
                           Curriculum Overview Plan – Recovery curriculum 2021/2022                                 Subject: Design and Technology 
                What will they learn, why and in what order? 

 
 

Curriculum Intent 
Statement 

 
 

Design and technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants 
and values. They acquire a broad range of subject knowledge and draw on disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens. 
Through the evaluation of past and present design and technology, they develop a critical understanding of its impact on daily life and the wider world. High-quality design and technology education makes an essential contribution to the creativity, 
culture, wealth and well-being of the nation. 
 
The national curriculum for design and technology aims to ensure that all pupils: 

• develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world 

• build and apply a repertoire of knowledge, understanding and skills to design and make high-quality prototypes and products for a wide range of users 

• critique, evaluate and test their ideas and products and the work of others 

• understand and apply the principles of nutrition and learn how to cook. 

 Coverage, content, structure and sequencing 

 Year 7 Year 8 Year 9  



Textile Papers and 
Polymers 

 
1. Paper modelling 

2. Biomimicry and printing 

3. Biomimicry and printing 

4. Textile toy 

5. Textile toy 

6. Textile toy 

7. 2d design polymers –laser cutter 

8. 2d design polymers –laser cutter 

9. Textile toy 

10. Textile toy 

11. Smart materials battery tester 

12. Smart materials battery tester 

13. Design challenge 

 
 

NC Links  

DA 1 - develop detailed design specifications to guide their thinking 

DA 2 - use research including the study of different cultures, to 
identify and understand user need 

DB 1 - use 2D and begin to use 3D CAD packages to model their 
ideas 

MB 2 - use a broad range of material joining techniques including 
stitching, mechanical fastenings, heat processes and adhesives  

MB 7 - follow procedures for safety and hygiene and understand 
the process of risk assessment  

MB 8 - use a wider, more complex range of materials, components 
and ingredients, taking into account their properties 

MB 9 - use a broad range of manufacturing techniques including 
handcraft skills and machinery to manufacture products precisely 

MB 10 - exploit the use of CAD/CAM equipment to manufacture 
products, increasing standards of quality, scale of production and 
precision 

MB 11 - apply a range of finishing techniques, including those from 
art and design, to a broad range of materials including textiles, 
metals, polymers and woods 

EA 1 - evaluate their products against their original specification 
and identify ways of improving them 

EA 2 - actively involve others in the testing of their products 

EB 1 - products through disassembly to determine how they are 
constructed and function 

 
1. Textile toy 

2. 2d design polymers –laser cutter 

3. 2d design polymers –laser cutter 

4. Textile toy 

5. Card phone stand sketch model 

6. 2d design boards – laser cutter (isometric / orthographic) 

7. 2d design boards – laser cutter 

8. Sewing machines- skills 

9. Sewing machines – heat press Skills 

10. Planner cover 

11. Planner cover (tie-dye) 

12. Planner cover 

13. Design challenge 

 
 

NC Links  

DA 1 - develop detailed design specifications to guide their thinking 

DA 2 - use research including the study of different cultures, to identify and 
understand user need 

DB 1 - use 2D and begin to use 3D CAD packages to model their ideas 

MB 2 - use a broad range of material joining techniques including stitching, 
mechanical fastenings, heat processes and adhesives    

MB 4 - investigate and develop skills in modifying the appearance of 
materials including textiles and other manufactured materials e.g. dying and 
appliqué 

MB 6 - recognise when it is necessary to develop a new skill or technique 

MB 7 - follow procedures for safety and hygiene and understand the process 
of risk assessment 

MB 8 - use a wider, more complex range of materials, components and 
ingredients, taking into account their properties 

MB 9 - use a broad range of manufacturing techniques including handcraft 
skills and machinery to manufacture products precisely 

MB 10 - exploit the use of CAD/CAM equipment to manufacture products, 
increasing standards of quality, scale of production and precision 

MB 11 - apply a range of finishing techniques, including those from art and 
design, to a broad range of materials including textiles, metals, polymers and 
woods 

EA 1 - evaluate their products against their original specification and identify 
ways of improving them 

EA 2 - actively involve others in the testing of their products 

(2021 only as part of recovery, 2022 will have a different plan) 
 

