
George Stephenson High School Secondary Scheme of Work: Year 8 Design (Textiles and Graphics) 
 

Unit Lessons 
Key Progression Indicators 

Knowledge, Understanding and Skills 

 
 
 
 
 
 

 
Textiles: Crisps 
 
Students will Design and Make a Phone 
Cushion based on the theme. 

 
 
 
 
 
 

 
September-February 

Projects have been designed and developed to meet and reflect the 
assessment objectives for GCSE Art Curriculum, (The GCSE Offer at GSHS) 
adapted for KS3. Students will build on the work achieved in Year 7 and: 

• Further develop skills in observational drawing and mark making and 
develop an ability to create meaningful subject specific mark making. 

• Build on knowledge and understanding of colour theory and apply this 
understanding to practical outcomes in the form of fabric painting, Tie- 
dying and Batik. 

• Be able to understand and use this understanding to produce the 
following textile skills: 

• Carbon transfer, Felting, Use of mixed media, weaving, applique, tie-dye 
and batik. 

• Sewing machine skills  

• Be able to understand and apply this understanding to produce the 
following Graphical Communication skills: Acetate prints, typography and 
use of layout, photoshop and photography. 

 
 
 
 
 
 
 
 

 
Graphics Greggs 
Students will design and make a pop-up menu 
for the launch of a new product range.  

 
 
 
 
 
 
 
 

 
February-July 

Design Technology Key Stage 3 

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 the needs in a variety of situations 

• Use a variety of approaches to generate creative ideas and avoid 
stereotypical Reponses 

• Develop and communicate design ideas using annotated sketches, 
detailed plans, 3D and mathematical modelling, oral a digital presentation 
and computer-based tools. 

Make 

• Select from and use specialist tools, techniques, processes, equipment 
and machinery precisely, including computer aided manufacture 

• Select from a wider, more complex rage of materials, components, 
considering their properties. 



 

  
Evaluate 

• Analyse the work of past and present professionals and others to develop 
and broaden their understanding. 

• Investigate new technologies. 

• Test and evaluate and refine their ideas and products against a 
specification, considering the views and needs of intended users and 
other interested groups. 

Understand how developments in technology, its impact on individuals, 
society and the environment, and the responsibility of designers, 
engineers, and technologists 

Year 8 Design (Textiles and Graphics) Calendar 
 

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 
12 

Week 13 

Review of work from Year 7 Students RAG 
Rate work in a learning DT Profile. 
Introduce the Year ahead…expectations 
and learning (Big Picture) Introduce new 
information -Soft Sculpture, what is Art? 
HWK Claes Oldenburgh 

 
Drawing Task (Typography) Crisp Packet 
(Artist Research Lucy Sparrow (Video link) 
KAT 1 DIRT Artist presentation 
Assessment Point 1 

Revisit Embroidery (from Year 7) looking at 
the work of Lucy Sparrow. Model examples, 
RAG rate embroidery skills. 
Big Write: Crisp  packet  sleeping 
bags…design problem, video link Literacy 
link/cultural capital Assessment Point 2 
Fabrics and Fibres: Felting…how felt is 
made…investigation into  felt/ properties. 
Students create felt/felting exercise. 

Artist study 2. Holly Levell. 
Fabrics and fibres (focus on natural fibres) 
Group challenge 
HWK Fabrics and Fibres 

Surface decoration/ 
Use of Sewing 
machine and sewing 
machine training. 
Safety. 

Further surface 
decoration in the form 
of 
weaving/Felting/HWK 
Design Task 

Production of Felt 
Crisp phone 
cushion, focus on 
hand embroidery. 
Sewing machines 
can be used to 
stretch and 
challenge. 

Review 
Progress 

Evaluation 
Target 
Setting 

Assessment 
Point 3 

 

Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 

Review Progress 

Evaluation Target Setting Assessment 
Point 3 

Greggs project: Graphics Corporate Identity. Logo design  
Formal elements of Graphics/Logo design.  

.Branding/Use of Colour, Mural Design and 
Artist study.  
Evolution of Design  
Perspective drawing  



Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35 Week 36 Week 37 Week 38 Week 39 

Big Write Brand Identity 

Assessment Point 6 

Branding and 
Typography 

 (application of Branding and Typography 
knowledge and understanding) Making of Pop-
up leaflet. 

Production and evaluation of 
final product. Evaluation and 
Target Setting. Final 
Assessment. 



George Stephenson High School Unit Overview: Year 8 Design Technology Textiles and Graphics 

 

Unit: Crisps/Greggs Number of Lessons: 24 

Key concepts (GCSE subject content statements) 

• AO1: Develop ideas through investigations, demonstrating critical 
understanding of sources. 

