
George Stephenson High School Unit Overview   Year 7 Alice Time for Tea/Materials Design Technology  

1 lesson a week Textiles, 1 Lesson a week Woodwork. 

 

 

Possible Key Learning Points Skills Prerequisites 

• To introduce different forms of drawing. 

• To be able to draw basic shapes and add shading to 
these. 

• To research and formulate opinions on different 
artists/designers. 

• Be able to develop a design brief from a starting 
point  

• Use this starting point to develop a product through a 
specification  

• Understand the needs of customers  

• Be able to use design Commnication to formulate 
ideas and create prototypes 

• Be able to test outcome against specification    

• Interpret artwork from variety of sources 

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

• Sketch, draw and mark make 

• Use relevant tools and equipment to create a 
quality outcome 

• 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/designer’s work 

• Be able to evaluate sources and interpret 
information, debate findings. 

Numeracy  

Awareness of what Art is and that all artists, 
craftspeople and designers are inspired by the world 
and culture around us. That products are designed and 
made for an end user and because of this design is 
ever changing. 

Home Learning Activities. 
1. Research into the Artist the group has allocated. 
2. Drawing of products linked to theme 
3. Spelling tests of Tired words 
4. Freyar Model sheet to be populated. 
5. Research into Fabrics and Fibres 

Unit: Time for Tea  Number of Lessons:  

Key concepts (GCSE subject content statements) 
Art  

• 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. 
 

Alice in Wonderland This text, rich in symbolism and content will provide students with the ideas and inspiration 
to create a panel for a bag. They will use the theme to design and explore embroidery and surface decoration. 
The final result will be a bag for the local company The Pottery Experience. 
Resistant Materials  
Introduction to Safety and the workshop. Resistant Materials.  
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, taking into account 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 



• Composition 

• Measuring and application of maths when creating 
a practical outcome 

Subject Specific Language Tier 2 and 3 Language  Pedagogical Notes Make it Stick Activities 

Tier 2 Vocabulary           
Research 
Impact 
Consumer 
Error 
Manipulation 
Assembly   
 
Tier 3 
Alice in Wonderland  
Components  
Fibre 
Warp 
Weft 
Natural 
Synthetic 
 
 
 
 
 
 
 
 

Growth mind-set and the PBL approach (multiple 
drafts) will be delivered across all units in Art and 
Design Technology. 
 
Using artwork DT/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. 
 
 
Cultural Capital/Careers 
 
Across Textiles Students will be taught the 
environmental impact of the Design Industry. The Big 
Read and The Big Write focus on the damage Cotton 
can cause to the environment. 
  

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. 

Flipped learning for artists/Designer research. 
Flipped learning researching Fabrics and Fibres  
 
 
 
 
 
 
 
 
 

Reasoning opportunities and probing questions Suggested Activities Possible Misconceptions 

• How do artists and designers express themselves? 

• Students will be asked regularly to analyse 
paintings/artwork/work of designers, the meaning 
behind them, what makes the artwork? What is the 
artist trying to say? What makes a good design? 
Bad design? 

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

• Students will be required to look at the 
environmental impact of cotton and the textile 
industry.  

• Students will be encouraged to look a customer 
profile and what design needs are met or not men. 
Why is this the case? 

• Research on theme. 

• Analyse artwork/work of designers 

• Compare and contrast pieces 

• Look at existing products and dissemble them 

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

• BIG WRITE – FABRICS AND FIBRES Cotton 

• Investigate new and emerging technologies  

• Be able to understand the environment around 
them and how design fits into this 

• 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 a designer knows what to make straight 
away…that the first ideas are not always the best 

• That it is ok to fail (Link to Dyson vacuum cleaner). 
Iterative design process. 

 



• Students will be given the opportunity to consider 
new technologies and the benefits and problems 
surrounding them. 

• Textiles  
 
 
Outcome in Textiles is using tools and equipment 
correctly to design and make a Tim Burton Character 
beanie doll based on the film Alice in Wonderland.  

• Design Technology  
 
 
Students will demonstrate their knowledge and 
understanding of woodwork by safely designing and 
making a product from resistant materials.  

• Technical Knowledge 
 
 
Students across both subjects will be given the 
opportunity to develop their knowledge and 
understanding of materials use tools and equipment 
safely and use design inspiration to create outcome to 
meet consumer needs.  
 

 


