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Pupils will be taught to:
• 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 
• Health and safety in the workshop

Purpose of Study:
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 within art, 
design, textiles and fashion. 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 world. 

Our artists, designers 
and chefs will wonder, 
question, and consider! 

Students will: 
• Be actively engage in the creative process of art, craft and design in order to develop as effective and independent learners, and as critical and reflective thinkers with  
 enquiring minds  
• Develop creative, imaginative and intuitive capabilities when exploring and making images, artefacts and products  
• Become confident in taking risks and learn from experience when exploring and experimenting with ideas, processes, media, materials
 and techniques  
• Develop critical understanding through investigative, analytical, experimental, practical, technical and expressive skills  
• Develop and refine ideas and proposals, personal outcomes or solutions with increasing independence  
• Acquire and develop technical skills through working with a broad range of media, materials, techniques, processes and technologies with purpose and intent  
• Develop knowledge and understanding of art, craft and design in historical and contemporary contexts, societies and cultures  
• Develop an awareness of the different roles and individual work practices evident in the production of art, craft and design in the creative and 
 cultural industries  
• Develop an awareness of the purposes, intentions and functions of art, craft and design in a variety of contexts and as appropriate to students’ own work  
• Demonstrate safe working practices in art, craft and design.

Learning Journey

Textile Design Year 7 to 9

Textile Design Year 10 to 11


