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TRIP project
proj ( Design:
:J i fons Make: 2
Ny Focus your idea on the Design: Additi 2 %“? [
work of famous Make: Using removal ition processes & Desien: @
OnShO e Make: designers, use Develo| ourA design techniques to wood joints. ‘Usmg Sk-IHS Practi 'eSI|gn. tri @
p e @rchitecture or product P your cesig develop an to develop high quality ‘racticing lsometric
Use a wide rang desi insoirati through iterative organic shaped  Craftsmanship products. Projection and rendering
of skills, materials 961N as Inspiration. processes and modelling, bix based F:)n skills. Orthographic Materials:
and processes to testing & evaluating nature & projection. . 'tah f\"ads- e and
develop your before making a final biomimicry orking with hardwoods an

specialist timbers. Working

e procuct PREPARING product. properties and recognizing
ok DIETER RAMS materials.
UNIVERSITY

LIGHTING
ALl PROJECT After choosing
PROJECT Make: options in year
| Design: Can you make an accurate S?dc:;‘;u;‘/gglz
Isometric projection, C) product using machines and . f
s ‘ ‘ CAD development g tools independently? Evaluate: DESIGN DI TR P ) =

] A What skills have you developed? VENTURA 11, through
: - Test your product and consider iti

- Cams / motions & % -®% Testing / Modelling: ho\‘fv ‘/Olf’would improve it PROJECT (Ig’)f(mmg" rial
Materials: movements: What do cams B' Will my product work? What =T g \?Eﬁﬁm ite projects.
Timbers - hard woods do? How do they work? —

and softwoods, why do
we use them?

can | do to improve it? Deepen your

understanding

YEAR n of DT in the
world around

us whilst

GRAND

developing
DESIGNS Evaluate: Design: pr::ﬁu:;:.:,:?
CAD At each stage of making, how El % Designing for a user and client. nest o
modeling an you improve your product? = What is an isometric projection? Sk t h U users.
PROJECT Would you change any thing? . Develop design ideas using CAD. e c p
Make:

Develop independence in CAD

ED
ﬂ_T using 2D design software to BAUHAUS

ﬁgggjmart Materials
AUTOMATA m o

make complex design ideas. ) inspir(.ed
project material
focusing on experiment .
= - mechanisms ation Work in more
project deth ol
projects,
honing your
< : Design: CAD . H
Z Th Mak:‘ i / Materials: What is cogmputer aided Evaluate: Apractlc.al skl
. ermo - rorming Working with acrylics, .. How has CAD improving your
Shaping manufactured boards cutting and finishin design? Learn to use / CAM resilience &
Basic circuitry and soldering Evaluate: § anc & the basics of 2D roblem
D 'd techniques, software to design LEGO helped you Ip hil
oes your product solving whilst
G @ ~ Design: work?yHowpcan you products LAND pr::)adk:c:? devegloping
[O)ets}:gnmg n{lt};reftrltstlorz fix problems? STEM independence
@ rthographic Projection TRIP inthe
Rendering ALESSI . Kksh
\ AL project workshop.
MET
Materials: KEY FOB
Polymers Classification. ®
What is a polymer? .
Materials:
What is a circuit? Working with plastics HOLCOMBE ¢
SCIENCE Make:

STEADY your final product! TECHNOLOGY ¥ wide range of
HAND

fi
ARTS & un and
GAME CRAFTS YEAR

to vac form the game What is CAM? Use the GRAMMAR |
i : MUSEUM box. % Jaser cutter to produce DESIGN DESIGN + Experience a

exciting

. ‘5 projects that
TABLET 4“ 4“ teach you
Evaluate: STAND valuable skills
What makes a good picture PROJECT 'l n in the
frame? How can you improve Materials: Introduction to workshop,
your skills? . Wood classification. the workshop: understanding
Make: "
e L Where does timber come Health and Safety different
¢ Wood joints ) -
{é% Use of hand tools and Design: from? hmater:Ia s an K
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AO1: Identifying and investigating
possibilities
Follow on from your summer task to

AO3: Evaluate &
Test:
Gain feedback further understand the context. Client
interviews, product, site analysis and
designer research.

throughout your

project, and test
—

edu

Part of WIEC

% v
Core content and ’ T

specialist knowledge:
Revise and practice

W

P
qas

AO2: Generate &
Develop Design Ideas:
Develop your sketches

and communicate

ideas. Developing
them using modelling
techniques

AOL1: Specification & Brief:
Clarify the needs and
wants of the project

writing your own brief &

AO2: Realise
Design ideas:
Manufacture your
product using skills

your final product —
have you met your
brief?

exam papers in
preparation for your
‘na examin
Materials:
= What materials will be
appropriate for your

product? What materials
are sustainable?

jiring
%)
l

Testing /
Modelling:

Use various testing
and modelling
methods to develop
your product

Design:
Designing for children.
How do we make a
product fun, educational

and safe?

o\

DESIGN
MUSEUM
TRIP project

¥

VERTURA

YEAR

DT.
©®
Use a wide range of

and processes specification
used throughout

your DT journey.

NEA

Make: Design:
tools and processes to Reference key .
" design Materials / Make:
produce your f|r'13I s movementstop  Use materials you have not
product. You decide! to develop a combined before such as
stylish functional concrete, acrylic and timber
product. to develop a unique stylized
product.
DESIGNER
LIGHTING

@

onshape
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B SketchUp
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GRAMMAR +  Cooking Methods *  Making Dough Target Market
DESIGN + «  Portioning Chicken «  Using Raising agents \Elle;gerarlans
RvS *  Filleting Fish *  Pastry erly .
TECHNOLOGY +  Cutting techniques/ Knife skills *  Sauces Toddlers & Children
. Pastry Teenagers

Hygiene Knowledge
Pathogenic Bacteria
Danger Zones

High Risk Foods
Storage Conditions

Unit 2 Prep.
Recipe Adaptation

Workplace Theory Target Market Feedback
Kitchen Layout & Workflow Dovetail Planning
Legislation Specification

Staff Dress Code

Unit 1 Theory

Practical Tasks

Core skill
cooks

Unit 1 Theory
Working in Industry
Types of Services
Kitchen Staff Roles
Front of House Roles
Routines at work

Unit 2 Theory
Set Task Analysis
Planning
Preparation of Practical
Dovetailed Planning
Coursework Based

Assessment 2
Food
preparation

Unit 1 Theory
Revision Techniques
Utensils Usage
Equipment Usage
Safe Cleaning
Storage Conditions

Exam Revision
All Unit 1 Theory
Mandatory Pass
Food Poisoning
Careers

Dietary Related Needs

Initial Concept
Sketches:
What ideas do
you have
already? Can
you visualize
them?

Investigate the

-~ -
design
.\ possibilities:
What is the
design context?
GCSE NEA What research
CONTEXTS can you carry

out to gather
ideas?.

0P
VAR

Nutrient Theory
Nutrient Groups
Balanced Diets
Healthy Eating
Preparing Ingredients
Practical Tasks

Final Exam

Mandatory Pass

All Unit 1 Theory

Unit 2 Principle Theory
Careers & Industry

Stock Control

Cast Studies

Mocks and Feedback
Industrial Roles

Key Temperatures

Nutrition & Meal Plans



