Year 10 SOW Design Technology textiles
	Theme: Tactile Elements 
	Core Knowledge 
	Key Outcomes 
	Next Stage of Learning 

	Key Learning/Links to NC 
	Pathway 1 
	Pathway 1 
	Pathway 1 

	  Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of domestic and local contexts [for example, the home, health, leisure and culture], and industrial contexts [for example, engineering, manufacturing, construction, food, energy, agriculture (including horticulture) and fashion]. When designing and making, pupils should be taught to: 
Design 
§ use research and exploration, such as the study of different cultures, to identify and understand user needs 
§ identify and solve their own design problems and understand how to reformulate problems given to them
 § develop 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 generate creative ideas and avoid stereotypical responses 
§ develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer-based tools
 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 and ingredients, taking into account their properties Evaluate 
§ analyse the work of past and present professionals and others to develop and broaden their understanding 
§ 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 
§ understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists Design and technology – key stage 3 3 Technical knowledge 
§ understand and use the properties of materials and the performance of structural elements to achieve functioning solutions 
§ understand how more advanced mechanical systems used in their products enable changes in movement and force 
§ understand how more advanced electrical and electronic systems can be powered and used in their products [for example, circuits with heat, light, sound and movement as inputs and outputs] 
§ apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors], and control outputs [for example, actuators], using programmable components [for example, microcontrollers].
	 
	 
	 

	
	Pathway 2 
	Pathway 2 
	Pathway 2 

	
	 
	 
	 

	
	Pathway 3 
	Pathway 3 
	Pathway 3 

	
	 
Students must learn how sources inspire the development of ideas. For example, drawing on: 
 • the work and approaches of artists, craftspeople or designers from contemporary and/or historical contexts, periods, societies and cultures  
• contemporary and/or historical environments, situations or issues 
 • other relevant sources researched by the student in the chosen qualification title and area(s) of study • the ways in which meanings, ideas and intentions can be communicated through visual and tactile language, using formal elements, including: 
 • colour  
• line  
• form  
• shape  
• tone  
• texture  
• the characteristics, properties and effects of using different media, materials, techniques and processes, and the ways in which they can be used in relation to students’ own creative intentions and chosen area(s) of study 
 • the different purposes, intentions and functions of art, craft and design in a variety of contexts and as appropriate to students’ own work. 
 
 
 
 
 
 
 
	 
Students develop and apply the skills listed below to realise personal intentions relevant to their chosen title(s) and related area(s) of study. Students must demonstrate the ability to:  
• develop their ideas through investigations informed by selecting and critically analysing sources  
• apply an understanding of relevant practices in the creative and cultural industries to their work  
• refine their ideas as work progresses through experimenting with media, materials, techniques and processes  
• record their ideas, observations, insights and independent judgements, visually and through written annotation, using appropriate specialist vocabulary, as work progresses  
• use visual language critically as appropriate to their own creative intentions and chosen area(s) of study through effective and safe use of:  
• media  
• materials  
• techniques  
• processes  
• technologies  
• use drawing skills for different needs and purposes, appropriate to context  
• realise personal intentions through sustained application of the creative process. 
• use fine art techniques and processes, appropriate to students’ personal intentions, for example:  
• mark-making  
• assemblage  
• construction  
• printing  
• digital working methods  
• use media and materials, as appropriate to students’ personal intentions, for example:  
• found materials  
• fibres  
• digital imagery  
• Different fabrics and surfaces on which to work. 
· Fabric
· Paper

	· Critical and contextual study through PowerPoint
Investigation of:
· Construction methods
· Different hand tools
· Basic machinery
· Different materials and their origins.
· Fabric manipulation

 
  
A01 
Some ability to develop ideas through purposeful investigations.
Some ability to demonstrate critical understanding of sources.
AO2 
Some ability to refine ideas.
Some ability to select and experiment with appropriate media, materials, techniques and processes.

AO3

Some ability to record ideas, observations and insights through drawing and annotation, and any other appropriate means relevant to intentions, as work progresses

AO4 
Some ability to present a personal and meaningful response and realise intentions. Some ability to demonstrate understanding of visual language. 