• AO2: Refine work by exploring ideas, selecting, and 
experimenting with appropriate media, materials, techniques and 
processes. 

• AO3: Record ideas, observations, and insights relevant to 
intentions as work progresses. 

• AO4: Present a personal and meaningful response that realises 
intentions and demonstrates understanding of visual language. 

Students will investigate a design brief based on the needs of customers. 

 
Crisps 

In Textiles students will consider the ethics of Textiles and apply knowledge and 
understanding when producing a 3D Textile outcome. 

Greggs 

In Graphics, students will consider Brand Identity and design and make a 
product pop-up leaflet. 

Possible Key Learning Points Skills Prerequisites 

• To continue to introduce different forms of 
drawing, this time sing the sewing 
machine and mark making with 
fabric/fibres 

• To develop further understanding of 
fabrics and fibres including the properties 
of them and the application so use 

• Develop deeper understanding of the 
textiles and surface decoration including 
use of colour through tie dye and batik. 

• Printing and dying 

• Develop skills set of textiles techniques, 
weaving and felting. 
Greggs 

• To develop further mark making and 
observational skills, Perspective 
drawing. 

• Introduce the concept of Corporate 
Identity 

• Introduce the basics of Photoshop and its 
application in Design 

• Introduce Layout skills need in Design 
Graphic Industry. 

• Continue to Interpret artwork from variety 
of sources. 

• Analyse and evaluate work from a variety 
of artists/designers, comparing and 
contrasting work 

• Develop further skills within textiles, 
weaving and felting 

• Understand and research sources to 
further develop work. 

• Present work sympathetic to theme. 

Literacy 

• Key words unit specific vocabulary 

• Writing frames and extended writing 
tasks within the analysis of artist’s work 

Numeracy 

• Composition 

• Measuring and application of maths when 
creating a practical outcome 

Awareness of what Design Technology is and that all 
artists, craftspeople and designers are inspired by the 
world and culture around us. The application of textiles 
across all cultures and the importance of this in society. 

Home Learning Activities. 

1. Research into the artists and theme the Coast 
2. Research on chosen designer for groups. 
3. Fabrics and fibres fact sheets 
4. Design work for outcome 
5. Market research questionnaires. 
6. Research on SMART materials 

7. Design movement home learning. 
8. Company research investigations (Dyson,Apple) 
9. Typography and letter style homework’s 



 

Subject Specific Language Pedagogical Notes Make it Stick Activities 

Batik 
Fabrics and Fibres 
Silk 
Cotton 
Wool 
Linen 
SMART Materials 
Weaving 
Felting 

Carbon Footprint 
Fast Fashion 
Corporate Identity 
Digital editing 
Photoshop 
Lay out grids 

Growth mind-set and the PBL approach 
(multiple drafts) will be delivered across all 
units in Art. 

Using artwork/examples and teacher 
exemplar will bring value to the lessons as 
the students will be exposed to different 
cultures and craftspeople they would not 
normally experience otherwise. 

Students will be expected to remember a lot 
of subject specific terminology – returning to 
these words regularly will help embed them. 

Additional starter and plenary quizzes based on key 
terminology 

• True and false 

• Odd one out 

• Drawing from memory. 

• Drawing and explaining the formation of the face 
from memory. 

• Subjects interleaved from Year 7 and current work 

• Flipped learning for artists/Designer’s research. 

Reasoning opportunities and probing 
questions 

Suggested Activities Possible Misconceptions 

• How do artists and designers express 
themselves? 

• Students will be asked regularly to 
analyse artwork, the meaning behind 
them, what makes the art work? What is 
the artist trying to say? 

• Students will be asked to compare and 
contrast artwork work of designers and 
be able to justify their findings. 

• What is Fast Fashion? What is the effect 
on the environment? 

• How damaging is the farming of fabrics 
and fibres on our carbon footprint? 

• Is it ethical for design companies to target 
consumers? 

• Research on theme. 

• Analyse artwork 

• Compare and contrast pieces 

• Extended writing…analysing and 
evaluating existing graphic artwork and 
providing an in-depth evaluation of 
completed pieces. 

• BIG WRITE 

• Students must understand they are working through a 
design process rather than just drawing then making 
something. 

• Understanding tone, line and form 

• That mark making and drawing can be created not 
just by hand but with a sewing machine, camera, 
computer. 