1. Textile toy 

2. 2d design polymers –laser cutter 

3. 2d design polymers –laser cutter 

4. Textile toy 

5. Card phone stand sketch model 

6. 2d design boards – laser cutter 

7. 2d design boards – laser cutter 

8. Sewing machines- skills 

9. Sewing machines – heat press Skills 

10. Planner cover 

11. Planner cover (tie-dye) 

12. Planner cover 

13. Design challenge 

 
NC Links 

DA 1 - develop detailed design specifications to guide their thinking 

DA 2 - use research including the study of different cultures, to identify and 
understand user need 
DB 1 - use 2D and begin to use 3D CAD packages to model their ideas 

MB 2 - use a broad range of material joining techniques including stitching, 
mechanical fastenings, heat processes and adhesives   
MB 3 - use CAD/CAM to produce and apply surface finishing techniques, for 
example using dye sublimation 

MB 4 - investigate and develop skills in modifying the appearance of 
materials including textiles and other manufactured materials e.g. dying and 
appliqué 
MB 7 - follow procedures for safety and hygiene and understand the process 
of risk assessment 
MB 8 - use a wider, more complex range of materials, components and 
ingredients, taking into account their properties 
MB 9 - use a broad range of manufacturing techniques including handcraft 
skills and machinery to manufacture products precisely 
MB 10 - exploit the use of CAD/CAM equipment to manufacture products, 
increasing standards of quality, scale of production and precision 
MB 11 - apply a range of finishing techniques, including those from art and 
design, to a broad range of materials including textiles, metals, polymers and 
woods 
EA 1 - evaluate their products against their original specification and identify 
ways of improving them 
EA 2 - actively involve others in the testing of their products 
EA 5 - test, evaluate and refine their ideas and products against a 
specification, taking into account the views of intended users and other 
interested groups 
EB 1 - products through disassembly to determine how they are constructed 
and function 
EB 2 - the positive and negative impact that products can have in the wider 
world 
EB 4 - products considering life cycle analysis 
EB 7 - new and emerging technologies 
TK 1 - how to classify materials by structure e.g. hard words, soft woods, 
ferrous and nonferrous, thermoplastic and thermosetting plastics 
TK 2 - about the physical properties of materials e.g. grain, brittleness, 
flexibility, elasticity, malleability and thermal 
TK 5 - about textile fibre sources e.g. natural and synthetic and fabrics e.g. 
plain and woven 



EB 2 - the positive and negative impact that products can have in 
the wider world 

EB 7 - new and emerging technologies 

TK 1 - how to classify materials by structure e.g. hard words, soft 
woods, ferrous and nonferrous, thermoplastic and thermosetting 
plastics 

TK 2 - about the physical properties of materials e.g. grain, 
brittleness, flexibility, elasticity, malleability and thermal 

TK 4 - how to use simple electronic circuits incorporating inputs and 
outputs 

TK 5 - about textile fibre sources e.g. natural and synthetic and 
fabrics e.g. plain and woven 

TK 16 - use learning from science to help design and make products 
that work 

TK 17 - use learning from mathematics to help design and make 
products that work 

TK 18 - understand the properties of materials, including smart 
materials, and how they can be used to advantage 

DA10 - consider additional factors such as ergonomics, 
anthropometrics or dietary needs 

DB 3 - use 3D CAD to model, develop and present their ideas 

DB 7 - use a variety of approaches, for example biomimicry and 
user-centred design, to generate creative ideas and avoid 
stereotypical responses 

EA 5 - test, evaluate and refine their ideas and products against a 
specification, taking into account the views of intended users and other 
interested groups 

EB 1 - products through disassembly to determine how they are constructed 
and function 

EB 2 - the positive and negative impact that products can have in the wider 
world 

EB 4 - products considering life cycle analysis 

EB 7 - new and emerging technologies 

TK 1 - how to classify materials by structure e.g. hard words, soft woods, 
ferrous and nonferrous, thermoplastic and thermosetting plastics 

TK 2 - about the physical properties of materials e.g. grain, brittleness, 
flexibility, elasticity, malleability and thermal 

TK 5 - about textile fibre sources e.g. natural and synthetic and fabrics e.g. 
plain and woven 

