Year 9- Design and Technology
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prototype using templates, jigs and
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design ideas from previous
lessons

Safely use workshop tools
and equipment

Mackintosh, and modern manufacturers
like Apple, Dyson, and Braun, students will
examine essential design principles,
including form, function, ergonomics,
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design and related
fields.

Lesson 5 (double) Evaluation

Starter how can we improve
our work?

Complete an evaluation of
designs and model

Evaluate another students
model in their book.

Feedback
Iterative design
Critical
reflection

materials, and sustainability. They will
understand how these principles
contribute to creating products that are
not only functional but also aesthetically
pleasing and user-friendly.

To Develop Critical Research and
Analytical Skills: Students will conduct in-
depth research on the designers and
manufacturers, learning to analyse design
decisions within their historical, social, and
technological contexts. This will help
students develop strong research skills,
critical thinking, and the ability to evaluate
designs from multiple perspectives.

To Encourage Creativity and Practical
Design: Students will use the insights
gained from their research to create their
own product designs, incorporating
innovative ideas and applying the design
principles they have learned. The process
will include sketching, prototyping, and
testing, enabling students to bring their
ideas to life. Students will also evaluate
their designs, considering improvements
based on feedback and practical testing.

Links to National Curriculum :

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
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Make:

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

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

precisely, including computer-aided
manufacture

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

Technical knowledge:

understand and use the properties of
materials and the performance of
structural elements to achieve functioning
solutions
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