
KS3 Technology Year 9 

 
 
 
All students cover all 4 areas on a carousel of 9 – 10 weeks  
 
Areas are;  
 
Food, DT1, DT2, DT3 
  

Y9 – Unit Time Allocation 

 
Rotation 1 

 

 
Rotation 2 

 

 
Rotation 3 

 

 
Rotation 4 

 
 



 

Year 9   Design & Technology                             

National Curriculum Requirements  

4 Criteria: Design, Make, Evaluate, Technical Knowledge  
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Unit: 

The Big Questions 

 

 

How can the way we 

cook and manipulate 

ingredients affect a 

products quality? 

Key concepts and Content 

Health and safety in the kitchen and using 

equipment 

Food hygiene and the 4Cs  

Develop key practical skills through a range of 

practical lessons 

Develop knowledge and understanding of nutrients 

and their functions in our body 

Develop knowledge of sensory characteristics 

through product evaluations 

Evaluate and test products using a range of 

processes 

Develop understanding of designing meals for a 

specific target market  

Develop basic food science knowledge through 

experimentation  

Develop understanding of food provenance and 

seasonality 

NC areas /  Exam specification covered 

              Design  

 use research and exploration to identify and understand user needs 

 develop the design of innovative, functional and appealing products that 
respond to needs in a variety of situations 
Make 

 select from and use specialist techniques, processes, equipment and 
machinery precisely 

 select from and use a range of ingredients and components taking into account 
their properties , functions and nutritional contribution  
Evaluate 

 test, evaluate and refine their ideas and products against a client gorup, taking 
into account the views of intended users and other interested groups 

 analyse the work of past and present professionals and others to develop and 
broaden their understanding 
Technical Knowledge 

 understand and use the functions of ingredients to achieve functioning 
solutions 

Cooking and Nutrition NC  

  understand and apply the principles of nutrition and health 

  cook a repertoire of predominantly savoury dishes so that they can feed 
themselves and others  

 become competent in a range of cooking techniques  

 Understand the source, seasonality and characteristics of a broad range of 
ingredients  

Backword GCSE food preparation and nutrition planning; 

- Food commodities  
- Food science  
- Food provenance  
- Food safety 
- Food preparation skills  

 Food choice 

Key Summative assessment pieces 

  

Practical skills – Range of products and 
experiments  

Evaluations  
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Unit:  

The Big Questions 

 

What are e-textiles 

and how can we use 

them to design and 

make innovative 

products? 

 

What is upcycling 

and how can 

designers use this to 

lessen their impact 

on the environment? 

 

How can working as 

a team improve our 

design capability? 

 

Key concepts and Content 

Health and safety in the classroom 

Selection and use of specialist tools and equipment 

The use of e-textiles in design and manufacture 

Understand how D&T can impact on the 

environment by considering the 6R’s, sustainability, 

product lifecycles and cradle to the grave 

Develop various skills and techniques including,  

repeat patterns, CAD/CAM embroidery and 

machine sewing skills 

Investigate new technologies in textiles – SMART 

MATERIALS & Biomimicry  

Utilise a zip fastening, a lining, an electronic circuit 

and a press stud fastening in the outcomes 

Build on knowledge, understanding and skills in 

order to design and make high quality products for 

a wide range of users, independently and as the 

member of a team 

Evaluate and test products following set criteria and 
against initial design proposals 

NC areas covered 

                Design 

 consider the influence of a range of lifestyle factors and consumer choices 
when designing products 

 develop design specifications using ACCESSFM 

 identify user needs 

 use biomimicry to generate creative designs 

 produce 3D models to communicate ideas 
Make 

 select from and use specialist tools, techniques, processes, equipment and 
machinery precisely 

 select from and use a wider, more complex range of materials, components 
taking into account their properties 

 exploit the use of CAD/CAM 
Evaluate 

 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 

 produce a report making suggestions for improvements 

 analyse how products can be developed considering product lifecycle 
Technical knowledge 

 use learning from science to help design and make products that work 

 understand how electronic systems can be powered and used in their products 
- light  

 understand and use the properties of materials to achieve functioning solutions 

 understand the properties of SMART materials 

 know how to make adjustments to the settings of machines i.e. sewing 
machines 

 

 

 

 

 

 

Key Summative assessment pieces 

Design – container, repeat pattern 

 

Make - Tetrahedron light, pencil case  

 

Group presentation 

 

Evaluation 
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What factors affect a 

design process? 