TK 8 - how to make adjustments to the settings of equipment and machinery 
such as sewing machines and drilling machines 

TK 17 - use learning from mathematics to help design and make products 
that work 

DA10 - consider additional factors such as ergonomics, anthropometrics or 
dietary needs 

DB 3 - use 3D CAD to model, develop and present their ideas 

TK 8 - how to make adjustments to the settings of equipment and machinery 
such as sewing machines and drilling machines 
TK 17 - use learning from mathematics to help design and make products 
that work 
DA10 - consider additional factors such as ergonomics, anthropometrics or 
dietary needs 
DB 3 - use 3D CAD to model, develop and present their ideas 



Wood metals and 
polymers 

1 WEEK - WORKSHOP SAFETY.  

 

4 WEEK PROJECT – STRUCTURES, FORCES AND MOTION - student will 
learn about forces and motion and how different shapes can be used to 
create strong structures. Students will use team work skills to develop a 
strong bridge structure that spans a specified gap and withstands an 
applied force. 
 
4 WEEK PROJECT – ZIPIT KEY FOB - intro to CAD, polymers and scales of 
production.  Students will use 2D CAD to design a key fob and laser cutting 
CAM to manufacture it. 
 
4 WEEK PROJECT – TINKERCAD 3D CAD – intro to 3D CAD. Students will 
learn to navigate and use the TinkerCad platform to develop 3D CAD 
modelling skills in preparation for future learning.   
 

NC Links 

 

DA 2 - use research including the study of different cultures, to identify 
and understand user need 

DA 3 - identify and solve their own design problems 

DA 6 - understand how to reformulate design problems given to them 

 

DB 1 - use 2D and begin to use 3D CAD packages to model their ideas 

DB 2 - produce models of their ideas using CAM to test out their ideas 
  

DB 3 - use 3D CAD to model, develop and present their ideas 

DB 5 - use specifications to inform the design of innovative, functional, 
appealing products that respond to needs in a variety of situations 

DB 7 - use a variety of approaches, for example biomimicry and user-
centred design, to generate creative ideas and avoid stereotypical 
responses 

DB 9 - develop and communicate design ideas using annotated sketches 

DB 10 - produce 3D models to develop and communicate ideas 

DB 12 - give oral and digital presentations and use computer-based 
tools 

 

MA 7 - select appropriately from specialist tools, techniques, processes, 
equipment and machinery, including computer-aided manufacture 

 
MB 7 - follow procedures for safety and hygiene and understand the 
process of risk assessment 

MB 9 - use a broad range of manufacturing techniques including 
handcraft skills and machinery to manufacture products precisely 

MB 10 - exploit the use of CAD/CAM equipment to manufacture 
products, increasing standards of quality, scale of production and 
precision 
MB 11 - apply a range of finishing techniques, including those from art 
and design, to a broad range of materials including textiles, metals, 
polymers and woods 

 

1 WEEK - WORKSHOP SAFETY. 

 
12 WEEK PRACTICAL SKILLS PROJECT – DESK TIDY – students will learn how to cut, 
shape, form and finish a range of Resistant Materials to construct a desk tidy that 
will hold a range of equipment. 
They will learn how to create a simple production schedule and will consider user 
needs to inform the different functions of the desk tidy, for example will it hold 
electronic equipment, stationary or both? 
During the taught practical elements students will learn about woods and polymers 
and the manufacturing processes that can be used in both the workshop and in 
industry.  
 

NC Links 

 

DB 5 - use specifications to inform the design of innovative, functional, 
appealing products that respond to needs in a variety of situations 

 

MA 1 - produce ordered sequences and schedules for manufacturing 
products they design, detailing resources required 

MA 2 - produce costings using spreadsheets for products they design and 
make 

MA 3 - create production schedules that inform their own and others’ 
roles in the manufacturing of products they design 
  

MA 4 - make simple use of planning tools, for instance Gant charts 

MA 5 - communicate their plans clearly so that others can implement 
them 

MA 7 - select appropriately from specialist tools, techniques, processes, 
equipment and machinery, including computer-aided manufacture 

MA 8 - select appropriately from a wider, more complex range of 
materials, components and ingredients, taking into account their 
properties such as water resistance and stiffness 

