ASSESSMENT FRAMEWORK

	Year 7 Product design 
	Autumn term 1 & 2
 
	Spring term
 3 &4 
 
	Summer Term 5
	Summer Term 6

	Materials and their working properties 
	Key fob – aluminium/ polymer 
	Storage Box- timbers
	Graphic Products –Avatar

	Progress Check
Engineering challenge 

	Declarative 
	-Metals classifications.
-Polymer categories – thermoset/ thermoplastics 
- Mechanical and physical properties. 
- Tools and equipment. 
- Health and safety in a workshop.  
	- Timbers – classification and stock forms – hardwoods/ softwoods
Manufactured board- ply
- Mechanical and physical properties.
- CAD/ CAM design skills. - Tools and equipment. 
	- Paper and Board classifications, 
 - Mechanical and physical properties.  
- Rendering skills. 
- Isometric drawing. 
- Tools and equipment. 
	

	Procedural 
	Application of practical skills to produce an aluminium key fob and an acrylic key fob to compare working properties of materials 
	Application of practical skills to produce a pine and ply storage box with the use of CAD/CAM. 
	Application of practical skills to produce a avatar with use of graphic skills. 
	Application of skills learnt throughout the year to model a design solution to their ‘holiday’ contextual design challenge. 


	Year 8
	Autumn term 1
	Autumn term 2
	Spring term
 3 &4

	Summer Term 5

	Summer Term 6


	Sustainability and the environment
	Passive Speaker
E-Textiles: skull key fob


	Jar Lamp
E-Textiles: skull key fob
	Board Game
Textile technology- repeat with second rotation 

	Emerging Technologies 


	Progress Check 
Engineering Challenge 

	Declarative

	· Sustainability.
· FSC timbers
· Sound waves, amplitude and frequency. 
	· Electronic components
· Work of others
· Soldering 
· 2d designs 
· Embroidery techniques 
· Fibres/ fabrics
	· Paper and boards
· Biomimicry
· CAD/ CAM – design 
· Modelling 
· Prototyping techniques
· Finishing techniques 
	· Emerging technologies 
· Design skills 
· Modelling/ prototyping
· Enterprise skills 
	

	Procedural
	Application of practical skills to produce a passive speaker using a range of tools and equipment. 
	Application of practical skills to produce a jar lamp/ E skull which represents the work of a theme/design movement, using electronics. 
	Application of practical skills to produce a board game to demonstrate the use of a range of materials and modelling techniques to create a prototype. 
	Application of practical skills to produce a prototype of a product which utilises an emerging technology. 
	Application of skills learnt throughout the year to model a design solution to their ‘plastic waste’ contextual design challenge.




	Year 9
	Autumn term 1 & 2

	Spring term
 3 &4

	Summer Term 5

	Summer Term 6


	Manufacturing Processes
	Gift Product
Textiles- USB lantern
	Pewter Jewellery
	Habitat 
	Progress Check 
Engineering Challenge 

	Declarative

	· Typography 
· Brand design 
· Packaging requirements
· Former design 
· Manufactured board – mdf 
· Designing for a client 
· Manufacturing processes – vacuum forming 
Textiles
-Techniques- block printing/ dye
-Systems approach to design – circuit construction 
-Work of others
- soldering 
- 3d designs 
	· Pewter (metals) 
· Mechanical and physical properties.
· Work of others 
· Manufacturing processes – use of jig, metal casting, finishing techniques, blister packaging. 
	· Designing for a client- National Trust
· 3d & 2d design
· CAD/CAM
· Rapid prototyping- 3d printers/ laser cutters
 
Textiles – repeat with second rotation
	

	Procedural
	Application of practical skills to produce a bespoke chocolate product using a range of manufacturing processes. 
Application of practical skills to produce a textile lantern using a range of textile techniques. 
	Application of practical skills to produce a pewter product using a range of manufacturing processes.
	Application of practical skills to produce a prototype of a habitat product suitable for the National Trust, using a range of manufacturing processes.
	Application of skills learnt throughout the year to model a design solution to their ‘souvenir for a place of interest’ contextual design challenge.



	Type 
	Team strategies 

	Long Cycle
	End of year assessment to consolidate learning throughout the year and prior knowledge. 

	Medium Cycle
	Baseline test at the start of every academic year across key stage 3.
Year 7, 8 and 9 will complete a baseline test across 2 lessons, this will consist of exam style questions using transferable literacy and numeracy skills and a design challenge assessed using mastery levels. 

Pre Tests / Post tests at the start and end of each topic/ project, students are tested on the material covered. These will monitor and evidence students’ progress in every project/ topic area. This identifies gaps in students learning to inform teachers planning. 



	Short Cycle 
	- Retrieval tasks- Big 6, Do now activities, spelling tests. 
- checklists/ success criteria
- exit slips
-Exam q’s
- whiteboards
- traffic lights
- cold calling Q&A


[image: ]

image1.png
v"

s @m@@m@m

GLOBAL &
DOMESTIC
NEEDS

DESIGN
SOLUTIONS

MAKING NEW MEANING TO SHAPE THE WORLD WE LIVE IN
THE SOLVING OF PROBLEMS TO MEET OTHERS NEEDS WANTS AND

WHAT WE STUDY...(SUBSTANTIVE)

LAWS

DESIGN
ORIGINS

FUNCTION
DESIGN

\ANUFACTURING
METHODS

PROPERTIES

THE CREATION OF PRODUCT SOLUTIONS
AESTHETIC QUALITIES THAT PROVOKE A RESPONSE (FORM)

HOW WE STUDY...DISCIPLINARY)

TecHNICAL | EMPIRICAL
& PRACTICAL| "ENQUIRY

RESEARCH

EQUIPMENT ANALVEIE

BASERg PLANNING

MOVEMENTS

NEW & PHYSICAL & MATHS
EMERGING CHEMICAL | CALCULATIONS
TECHNOLOGIES e

THEORY

INVESTIGATION

DESIGN
TECHNIQUES
MANUFACTURE

TESTING

ACCURACY FLUENCY

FACTS IDEAS DEVELOPMENT IMAGINATION

CREATIVE THINKING

AUTONOMY

“DEVELOPING WORK IN THE ‘DESIGN REALISATION' CYCLE” sy

ART, DESIGN & v:cuuomﬂ\é‘wumsmw HIGH SCHOOL

@ WILMSLOW HIGH SCHOOL





