	DESIGN & TECHNOLOGY 
	Curriculum Team Vision

	At OMA we believe education is for everyone, that all students irrespective of their backgrounds, will be exceptional pupils, so they are equipped with the necessary knowledge, skills, qualifications, and mind-set to contribute positively to society.   
Everything we do in the vocational faculty is aimed at providing an ambitious and challenging curriculum which inspires, motivates, and exploits the limitless potential of all our students. This will be achieved by us ‘being inspired by the past - creating excellence in the present- by embracing the future’.    
Our long-term aim is to produce thinking, adaptable adults capable of taking his / her place in a changing technological society. We strive to create distinctive and dynamic partnerships between students and the world or work, forging active relationship with industry-based external training providers and employers.    
The vocational curriculum seeks to promote an educational culture which is scientific, technological, creative, healthy, and entrepreneurial within the framework of the school and national curriculum. In addition, our faculty aims to provide the excellent practical technological, scientific, and holistic communication skills needed by our manufacturing and service industries within the UK and global markets. Thus, ensuring that our students will be well-educated and skilled, ready, and able to progress into employment, further training, or higher education according to their individual aptitudes and ambitions.    
The faculty will be truly cross-curricular and will use aspects of many subjects to aid the students when developing innovative ideas and solving problems individually or as a team. The only boundary to making an impact in the future is our ‘imagination’ and our ability to ‘engineer’ the solutions that could affect peoples’ lives. Students arrive and leave our faculty with a sense of wonder in learning…. that they will carry with them for a lifetime.   

Pupils should be taught to:  
This qualification aims to:
• Focus on the study of creative design and production in the design and production industry
• Offer breadth and depth of study, incorporating a key core of knowledge
• Provide opportunities to acquire a number of practical and technical skills

The objectives of this qualification are to:
• Place design and production in context
• Understand design materials and processes
• Understand design brief and production processes
• Prepare for the presentation of a design solution
• Undertake a review of processes and final solution
• Explore working in the design production industries 

Learning journey across KS3:

• Work confidently within a range of relevant domestic, local, and industrial contexts, such as the home, health, leisure, culture, engineering, manufacturing, construction, food, energy, agriculture, and fashion  
• Consider the influence of a range of lifestyle factors and consumer choices when designing products  
• Take creative risks when making design decisions  
• Consider additional factors such as ergonomics, anthropometrics   
• Analyse where human values may conflict, and compromise must be achieved  
• Develop design specifications that include a wider range of requirements  
such as environmental, aesthetic, cost, maintenance, quality, and safety  
• Research the health and wellbeing, cultural, religious, and socio-economic  
contexts of their intended users  
• Understand how to reformulate design problems given to them products that respond to needs in a variety of situations  
• Combine ideas from a variety of sources  
• Use a variety of approaches, for example biomimicry and user-centred design, to generate creative ideas and avoid stereotypical responses  
• Decide which design criteria clash and determine which should take priority  
• Develop and communicate design ideas using annotated sketches  
• Produce 3D models to develop and communicate ideas, use 3D CAD to model, develop and present their ideas  
• Use CAD and related software packages to validate their designs in advance of manufacture  
• Use mathematical modelling to indicate likely performance before using  
physical materials and components, for instance when developing circuits or gearing systems  
• Give oral and digital presentations and use computer-based tools  
• Select appropriately from specialist tools, techniques, processes, equipment, and machinery, including computer-aided manufacture  
• Select appropriately from a wider, more complex range of materials, components, considering their properties such as water resistance and stiffness follow procedures for safety and hygiene and understand the process of risk assessment  
• Use a wider, more complex range of materials and components, considering their properties  
• Use a broad range of manufacturing techniques including handcraft skills and machinery to manufacture products precisely  
• Exploit the use of CAD/CAM equipment to manufacture products, increasing standards of quality, scale of production and precision  
• Apply a range of finishing techniques, including those from art and design to a broad range of materials including textiles, metals, polymers, and woods  
• Select appropriate methods to evaluate their products in use and modify them to improve performance  
• produce short reports, making suggestions for improvements  
• Products that they are less familiar with using themselves  
• Products considering life cycle analysis  
• How products can be developed considering the concept of ‘cradle to grave’  
• the concept of circular economy approaches in relation to product development and consumption how to adjust the settings of equipment and machinery such as sewing machines and drilling machines  
• Understand the properties of materials, including smart materials, and how they can be used to advantage  
• Understand the performance of structural elements to achieve functioning solutions  