	 
	 
	 
	 

	Extended Project: 
Theme:  Biomimicry in the world around us. 

	Core Knowledge 
	Key Outcomes 
	Next Stage of Learning 

	Key Learning/Links to NC 
	Pathway 1 
	Pathway 1 
	Pathway 1 

	 Design 
§ use research and exploration, such as the study of different cultures, to identify and understand user needs 
§ identify and solve their own design problems and understand how to reformulate problems given to them
 § develop 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 generate creative ideas and avoid stereotypical responses 
§ develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer-based tools
 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 and ingredients, taking into account their properties Evaluate 
§ analyse the work of past and present professionals and others to develop and broaden their understanding 
§ 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 
§ understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists Design and technology – key stage 3 3 Technical knowledge 
§ understand and use the properties of materials and the performance of structural elements to achieve functioning solutions 
§ understand how more advanced mechanical systems used in their products enable changes in movement and force 
§ understand how more advanced electrical and electronic systems can be powered and used in their products [for example, circuits with heat, light, sound and movement as inputs and outputs] 
§ apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors], and control outputs [for example, actuators], using programmable components [for example, microcontrollers].
	 
	 
	 

	
	Pathway 2 
	Pathway 2 
	Pathway 2 

	
	 
	 
	 

	
	Pathway 3 
	Pathway 3 
	Pathway 3 

	
	 
Students must learn how sources inspire the development of ideas. For example, drawing on: 
 • the work and approaches of artists, craftspeople or designers from contemporary and/or historical contexts, periods, societies and cultures  
• contemporary and/or historical environments, situations or issues 
 • other relevant sources researched by the student in the chosen qualification title and area(s) of study • the ways in which meanings, ideas and intentions can be communicated through visual and tactile language, using formal elements, including: 
 • colour  
• line  
• form  
• shape  
• tone  
• texture  
• the characteristics, properties and effects of using different media, materials, techniques and processes, and the ways in which they can be used in relation to students’ own creative intentions and chosen area(s) of study 
 • the different purposes, intentions and functions of art, craft and design in a variety of contexts and as appropriate to students’ own work. 
 
 
 
 
 
 
 
	 
Students develop and apply the skills listed below to realise personal intentions relevant to their chosen title(s) and related area(s) of study. Students must demonstrate the ability to:  
• develop their ideas through investigations informed by selecting and critically analysing sources  
• apply an understanding of relevant practices in the creative and cultural industries to their work  
• refine their ideas as work progresses through experimenting with media, materials, techniques and processes  
• record their ideas, observations, insights and independent judgements, visually and through written annotation, using appropriate specialist vocabulary, as work progresses  
• use visual language critically as appropriate to their own creative intentions and chosen area(s) of study through effective and safe use of:  
• media  
• materials  
• techniques  
• processes  
• technologies  
• use drawing skills for different needs and purposes, appropriate to context  
• realise personal intentions through sustained application of the creative process. 
Explore:
• mark-making  
• mono print and block printing  
• assemblage  
• construction  
• digital working methods  
• use media and materials, as appropriate to students’ personal intentions, for example:  
• found materials  
• digital imagery  
• Different fibres and surfaces on which to work. 
	· Critical and contextual study through PowerPoint
Investigation of:
· Designers
· Materials
· Manipulation methods
· Different hand tools
· Basic machinery
· Different fibres and their origins.
Outcome:
Construction of product / idea.

 
  
A01 
Some ability to develop ideas through purposeful investigations.
Some ability to demonstrate critical understanding of sources.
AO2 
Some ability to refine ideas.
Some ability to select and experiment with appropriate media, materials, techniques and processes.

AO3

Some ability to record ideas, observations and insights through drawing and annotation, and any other appropriate means relevant to intentions, as work progresses

AO4 
Some ability to present a personal and meaningful response and realise intentions. Some ability to demonstrate understanding of visual language. 


