Year 9 Design and Technology curriculum overview of knowledge and skills

LUNESDALE
LEARNING

AUTUMN SPRING SUMMER
DESIGN CONTEXT — DESIGNING FOR MASS PRODUCTION
Half term 1: Half term 2: Half term 3: Half term 4: Half term 5: Half term 6:
Card engineering — waterfall Travel game project Travel game project and ‘Anglepoise lamp’ ‘Anglepoise lamp’ ‘Motion machines’
card and safety recap year 9 exams
Travel game project

By the end of this term,
pupils will know.....

By the end of this term,
pupils will know.....

By the end of this term,
pupils will know.....

By the end of this term,
pupils will know.....

By the end of this term,
pupils will know.....

By the end of this term,
pupils will know.....

Recap on how to keep
themselves and others
safe in the workshop
environment — card
engineering, waterfall
card project
Introduction to the
design brief and the
significant people in the
manufacturing process
Research into existing
products and analysis
using FAST.COM and
PMI

Writing a design
specification

Creating image boards
to generate design ideas

Initial ideas for the
product including
PMI annotation

The principles of
CAD/CAM and laser
cutting

Planning of the travel
game construction
CAD skills in Techsoft
2D Design

CAM production of
the game (laser
cutting)

Application of ‘stika’
work

Assembly of the
product and
components

Peer and personal
evaluation of the
travel game, project
and skills review
Preparation for the
year 9 exam including
maths in D&T

Year 9 exam (end of
January) and
feedback
Introduction of the
lamp project

Design brief,
specification and
‘brainstorm’
Sustainability and
history of the
Anglepoise lamp

Design ideas for the
lamp project with PMI
annotation

Using enhancements,
vignettes, colour
surrounds and shadow
Key principles of
sustainability,
including, recycle,
reduce, reuse
Isometric drawing skills
for drawing in 3D, use
of isometric grids
Principles of
orthographic drawing
Presentation of the
design solution in
orthographic
projection

Manufacture of the
lamp product including
skills such as

Marking out

Cutting hard and
softwoods with a
coping saw and tenon
saw

Rasping 3D shapes
Cross and draw filing
Finishing with glass
paper

Applying a finish (wax,
varnish, stain)

Simple soldering and
electronic circuits
Testing, evaluation
and skills review

The meaning of key
motion terms
Project brief and
specification

Team activity to
produce a motion
machine, iterative
designing through
empirical learning

For key vocabulary see pupil booklet ‘keywords sections’