• That design and textiles/Packaging (Greggs) has 
a huge impact on the environment 



Final Outcome for Textiles 

• Final outcome for Textiles Technology is to design and make a soft Phone Cushion based on the Theme of Crisps, this theme was first visited in Year 

7 DT. The ethical outcome behind the final product using the bag recycled fabrics and researching the theme of how textiles are used to support 

charities. The outcome is more challenging than the draw string bag in Year 7 SOW, as construction, mathematical skills will be needed to pattern cut 

and ensure the crisp sculpture fits together. The embellishment will again be a step up in skill, using applique and felting as the decoration. 

Final Outcome for Graphics 

• The outcome for Graphics is a book of celebration stamps based on a Northeast company Greggs. The SOW will stretch and challenge students 

to use ICT to develop their work, using Photoshop and challenge their understanding of Branding in DT, develop perspective drawing and 

understand Pop up mechanisms. 



George Stephenson High School Secondary Scheme of Work: Year 9 Design Technology (Textiles and Graphics) 
 

Unit Lessons 
Key Progression Indicators 

Knowledge, Understanding and Skills 

 
 
 

 
Textiles: MAPS 

 
 
 

 
September-February 

Projects have been designed and developed to meet and reflect the 
assessment objectives for GCSE Art Curriculum, adapted for KS3 Design 
Technology. 

• Develop skill in observational drawing and mark making and to develop 
an ability to create meaningful mark making through the medium of 
Textiles/Graphics. 

• Develop an understanding of colour and the application of colour 

• Introduce the subject/skill and art form of Textile Art and Graphic 
Communication. 

• Be able to understand and use this understanding to produce the 
following textile skills: Hand embroidery, applique, polyboard printing, 
mixed media, fabric painting, machine applique. 

• Be able to understand and use this understanding to produce the 
following Graphic Communication skills: Mono printing, typography, 
layout, (use of ICT to enhance work). Photography, design for a 
customer, corporate identity. 

• Be able to identify and solve design problems and understand how to 
reformulate problems given to them 

• Be able to critically evaluate work of artists/designers and self evaluate 
work 

• Be able to research and explore the different cultures, identify needs. 

 
 
 
 

 
Graphics: Graphic Novel 

 
 
 
 
 

 
February-July 



Year 9 Design Technology (Textiles and Graphics) Calendar 

 

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 

What is a MAP? Focus on the 
different types of Maps, work of 
Harry Beck. Categorising of topic 
in a map Fiest skills test using 
sewing machine (Couching) 
KAT 1 Response to artist work 
Harry Beck DTT 
Introduction to GCSE taught. 
within the department and 
examples shared. 

Design challenge shared with group: 
Designing for a customer and the customer’s needs. 
Responding to a design brief: Using the theme Maps and 
focusing on the artist KateTarling Design and make a bag. 
Mind mapping and researching into product development 
Developing a specification around research. 
 

Artist/designer 
research/ focus of 
Big Write (Literacy 

and Numeracy 
(KAT2) 

Kate Tarling, 
Paula Scher 

Vivienne 
Westwood 

Response 
to Big 
Write, 
(DIRT) 

Design and fashion 
design master 

classes. How to 
present work to 

client. 

 

Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 

Making of final product and looking at customer needs and expectations. 
(Consumer trial.) 

Pattern cutting and toile making, embellishment/introduction to machine free hand 
embroidery. 

Final assessment and evaluation of unit. Target setting (KAT3) 

 
Graphic Products- Graphic Novel Introduction to Graphic 
Communication- Link to GCSE OPTIONS. 
TEXT: Students will be introduced to the use of text in graphic 
novels/comics and typography styles.   
 
A DAY IN THE LIFE HL COMIC STRIP.  GRAPHIC NOVEL: students 
will be provided with an extract from Neil Gaimans ‘Coraline’ which 
describes a scene in the book.   

 

Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35 Week 36 Week 37 Week 38 Week 39 

   Project introduction – Linking to a past GCSE Paper. They will mind map ideas in response to this.   

LAYOUT / COMPOSITION : Students will learn what a Graphic Novel is and understand the 

components that are used to make one. They will focus on the layout of graphic novels, linking to their 

history.   

ALICE OSEMAN HL. BOOK COVER HL   

They will apply this knowledge to a comic book panel and add the appropriate text. This will also allow 

the students to look at the work of other Graphic Designers and Illustrators.  

LITERATURE/CHARACTER DESIGN: Students will be provided with an extract from Neil Gaimans 

‘Coraline’ which describes the character. The students will develop their drawing skills and produce a 

Coraline design based on the text.   

Students will read and annotate as a class. In response to this they 

will plan out their Graphic Novel final piece. This allows them to 

apply the knowledge gained in this project and respond to the 

artistic styles of another artists/designers.   