 

MB 1 - make use of specialist equipment to mark out materials 

MB 2 - use a broad range of material joining techniques including 
stitching, mechanical fastenings, heat processes and adhesives  

MB 6 - recognise when it is necessary to develop a new skill or technique 

MB 7 - follow procedures for safety and hygiene and understand the 
process of risk assessment 

MB 8 - use a wider, more complex range of materials, components and 
ingredients, taking into account their properties 

MB 9 - use a broad range of manufacturing techniques including handcraft 
skills and machinery to manufacture products precisely 

MB 11 - apply a range of finishing techniques, including those from art and 
design, to a broad range of materials including textiles, metals, polymers 
and woods 

 

TK 1 - how to classify materials by structure e.g. hard words, soft woods, 
ferrous and nonferrous, thermoplastic and thermosetting plastics 

TK 2 - about the physical properties of materials 
  
e.g. grain, brittleness, 

1 WEEK - WORKSHOP SAFETY.  

 

2 WEEK PROJECT – GRAPHICAL TECHNIQUES - 1 AND 2 POINT PERSPECTIVE 

DRAWING – Students will learn the fundamentals of 1 and 2 point perspective 

drawing and be able to apply 3 tone shading techniques to bring depth to their 

drawing work.  

 

6 WEEK PROJECT – PEWTER CASTING - students will learn about the classification of 

metals and the different processing methods that can be used to shape and form 

them including casting.  They will apply their 2D CAD and CAM skills to design a 

mould that the pewter can be cast into. 

 
4 WEEK PROJECT – MICROBIT - intro to programming and electronics in Technology 
using the BBC Microbit. Students will learn how to create simple code to embed 
intelligence into a product and learn how to incorporate sensors (inputs) and 
light/sound and motion (outputs) 
They will then work in small teams to create a simple product such as a robot or 
musical instrument using recycled materials. 
 

NC Links 

 

DB 1 - use 2D and begin to use 3D CAD packages to model their ideas 

DB 5 - use specifications to inform the design of innovative, functional, 
appealing products that respond to needs in a variety of situations 

DB 7 - use a variety of approaches, for example biomimicry and user-
centred design, to generate creative ideas and avoid stereotypical 
responses 

 

MA 7 - select appropriately from specialist tools, techniques, processes, 
equipment and machinery, including computer-aided manufacture 

MA 8 - select appropriately from a wider, more complex range of 
materials, components and ingredients, taking into account their 
properties such as water resistance and stiffness 

 

MB 1 - make use of specialist equipment to mark out materials 

MB 2 - use a broad range of material joining techniques including 
stitching, mechanical fastenings, heat processes and adhesives  

MB 7 - follow procedures for safety and hygiene and understand the 
process of risk assessment 

MB 8 - use a wider, more complex range of materials, components and 
ingredients, taking into account their properties 

MB 9 - use a broad range of manufacturing techniques including handcraft 
skills and machinery to manufacture products precisely 

MB 10 - exploit the use of CAD/CAM equipment to manufacture products, 
increasing standards of quality, scale of production and precision 

MB 11 - apply a range of finishing techniques, including those from art and 
design, to a broad range of materials including textiles, metals, polymers 
and woods 

 

EA 2 - actively involve others in the testing of their products 



EA 1 - evaluate their products against their original specification and 
identify ways of improving them 

EA 2 - actively involve others in the testing of their products 

EA 3 - select appropriate methods to evaluate their products in use and 
modify them to improve performance 
EA 5 - test, evaluate and refine their ideas and products against a 
specification, taking into account the views of intended users and other 
interested groups 

 
TK 1 - how to classify materials by structure e.g. hard words, soft 
woods, ferrous and nonferrous, thermoplastic and thermosetting 
plastics 
TK 17 - use learning from mathematics to help design and make 
products that work 
TK 18 - understand the properties of materials, including smart 
materials, and how they can be used to advantage 
TK 19 - understand the performance of structural elements to achieve 
functioning solutions 

TK 20 - understand how more advanced mechanical systems used in 
their products enable changes in movement and force 

 

 

  
flexibility, elasticity, malleability and thermal 

 

