
CURRICULUM INTENT: D&T Textiles 

 
 
At KS3, and beyond, the intent of the Design & Technology department is to nurture pupils to develop the skills and knowledge that allow them to become independent 
learners and discerning consumers. Through the design process pupils develop their creativity, thinking skills, practical abilities and a sense of pride in their own work, in an 
iterative way. They grow in confidence, working individually and as members of a team, being able to appreciate the technological advancements that have contributed to 
the way of life they experience today in modern Britain, studying designers, both current and in the past. They also gain an insight into the classification and properties of 
materials and the sustainability issues that are faced by the planet, our use of the resources we harvest from it and the social, moral, cultural and ethical issues associated 
with designing and manufacturing for a range of users in a contemporary society 

At KS4, pupils build upon their basic knowledge of materials and gain a deeper insight into the manufacturing processes involved in the journey from raw material to 
finished product. They study a common core of technical principles that include sustainability and the ecological and social footprint associated with responsible design. 
Finite and non-finite resources are researched as well as the technological advances that are being continually developed and incorporated into the products of which we, 
as consumers, take advantage. Pupils gain awareness and learn from wider influences including historical, social, cultural, environmental and economic factors. Pupils have 
the opportunity to work creatively when designing and making and apply technical and practical expertise. Pupils experience the use of advanced software packages and 
CAD/CAM and understand that the equipment they use is a school-based version of industrial manufacturing techniques. In Yr11, pupils demonstrate their knowledge of 
the design process by carrying out a Non-Exam Assessment within their chosen material area and produce a concise portfolio and working prototype within a contextual 
challenge set by AQA. 

 



CURRICULUM MAP: D&T Textiles 

 
Year Knowledge (Topics / contexts) 

What pupils will ‘know’. 
Skills acquired 
What pupils will be able to ‘do’. 

Concepts developed 
What pupils will ‘understand’. 

Assessments (KPI’s) 
 

7 
Module 1 

Core skills/Design & Make 
Task  

   

  The wider use of textiles in 
our society 

Investigate technical textiles for 
specific uses and demonstrate an 
understanding of the wider use of 
textiles. Featuring 
examples from a range of 
industries to illustrate different 
uses and applications 
 Understanding fibres and 

fabrics 
What the properties of fabrics 
used today are and why is it 
important to understand this. 

 �¾  



Year Knowledge (Topics / contexts) 
What pupils will ‘know’. 

Skills acquired 
What pupils will be able to ‘do’. 

Concepts developed 
What pupils will ‘understand’. 

Assessments (KPI’s) 
 

8 
Module 1 

Bags- sustainability    

 Design and make a simple 
commercially viable product for a 
target audience that could be 
made in small quantities to sell in 
an independent gift shop.  
Know how making one product is 
different from making a number 
of identical ones  
 Design Process 
Research possible customers 
and products and choose 
appropriate equipment, 
techniques and materials for their 
product. They will devise 
production plans while 
manufacturing their product.  
 Know that fabric properties 

are crucial to maximise 
performance  

 
 
 
 
 
 
 
 
 
 

 Further advanced use of the sewing 
machine including trouble shooting 

 Safe and effective use of textiles 
equipment and processes  

 Relevant testing of techniques for 
prototypes  

 Working with accuracy to a tolerance 
 Following written instructions 

accurately and interpreting diagrams 
 Practical use of a wider range of 

fabrics 
 Apply ‘new’ concepts to their own 

products  
 Product analysis and reformulation of 

existing products  
 
 

 Understand the importance of market 
research when designing a new product 

 Generation and development of design 
ideas for a very simple product  

 Understand the need for planning before 
practical work begins  

 How to visually merchandise a product to 
promote sales 

 Creating a corporate image 
 The relevance of branding related to 

quality assurance, costing and target 
market 

 The importance of ergonomics and 
anthropometrics when designing 
 

KPI 1: Quality of Design 
work/research, showing depth, 
diversity and creativity. (design 
tasks) 
KPI 2: Skilfully use a range of 
textile processes machinery and 
equipment. (H&S/accuracy) 



Year Knowledge (Topics / contexts) 
What pupils will ‘know’. 

Skills acquired 
What pupils will be able to ‘do’. 

Concepts developed 
What pupils will ‘understand’. 

Assessments (KPI’s) 
 

  Concept of designing with the 
environment in mind, using 
examples from a range of familiar 
products, re-thought in keeping 
with the Six Rs principles 

 Exploring a product’s life cycle 
and the ‘cradle to the grave’ 
concept 

Practical skills building 
 How to work a range of textile 

techniques and skills 
 Follow instructions to create 

accurate samples of techniques 
 How to go beyond the instructions 

and combine and add to the 
basics 

Technology in society - 
 Fashion  
 How technology has influenced 

fashion throughout history leading 
to current trends 

Making activity 
 How to combine the skills learned 

and the knowledge to complete 
an independent making activity  

Mainly Designing 
 





Year Knowledge (Topics /Contexts) 
What pupils will ‘know’. 

Skills acquired 
What pupils will be able to ‘do’. 

Concepts developed 
What pupils will ‘understand’. 

Assessment (KPIs) 

11 Term 1  How to design and 
develop design ideas for a 
client to a written brief.  

 How to shape and form 
materials, using cutting, 
abrasion and addition. 

 How to use specialist 
techniques and processes 
such as jigs, patterns and 
templates where suitable. 

 How surface treatments 
and finishes are applied to 
enhance aesthetics, 
functionality and durability 
of products. 

NEA: 
 Use a range of design 

strategies to generate 
imaginative and creative 
designs. 

 Develop the use of a range of 
appropriate techniques to 
communicate design ideas 
including 2D and 3D drawings 
and computer modelling. 

 Select materials and 
components appropriate to 
the task considering cost, 
functionality and availability. 

 Work to specific tolerances, 
cutting, shaping and forming 
materials. 

 Material management and the 
economical use of material. 

 Work with specialist tools and 
equipment with precision. 

 Use specialist techniques and 
processes. 

 Design and develop 
prototypes in response to 
client needs and wants. 

 The importance of considering 
the needs and wants of a client 
when designing for them. 

 