This will be drafted for assessment ( KAT) and then refined in 

response.   

 

GRAPHIC NOVEL DEVELOPMENTS: Students will develop 

their Graphic Novel Designs Further by taking it into Photoshop.   



CHARACTER DESIGN HL   

PEER ASSESMENT/GROUP CRITIQUE/FORMAL ASSESMENT 



George Stephenson High School Unit Overview: Design Technology Year 9 Maps/Graphic Novel 

 

Unit: MAPS (Autumn Term) Number of Lessons: 24 

Key concepts (GCSE subject content statements) 

• AO1: Develop ideas through investigations, demonstrating critical 
understanding of sources. 

 

• AO2: Refine work by exploring ideas, selecting and experimenting with 
appropriate media, materials, techniques and processes. 

 

• AO3: Record ideas, observations and insights relevant to intentions as work 
progresses. 

 

• AO4: Present a personal and meaningful response that realises intentions 
and demonstrates understanding of visual language. 

Maps 

 
Historically, needlework map samplers were produced to promote 
learning about geography and the craft of stitching. They could include 
images, patterns and lettering. Fabric printed with maps has been 
used to create garments and soft furnishings. Alighiero Boetti worked 
with Afghan artisan embroiderers to create his ‘Mappa’ series. Claire 
Brewster, Jennifer Collier and Susan Stockwell retrieve old maps and 
use them to create intricate sculptures and paper garments. Mary 
Brying uses hand-dyed or printed fabric to create mixed media maps. 
Nikki Rosato makes connections between maps and the human form. 

Investigate appropriate sources and create your own response to 

MAPS. 
Graphic Novel 

Possible Key Learning Points Skills Prerequisites 

• To introduce different forms of drawing. 

• To develop further understanding of the 
formal elements and apply them to 
Textiles Technology 

• Develop deeper understanding of the 
textiles and surface decoration and fine 
tune skills including: 

• Application of applique 

• Mola work 

• Printing and dying 

• Develop understanding of garment and 
produce construction. 

• Understand the importance of designing 
for a customer profile 

• Consideration of pattern cutting and use 
in industry CAD/CAM 

• Interpret artwork from variety of sources 

• Analyse and evaluate work from a variety 
of artists/designers, comparing and 
contrasting work 

• Develop skills in using sewing machine 
and other textile mediums 

• Be able to pattern cut and create a toile 
(prototypes) 

• Be able to make prototypes for Graphics 
and learn from this development process 

• Understand and research sources to 
further develop work. 

Literacy 

• Key words unit specific vocabulary 

• Writing frames and extended writing 
tasks within the analysis of artist’s work 

Awareness of what Art is and that all artists, 
craftspeople and designers are inspired by the world 
and culture around us. The application of 
textiles/graphics across all cultures and the importance 
of this in society. 
Understand that design is a reflection of who we are and 
who we want to be. 

Home Learning Activities. 
 
1. Research into the artists and theme maps 
2. Drawing of maps and places of interest 

3. Creating tone by using other mark making 
techniques. 

4. Research into Mary Brying 
5. Research on fashion designers 



 

• Develop further understanding of Fast 
fashion, environment and the effect 
fashion has on it. 

Numeracy 

• Composition 

• Measuring and application of maths when 
creating a practical outcome (pattern 
cutting/book making) 

6. Researching into fashion and technical textiles 

7. Research on a designer and or themselves to create 
a sense of place outcome. 

8. Investigation into new and emerging technology. 
9. Photography tasks: A-Z, Photography challenge. 

Subject Specific Language Pedagogical Notes Make it Stick Activities 

Tone 
Line 
Reference 
Analysis 
Evaluate 
Mola 
Applique 
Tonal gradient 
Pattern cutting 
Toile 
Monoprinting Brayer Ink Print Printmaking 
Repetition 
Plan Develop Ideas Mock- up 
Etching 
Typography 

Growth mind-set and the PBL approach 
(multiple drafts) will be delivered across all 
units in Art/Design Technology 

 
Using art work/Design Technology/examples 
and teacher exemplar will bring value to the 
lessons as the students will be exposed to 
different cultures and craftspeople they would 
not normally experience otherwise. 

Students will be expected to remember a lot 
of subject specific terminology – returning to 
these words regularly will help embed them. 

Additional starter and plenary quizzes based on key 
terminology 

• True and false 

• Odd one out 

• Drawing from memory. 

• Drawing and explaining the formation of the face 
from memory. 

• Interleaved work for Year 8/7 

Flipped learning for artists research. 

Reasoning opportunities and probing 
questions 

Suggested Activities Possible Misconceptions 

• How do artists and designers express 
themselves? 