EA 5 - test, evaluate and refine their ideas and products against a 
specification, taking into account the views of intended users and other 
interested groups 

 

TK 1 - how to classify materials by structure e.g. hard words, soft woods, 
ferrous and nonferrous, thermoplastic and thermosetting plastics 

TK 2 - about the physical properties of materials 
  
e.g. grain, brittleness, 
  
flexibility, elasticity, malleability and thermal 
TK 3 - how more advanced electrical and electronic systems can be 
powered and used in their products 
TK 4 - how to use simple electronic circuits incorporating inputs and 
outputs 

TK 7 - how materials can be cast in moulds 

TK 9 - how to apply computing and use electronics to embed intelligence 
in products that respond to inputs 

TK 10 - make use of sensors to detect heat, light, sound and movement 
such as thermistors and light dependant resistors 

TK 11 - how to apply the concepts of feedback in systems 
 

TK 12 - how to control outputs such as actuators and motors 

TK 13 - how to use software and hardware to develop programmes and 
transfer these to programmable components for example, 
microcontrollers 
TK 14 - how to make use of microcontrollers in products they design and 
manufacture themselves 

 



Expert Students 
 

Key Learning/ 
knowledge 

and skills including 
local context 

 
 

Through a variety of creative and practical activities, pupils will be taught 
the knowledge, understanding and skills needed to engage in an iterative 
process of designing and making.  
 
In year 7 students will complete project-based modules to develop theory 
skills. 
 
Through these projects the following areas will be explored: 
 

• Use research into different cultures, to identify and understand 
user needs 

 

• Develop design brief and specifications to inform the design of 
innovative, functional, appealing products that respond to needs 
in a variety of situations 

 

• Use a variety of approaches [for example, biomimicry and user-
centred design] to develop purposeful design solutions 

 

• Develop and communicate design ideas using annotated 
sketches, detailed plans, 3-D and mathematical modelling. 

 

• Selection and use of specialist tools, techniques, processes, 
equipment  

 

• Select from and use a wider, more complex range of materials, 
components and ingredients, considering their properties 

 

• Analyse the work of past and present professionals and others to 
develop and broaden understanding of design in the ‘real world’ 

 

• Understand the properties of materials and the performance of 
structural elements to achieve functioning solutions 

 

• Test, evaluate and refine ideas and products against a 
specification, considering the views of intended users and other 
interested groups 

 

• Understand how electrical and electronic systems can be 
powered and used in products [for example, circuits with heat, 
light, sound and movement as inputs and outputs] 

Through a variety of creative and practical activities, pupils will be taught the 
knowledge, understanding and skills needed to engage in an iterative process of 
designing and making.  
 
Through these projects the following areas will be explored: 
 

• Use research into different cultures, to identify and understand user needs 
 

• Develop design brief and specifications to inform the design of innovative, 
functional, appealing products that respond to needs in a variety of 
situations 

 

• Use a variety of approaches [for example, biomimicry and user-centred 
design] to develop purposeful design solutions 

 

• Develop and communicate design ideas using annotated sketches, detailed 
plans, 3-D and mathematical modelling. 

 

• Selection and use of specialist tools, techniques, processes, equipment  
 
 
 

Through a variety of creative and practical activities, pupils will be taught the 
knowledge, understanding and skills needed to engage in an iterative process of 
designing and making.  
 
Through these projects the following areas will be explored: 
 

• Use research into different cultures, to identify and understand user needs 
 

• Develop design brief and specifications to inform the design of innovative, 
functional, appealing products that respond to needs in a variety of 
situations 

 

• Use a variety of approaches [for example, biomimicry and user-centred 
design] to develop purposeful design solutions 

 

• Develop and communicate design ideas using annotated sketches, detailed 
plans, 3-D and mathematical modelling. 