	Theme: Natural Forms sea life/shells, stones and bones 
	Core Knowledge 
	Key Outcomes 
	Next Stage of Learning 

	Key Learning/Links to NC 
	Pathway 1 
	Pathway 1 
	Pathway 1 

	 Design 
§ use research and exploration, such as the study of different cultures, to identify and understand user needs 
§ identify and solve their own design problems and understand how to reformulate problems given to them
 § develop 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 generate creative ideas and avoid stereotypical responses 
§ develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer-based tools
 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 and ingredients, taking into account their properties Evaluate 
§ analyse the work of past and present professionals and others to develop and broaden their understanding 
§ 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 
§ understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists Design and technology – key stage 3 3 Technical knowledge 
§ understand and use the properties of materials and the performance of structural elements to achieve functioning solutions 
§ understand how more advanced mechanical systems used in their products enable changes in movement and force 
§ understand how more advanced electrical and electronic systems can be powered and used in their products [for example, circuits with heat, light, sound and movement as inputs and outputs] 
§ apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors], and control outputs [for example, actuators], using programmable components [for example, microcontrollers].
	 
	 
	 

	
	Pathway 2 
	Pathway 2 
	Pathway 2 

	
	 
	 
	 

	
	Pathway 3 
	Pathway 3 
	Pathway 3 

	
	 
Students must learn how sources inspire the development of ideas. For example, drawing on: 
 • the work and approaches of artists, craftspeople or designers from contemporary and/or historical contexts, periods, societies and cultures  
• contemporary and/or historical environments, situations or issues 
 • other relevant sources researched by the student in the chosen qualification title and area(s) of study • the ways in which meanings, ideas and intentions can be communicated through visual and tactile language, using formal elements, including: 
 • colour  
• line  
• form  
• shape  
• tone  
• texture  
• the characteristics, properties and effects of using different media, materials, techniques and processes, and the ways in which they can be used in relation to students’ own creative intentions and chosen area(s) of study 
 • the different purposes, intentions and functions of art, craft and design in a variety of contexts and as appropriate to students’ own work. 
 
 
 
 
 
 
 
	 
Students develop and apply the skills listed below to realise personal intentions relevant to their chosen title(s) and related area(s) of study. Students must demonstrate the ability to:  
• develop their ideas through investigations informed by selecting and critically analysing sources  
• apply an understanding of relevant practices in the creative and cultural industries to their work  
• refine their ideas as work progresses through experimenting with media, materials, techniques and processes  
• record their ideas, observations, insights and independent judgements, visually and through written annotation, using appropriate specialist vocabulary, as work progresses  
• use visual language critically as appropriate to their own creative intentions and chosen area(s) of study through effective and safe use of:  
• media  
• materials  
• techniques  
• processes  
• technologies  
• use drawing skills for different needs and purposes, appropriate to context  
• realise personal intentions through sustained application of the creative process. 
• use fine art techniques and processes, appropriate to students’ personal intentions, for example:  
• mark-making  
• mono print and block printing  
• assemblage  
• construction  
• carving   
• digital working methods  
• use media and materials, as appropriate to students’ personal intentions, for example:  
• charcoal, pastels, pen and ink, crayons and pencil  
• watercolour, gouache, acrylic and oil paint  
• found materials  
• digital imagery  
• Different papers and surfaces on which to work. 
	 
· Critical and contextual study through PowerPoint
Investigation of:
· Designers
· Materials
· Manipulation methods
· Different hand tools
· Basic machinery
· Different fibres and their origins.
Outcome:
Refined idea and improvement on grade
  
A01  
 
A moderate ability to effectively develop ideas through purposeful investigations. 
A moderate ability to demonstrate critical understanding of sources. 
 
AO2  
A moderate ability to thoughtfully refine ideas. 
A moderate ability to effectively select and purposefully experiment with appropriate media, materials, techniques and processes. 
 
AO3 
 
A moderate ability to skilfully record ideas, observations and insights through drawing and annotation, and any other appropriate means relevant to intentions, as work progresses 
 
AO4  
A moderate ability to competently present a personal and meaningful response and realise intentions. 
A moderate ability to demonstrate understanding of visual language. 
 




	
	
	