• Students will be asked regularly to 
analyse artwork, the meaning behind 
them, what makes the art work? What is 
the artist trying to say? 

• Students will be asked to compare and 
contrast artwork and be able to justify 
their findings. 

• What does fashion say about us? Why is 
it important? 
 

Research on theme. 

• Analyse artwork 

• Compare and contrast pieces 

• Extended writing…analysing and 
evaluating existing graphic artwork and 
providing an in-depth evaluation of 
completed pieces. 

• BIG WRITE 

• Students must understand they are working through 
a design process rather than just drawing then 
making something. 

• Understanding tone, line and form 

• That mark making and drawing can be created not 
just by hand but with a sewing machine, camera, 
computer. 

• That designers draft and re draft constantly 



Textiles Maps Final Outcome. 

• The final outcome for Textiles is a waistcoat, this outcome is more challenging than a bag in Year 8 as its builds on pattern cutting, construction skills 

and toile making needed in design technology (Toiles) The decoration is also more challenging and builds on the skills and techniques in Year 7 and 

Year 8. Students will be able to use a variety of textile methods to embellish the bag. And evaluate the outcome against the customer needs and the 

specification. 

 

Graphic Products Final Outcome. 

• The final outcome for Graphics is a Graphic Novel. The students will use a mixture of mixed media and use of Photoshop to create a demanding outcome 

to reflect the knowledge and understanding they have gained through the year.  Photography and   further use of digital art and use of apps and introduced 

through this scheme of work. 



• To be able to develop ideas through 
investigations 

• To be able to research and collect 
information about the style and context in 
which the artist works in 

• Use knowledge and understanding to 
record observations and insights through 
drawing and annotation. 

• Demonstrate an ability to present a 
meaningful response/final outcome. 

• Be able to reflect upon detailed art work 
and chart progression 

• Interpret Graphic artwork from variety of 
sources 

• Analyse and evaluate work from a variety 
of artists, comparing and contrasting work 

• Sketch, draw and mark make 

• Develop Graphic skills in use of card and 
layout 

• Understand and research sources to 
further develop work. 

Literacy 

• Key words unit specific vocabulary 

• Writing frames and extended writing 
tasks within the analysis of artist’s 
work 

Numeracy 

• Composition 

• Measuring and application of maths 
when creating a practical outcome. 

Awareness of what Graphic Design/Photography is and 
that all artists, craftspeople and designers are inspired by 
the world and culture around us. 

Subject Specific Language/Artists Pedagogical Notes Make it Stick Activities 

• Tone 

• Line 

• Primary, secondary and tertiary colours 

• Complimentary colours 

• Contrasting colours 

• Analysis 

• Evaluate 

• Typography 

 

This will be the first year group through within 
the new curriculum at Key Stage 3. Various 
primary schools have different approaches to 
DT/Art therefore the completion of the 
baseline and feedback DIRT marking should 
prove to be the starting point for all students. 
Growth mind-set and the PBL approach 
(multiple drafts) will be delivered across all 
units in DT/Art. 
Using artwork/examples and still life examples 
will bring value to the lessons as the students 
will be exposed to different cultures and 
craftspeople they would not normally 
experience otherwise. 

• Starter and plenary activities, reflect and consolidate 
information each lesson to keep the content alive 

• Applying techniques through dissemination of existing 
artwork 

• Repeating skills/concepts across Art and DT 

• Growth mind-set approach to artwork and building 
resilience within the learner. 

• Memory hooks through the unit so students can 
remember and repeat key aspects/areas. 



 

Reasoning opportunities and probing 
questions 

Suggested Activities/ Challenge Possible Misconceptions 

1. How do artists and designers express 
themselves? 

2. Students will be asked regularly to 
analyse paintings/artwork, the meaning 
behind them, what makes the art work? 
What is the artist trying to say? Do? 

3. Students will be asked to compare and 
contrast art work and be able to justify 
their findings. 

4. Upon completing artwork, students will be 
asked to reflect on their journey and 
express how they have interpreted their 
chosen artists ethos 

• Research on theme. 

• Analyse artwork – tiered towards target 
grade 

• Compare and contrast pieces 

• Extended writing…analysing and 
evaluating existing mixed media artwork 
and providing an in-depth evaluation of 
completed pieces. Includes interpretation 
of chosen artist’s style and ethos 

Students must understand they are working through a 
design process rather than just drawing then making 
something. 
Understanding tone, line and form 

That mark making and drawing can be done not just by 
hand but with a sewing machine, camera, computer and 
through mixed media 

 

 