 
Key concepts and content  
 
Develop knowledge of past and present 
architectural styles  
Understanding of floor plans  
Reading and understanding and collecting 
mathematical data  
Develop further knowledge and skills in using CAD  
Develop ICT skills 
Knowledge and understanding of research and the 
design process (primary and secondary)  
Understand the issues surrounding sustainability 
and the 6Rs  
Develop modelling and iterative design skills  
 
 
 

 
Design  

 Pupils should be taught the knowledge, understanding and skills needed to 
engage in an iterative process of designing and making.  

 Understand how to reformulate problems given to them 

 Mathematical modelling – involves pupils modelling functional aspects of their 
designs using mathematics, to indicate the likely performance before they are 
realised or constructed. For instance when using a simple motor and gearing 
system with known ratios, they can predict change in speed of the output 
relative to the input. 

 computer-based tools – pupils should use a variety of computer-based tools 
including computer-aided design (CAD) 

 
 
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  

 exploit the use of CAD/CAM 
Evaluate  

 analyse the work of past and present professionals and others to develop and 
broaden their understanding 

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

 Analyse products to then use ideas to formulate own designs  
 

 

 

 

 

 

 

 

Key summative assessment pieces  

 

Assessment of Google sketch up project  

Design using CAD 

Evaluation  
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Unit: 

The Big Question: 

 

Is it art or vandalism?  

Can you recreate the 

processes as 

company uses?  

How can we develop 

our core 

manufacturing skills in 

design technology?  

How can you print an 

image onto wood with 

only PVA glue, time 

and water? 

  

 

Key concepts and content  

 Develop knowledge and understanding of 
street art and the graphical skills used by 
famous artists such as Banksy.  

 Understand, learn and apply knowledge in what 
is a stencil/silhouette to create a street art 
design.  

 Understand how to use computer software to 
manipulate an image into a street art style of 
work.  

 Develop ICT skills.  
 Develop confidence and understanding with 

using a range of tools and equipment.  
 Understand different methods wood can be 

joined to create a permanent and semi-
permanent fixture.  

 Selection and use of specialist tools and 
equipment 

 Health and safety in the workshop.  
 Develop an understanding of designing a 

product for a specific target market by following 
the design process. 

 Develop design skills in being able to produce 
initial, developed and then final concepts 
following the design process.   

Design 

 Consider the influence of a range of lifestyle factors and consumer choices 
when designing products 

 Develop design specifications using ACCESSFM 
 Identify user needs 
 Use a variety of approaches, for example biomimicry and user-centred design, 

to generate creative ideas and avoid stereotypical responses. 
 Produce 3D models to communicate ideas 

 
Make  

 Select from and use specialist tools, techniques, processes, equipment and 
machinery precisely 

 Select from and use a wider, more complex range of materials, components 
taking into account their properties. 

 Communicate their plans clearly so that others can implement them, match 
and select suitable materials considering their fitness for purpose.  

 

Evaluate  

 Test, evaluate and refine their ideas and products against a specification, 
taking into account the views of intended users and other interested groups. 

 analyse the work of past and present professionals and others to develop and 
broaden their understanding 

 Analyse products to then use ideas to formulate own designs. 
 Actively involve others in the testing of their products. 

 

Technical Knowledge  

 Understand and use the properties of materials to achieve functioning 
solutions. 

 How to make adjustments to the settings of machinery 

Key summative assessment pieces  

 

 Range of design ideas and modelling for their 
Tatty Devine inspired piece.  

 Quality of manufactured jewellery piece.   
 Assessment of ICT skills in manipulating an 

image and producing a stencil/silhouette. 
(Banksy Project)  

 Independent learning in their skills building 
tasks 

 Quality of written documentation on the 
process of creating their manufactured piece. 
(Skills building assessment booklet)  

 
 
 