 

• Selection and use of specialist tools, techniques, processes, equipment  
 

• Select from and use a wider, more complex range of materials, components 
and ingredients, considering their properties 

 

• Analyse the work of past and present professionals and others to develop 
and broaden understanding of design in the ‘real world’ 

 
 

• Understand the properties of materials and the performance of structural 
elements to achieve functioning solutions 

 

• Test, evaluate and refine ideas and products against a specification, 
considering the views of intended users and other interested groups 

 

• Understand how electrical and electronic systems can be powered and 
used in products [for example, circuits with heat, light, sound and 
movement as inputs and outputs] 
 

Cross Curricular 
links 

Mathematical: measuring and calculating wastage  and costing dishes 
Scientific:  
-Physics: electronics, forces and motion, properties of materials 
-Chemistry: Functions of ingredients- 
-Biology: Nutrition and human digestive system 
English: Literacy & spelling 
Religious Education: Special diets, cultural tastes 
Physical Education – Food Nutrition and healthy eating 

Geography: Food provenance, sustainability, environmental impacts, 
sources of materials. 
History – Technological advancements of products throughout time. 
Evolution of food through travel, migration, colonisation. 
MFL – language of food, scientific names of materials. 
Art: Colour theory and colour application skills 
Preforming arts: Costume & set design 
Sociology: The impacts of design on behaviour (the nudge effect). How 
designers consider people, society and culture within the design process. 

Mathematical: measuring and calculating wastage and costing dishes 
Scientific:  
-Physics: electronics, forces and motion, properties of materials 
-Chemistry: Functions of ingredients- 
-Biology: Nutrition and human digestive system 
English: Literacy & spelling 
Religious Education: Special diets, cultural tastes 
Physical Education – Food Nutrition and healthy eating 

Geography: Food provenance, sustainability, environmental impacts, sources of 
materials. 
History – Technological advancements of products throughout time. Evolution of 
food through travel, migration, colonisation. 
MFL – language of food, scientific names of materials. 
Art: Colour theory and colour application skills 
Preforming arts: Costume & set design 
Sociology: Food poverty. The impacts of design on behaviour (the nudge effect). 
How designers consider people, society and culture within the design process. 

Mathematical: measuring and calculating wastage and costing dishes 
Scientific:  
-Physics: electronics, forces and motion, properties of materials 
-Chemistry: Functions of ingredients- 
-Biology: Nutrition and human digestive system 
English: Literacy & spelling 
Religious Education: Special diets, cultural tastes 
Physical Education – Food Nutrition and healthy eating 

Geography: Food provenance, sustainability, environmental impacts, sources of 
materials. 
History – Technological advancements of products throughout time. Evolution of 
food through travel, migration, colonisation. 
MFL – language of food, scientific names of materials. 
Art: Colour theory and colour application skills 
Preforming arts: Costume & set design 
Sociology: Food poverty. The impacts of design on behaviour (the nudge effect). 
How designers consider people, society and culture within the design process. 
 



Assessment 
 

How will you assess 
the impact of 

teaching? 
 

Use of AFL in lessons 
Questioning techniques throughout lessons  
Recall of last lesson, last term and possible prior knowledge through silent 
focus tasks 
Summative end of unit tests  

Use of AFL in lessons  
Questioning techniques throughout lessons  
Recall of last lesson, last term, last year through silent focus tasks 
Summative end of unit tests 

Use of AFL in lessons  
Questioning techniques throughout lessons  
Recall of last lesson, last term, last year through silent focus tasks 
Summative end of unit tests 



Confident 
Communicators 

 
Key Tier 2 and 3 

Vocabulary 
 
 
 

Tier 2: 

Analyse 
Apply 
Argue 
Calculate 
Compare 
Complete 
Consider 
Contrast 
Define 
Describe 
Discuss 
Evaluate 
Examine 
Explain 
Give 
How (far) 
Identify 
Justify 
Name 
Outline 
Repeat (the pattern) 
State 
What (is) 
Which 
 

Tier 3: 

Client 
Commercial process 
Commercial product 
Ethics 
Fabricate 
Finite 
Functionality 
Lean manufacturing 
Life cycle assessment 
Nesting 
Physical properties 
Primary source (of materials) 
Product 
Prototype 
Social responsibility 
Stock form 
User 
User centred design 
Working properties 
Food 
Protein  
Carbohydrates 
Fats 
Dairy 
Hygiene 
Fair trade 
Food provenance  
Macro nutrients  
Micro nutrients 
Minerals 
Seasonal Produce 
Sensory Analysis 
Vitamins 
 
 

Tier 2: 

