DESIGN & TECHNOLOGY

. . Core theory & . B lising ideas: C: Generating & ¢ A:lInvestigate
specialist \/ ; Develop Id Profiling users,
/ Manufacturing evelop Ideas: — analysing
knowledg_e X your product using Develop your ideas products
Exadm tec:nlque, F: Evaluate & Test: a range of skills through sketches gatheriné
and mock exam : : and models
papers. Information Reflecting on how your and processes. D: Modelling communicating B: Specification research data.
retrieval product meets your Modelling, testing ideas. Developing a o
techniques. design brief and and defining a brief and %)@

specification through
practical testing.

Design Theory:
Inspired by key design
movements, and iconic

designers.

Dy

o Ao
i@f Resistant Materials:
. <L \C
Iterations
Developing a wide
range of designs.

user.

\

Re Visit
Materials:
Working and
physical
properties
and joining
materials.

Modelling:
Develop your
design through
iterative
modelling.

ucCD:
Designing for
specific users using
anthropometric data
and ergonomics.

Electronics:
Applying
programming

CAD

Manufacturing a mixed
material product for a key

specification for
your product.

manufacturing

£

D:
Social, Moral, CA

Economic and
Environmental factors:
Investigating into the

Mock NEA:
Creation of mock
NEA pages; A, B, C,
D,E,F.

Advanced CAD,
applying ergonomic
theory & inserts.

P& Optional Extras
Tasks

Monthly enrichment opportunities
to stretch and challenge their DT

curriculum. ED

Investigate
possibilities:
What is the
design context?
What research

influences on product

design. §

O
8]

can you carry

out to gather

ideas?.

Craft Skills:
Addition processes & wood joints.
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principles in
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manufacture
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specific users.
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