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KS3 - D&T curriculum intent: 


It is the intention of the Design and Technology department to bring learning to life.  We aim to embed fun into making and learning to increase engagement, innovation and creativity to promote ownership of learning.

We provide opportunities for students to deepen their understanding of science, math’s, the arts, humanities, digital technologies, prototyping and engineering preparing them for a future not yet imagined.

With our interdisciplinary, cross-curricular, project-based nature we aim to provide opportunities for students to respond to authentic real world contexts which develop and support critical thinking outcomes. 

We aim to nurture an environment where students can ‘think with their hands’ and feel confident enough to take creative risks, operating outside their ‘comfort zone’, learning from mistakes and daring to do things differently when making decisions; becoming more resourceful, innovative, enterprising and capable in the process.

Additionally, we are intent on providing opportunities for students to develop and apply value judgements of an aesthetic, economic, moral, social, and technical nature both in their own work and when evaluating the work of others.

Implementation:
· The department will adopt the national curriculum for KS3 D&T to ensure a broad and balanced foundation and facilitate the continuity of progression from KS2 and into KS4.
· Prior learning will be revisited in more sophisticated ways and extended in subsequent years. 
· The design problems/ contexts presented to students as starting points for their work will be credible, authentic and open-ended.
· An iterative process will be modelled where ideas are communicated and clarified through action. 
· Students will use research and exploration to identify and understand user/client needs.
· Courses will be technically demanding.  

Impact:

· Students will have a range of transferable practical and theoretical skills so that they will be prepared for an unpredictable future and will have the ability to innovate and respond to new challenges in a creative way.
· Students will be better equipped to communicate ideas, manage complex projects, generate creative resolutions to unexpected problems and address social/environmental issues.
· Clear progression into STEM based careers.
· Engaged and motivated students who make significant progress from their individual starting points.
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KS4 Design & Technology Curriculum Intent
Our intent is to deliver a curriculum that brings design and making to life, inspiring students to become confident, creative problem-solvers. We aim to foster innovation and ownership of learning by embedding engaging, practical experiences that connect theory with hands-on application.
At KS4, students will deepen their understanding of timbers as a primary material, alongside other resistant materials such as polymers and metals, exploring their properties, uses, and sustainability considerations. Through focus practical tasks, students will consolidate theoretical knowledge in a kinaesthetic, creative, and purposeful way, ensuring that learning is active and memorable.
Our curriculum is designed to:
· Develop technical knowledge and practical skills aligned with AQA 8552 requirements.
· Encourage students to respond to authentic design contexts, applying iterative design processes to solve real-world problems.
· Promote cross-curricular links with science, mathematics, engineering, and digital technologies, preparing students for future pathways in STEM and creative industries.
· Nurture resilience and resourcefulness by creating an environment where students feel confident to take creative risks, learn from mistakes, and innovate beyond their comfort zone.
Enable students to make informed value judgments considering aesthetic, environmental, social, and economic factors in their own work and when evaluating others.

Implementation
· Build on KS3 foundations by revisiting prior learning in more sophisticated ways, ensuring progression.
· Deliver a balanced mix of theory and practical work, with practical tasks designed to embed core principles such as material properties, manufacturing processes, and sustainability.
· Use credible, open-ended design contexts to encourage creativity and problem-solving.
· Model an iterative design process, where ideas are explored, tested, and refined through making.
· Incorporate research and analysis to understand user needs and inform design decisions.
· Ensure projects are technically demanding, challenging students to apply knowledge of timbers, polymers, metals, and associated processes.
Impact
· Students will leave KS4 with a broad range of transferable skills, both practical and theoretical, enabling them to innovate and adapt in an unpredictable future.
· They will be equipped to communicate ideas effectively, manage complex projects, and address environmental and social challenges through design.
· Clear progression routes into STEM careers, apprenticeships, and creative industries.
· Students will be engaged, motivated, and confident, making significant progress from their individual starting points.
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