Analyse 
Apply 
Argue 
Calculate 
Compare 
Complete 
Consider 
Contrast 
Define 
Describe 
Discuss 
Evaluate 
Examine 
Explain 
Give 
How (far) 
Identify 
Justify 
Name 
Outline 
Repeat (the pattern) 
State 
What (is) 
Which 
 

Tier 3: 

Accuracy 
Client 
Commercial process 
Commercial product 
Ethics 
Fabricate 
Finite 
Functionality 
Lean manufacturing 
Life cycle assessment 
Nesting 
Physical properties 
Primary source (of materials) 
Product 
Prototype 
Social responsibility 
Stock form 
User 
User centred design 
Working properties 
Food 
Protein  
Carbohydrates 
Fats 
Dairy 
Hygiene 
Cross contamination 
Chill 
Cook 
Cleaning 
Fair trade 
Food provenance  
Macro nutrients  
Micro nutrients 
Seasonal Produce 
Minerals 

Tier 2: 

Analyse 
Apply 
Argue 
Calculate 
Compare 
Complete 
Consider 
Contrast 
Define 
Describe 
Discuss 
Evaluate 
Examine 
Explain 
Give 
How (far) 
Identify 
Justify 
Name 
Outline 
Repeat (the pattern) 
State 
What (is) 
Which 
 

Tier 3: 

Accuracy 
Client 
Commercial process 
Commercial product 
Ethics 
Fabricate 
Finite 
Functionality 
Lean manufacturing 
Life cycle assessment 
Nesting 
Physical properties 
Primary source (of materials) 
Product 
Prototype 
Social responsibility 
Stock form 
User 
User centred design 
Working properties 
Food 
Protein  
Carbohydrates 
Fats 
Dairy 
Hygiene 
Cross contamination 
Chill 
Cook 
Cleaning 
Fair trade 
Food provenance  
Macro nutrients  
Micro nutrients 
Seasonal Produce 
Minerals 



Sensory Analysis 
Vitamins 

Sensory Analysis 
Vitamins 
 

Future Ready 
 

Careers encounters 
and aspirational 
cultural capital 
opportunities 

 

Looking at and analysing the work of past and present professionals and 
others to develop and broaden their understanding. What are and what 
were their careers and how do they link to today's career opportunities 
and future ones. 
Investigation of new and emerging technologies and future careers that 
could be available.  For example, street lighting - lamp lighters in the past 
to remote electronics in the future to switch on lights. 
Scientific roles of developing new fabrics/materials to suit new and 
modern situations. 
Understanding of developments in design and technology, its impact on 
individuals, society and the environment, and the responsibilities of 
designers, engineers and technologists – link to careers for example within 
manufacturing and the cycle from ideas, to design, to prototyping and 
production. Chefs, designers, engineers to name a few 

Looking at and analysing the work of past and present professionals and others to 
develop and broaden their understanding. What are and what were their careers 
and how do they link to today's career opportunities and future ones. 
Investigation of new and emerging technologies and future careers that could be 
available.  For example, street lighting - lamp lighters in the past to remote 
electronics in the future to switch on lights. 
Scientific roles of developing new fabrics/materials to suit new and modern 
situations. 
Understanding of developments in design and technology, its impact on individuals, 
society and the environment, and the responsibilities of designers, engineers and 
technologists – link to careers for example within manufacturing and the cycle from 
ideas, to design, to prototyping and production. Chefs, designers, engineers to name 
a few. 
 

Looking at and analysing the work of past and present professionals and others to 
develop and broaden their understanding. What are and what were their careers 
and how do they link to today's career opportunities and future ones. 
Investigation of new and emerging technologies and future careers that could be 
available.  For example, street lighting - lamp lighters in the past to remote 
electronics in the future to switch on lights. 
Scientific roles of developing new fabrics/materials to suit new and modern 
situations. 
Understanding of developments in design and technology, its impact on individuals, 
society and the environment, and the responsibilities of designers, engineers and 
technologists – link to careers for example within manufacturing and the cycle from 
ideas, to design, to prototyping and production. Chefs, designers, engineers to name 
a few. 
 

The Darton Mindset underpins all our core principles and practice = Responsibility, Respect, Resilience.  

  



 