	Where can studying design & Technology take you? Click on the link below:

https://resources.careersandenterprise.co.uk/sites/default/files/2021-01/1438_MLMF_PPT_food_FINAL_ON_SCREEN.pptx





	Subject: 
DESIGN AND TECHNOLOGY 2024-2025


	Terms
	Topics covered and core knowledge and skills
	Links to careers
	Links to the Knowledge organiser and other additional resources

	Half term 1
	DESIGN AND PRODUCTION IN CONTEXT 
Design movements:
Arts and Crafts (circa 1860–1915):
KEY SOCIAL FACTORS:
▪ reaction to industrialisation
▪ aimed to improve the quality of design
KEY FEATURES:
▪ emphasis on nature as a starting point for ideas
▪ often handmade, hand-crafted items which were labour intensive and expensive
▪ wide range of materials (wood, metal, textiles, glass and ceramics)
KEY DESIGNERS:
▪ William Morris
▪ Charles Voysey

Art Nouveau (circa 1880–1914):
KEY SOCIAL FACTORS:
▪ desire to create ‘new’ or modern design for all social classes
▪ showcase art for everyday life
KEY FEATURES:
▪ natural, organic shapes with floral and plant influences
▪ use of modern materials (iron, glass, ceramics) with wood
▪ asymmetrical or whiplash curved lines
o key designers:
▪ Louis Comfort Tiffany
▪ Charles Rennie Mackintosh

Art Deco (circa 1920–1940):
KEY SOCIAL FACTORS:
▪ reaction to World War I
▪ Greek, Egyptian and Aztec influences
KEY FEATURES:
▪ geometric, angular shapes, flowing circles and curves
▪ elegant, functional, and ultra-modern
KEY DESIGNERS:
▪ Eileen Gray
▪ René Lalique

Design principles:
Dieter Rams 10 good principles of design:
• is innovative
• makes a product useful
• is aesthetic
• makes a product understandable
• is unobtrusive
• is honest
• is long-lasting
• is thorough down to the last detail
• is environmentally friendly
• is as little design as possible

	https://www.rya.org.uk/training/careers

https://www.indeed.com/career-advice/finding-a-job

 
https://www.stem.org.uk/resources/community/collection/458166/careers-fashion-and-textiles 
 
https://www.drapersonline.com/news 
 
https://theartcareerproject.com 
 
https://www.velvetjobs.com/articles/insights



	
Knowledge Organisers:

KO - arts & craft.pptx
[bookmark: _GoBack]
KO - arts & craft.pptx



	Half term 2
	DESIGN AND PRODUCTION IN CONTEXT 
Design movements:
Bauhaus (circa 1919–1933):
KEY SOCIAL FACTORS:
▪ aesthetics of fine art applied to everyday items
▪ function over decoration
KEY FEATURES:
▪ streamlined design with little or no embellishment or ornamentation
▪ mass production, use of industrial materials
KEY DESIGNERS:
▪ Marcel Breuer
▪ Marianne Brandt

Modernism (circa1914-1939):
KEY SOCIAL FACTORS:
▪ social improvement through functionality and good design
▪ rapid development of cities and modern industrial societies
KEY FEATURES:
▪ experimentation with new and old technologies
▪ adoption of technology in daily life
KEY DESIGNERS:
▪ Ludwig Miles van der Rohe
▪ Alvar Aalto

Memphis (circa 1981–1988):
KEY SOCIAL FACTORS:
▪ Italian design group described as kitsch, garish and retro
▪ reaction to the design of the 1970s and dominated the 1980s
KEY FEATURES:
▪ bold, colourful, unusual pieces
▪ block use of colour, white space
▪ distinctive black lines and repetitive geometric patterns
KEY DESIGNERS:
▪ Ettore Sottsass
▪ Nathalie du Pasquier

Post-modernism (1945–late 20th century):
KEY SOCIAL FACTORS:
▪ a broad movement, celebrates the unconventional
▪ a pick-and-mix culture, no single definition of style
KEY FEATURES:
▪ links to retro, techno punk and grunge
▪ ridicules convention
KEY DESIGNERS:
▪ Alberto Alessi
▪ Vivienne Westwood

Design principles:
How good design influences everyday life:
▪ architecture
▪ fashion
▪ product design
▪ furniture
▪ sustainable design
	
	



