be encouraged to promote a compelling learning experience by:  
 

 Individual responsibility 
 Students feeling safe 



 Student ownership of learning 
 Interaction between pupils 
 Sense of belonging 
 Independence 
 Challenge each other 
 Peer assessment 
 Have time to reflect 
 Feel valued 
 Questioning 
 Challenged 
 Teach each other 
 Talk about the lesson afterwards 
 Spellbound 
 Listen to each other 
 Interact with content/concepts on a inter/intra- personal level 
 Record their ideas in a variety of ways 
 Are not sitting behind desks 
 Think! 

 
 

Key concepts 

Within Textile Technology as with all Design and Technology subjects – students will follow a similar process of Design, 
Make, and Evaluate. And these three form our Key concepts.  
 
Within Textile Technology:  

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 [for example, 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, 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 

Technical knowledge will also be developed and the focus here will be on the programmes of stud outline by the DFE.  

Technical knowledge 
 understand and use the properties of materials and the performance of structural elements to achieve functioning 

solutions 

 understand how more advanced mechanical systems used in their products enable changes in movement and force 

 

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 
 

 
Students will be able to:  



 Research, collate and analyse the findings 
 Draw using 2D and 3D representations.  
 Use 2D design software 
 Interpret sources and criteria led lessons to meet an objective 
 respect and demonstrate safe practical skills in the workshop 
 Designing for others 
 Designing to meet a brief 
 Identifying the needs through design 
 Using own experience and visual media available to deign 
 Annotate ideas 
 Evaluate ideas 
 Plan with Quality controls - a skills in linking steps in order 
 Using dyes, paints and fabric 
 Using components to embellish 
 Hand and machine stitching 
 Bloomimicking natural sources (germs/animals) 
 Use materials which are sustainable, recycled, biodegradable, reused and naturally produced 
 Working independently 
 Making skills and is completed with accuracy and appropriate finish. 
 Tolerance levels have been applied accurately at every stage of making. 
 Quality controls are fully in place and all processes of making are checked with care. 
 A diary of making is very detailed and fully highlights timing, modifications and health and safety issues. 

 
 
In relation to key knowledge students will learn over the Key Stage:  
 

 Cutting and fabric manipulations  - using the correct equipment 
 Colouration techniques, including links to Maths and Science 
 Aesthetics and creative crafts 
 Mark making 
 Working to given dimensions 
 Making adjustments to a sewing machine 
 Construct seams - all students could do a  simple seam - G&T a flat fell seam 
 Apply fastenings such as Velcro, hook and eye 
 Edge finish - such as machine, serger/overlocker, pleats 



 

 

 

 Apply decorative techniques such as raw edge applique, top stitching, printing/painting 
 Attach a patch pocket (optional and dependant on ability of students) 

 
 

 
 
 
 
 
 

Key skills 

 
Students will be able to:  
 

 Show an ability to problem solve using an iterative process - being autonomous 
 

 Demonstrate practical skills that link to manufacturing of fabrics in a clear and precise manner.   
 

 Manipulate fabrics to create unique outcomes with ease. 

 Demonstrate and Evaluate the effect of colouration on fabrics 

 Work with a range of fabric contents and know which dyeing method would be required 
 

 Show more complex embroidery such as French knots, bullion stitches 
 

 Demonstrate and peer teach the setup and alter the sewing machine with ease.  
 

 Demonstrate the process of fabric manipulation.  
 

 Demonstrate a range of skills in constructing seams and hems and apply these correctly to a given product.  

 

 Analyse the work of past and present artists, designers and manufacturers to broaden their understanding.  

 

 Test given products whether through manufacturing them themselves or a given products.  

 
 


