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Think about the objects that you love. Your mobile phone 

with its delicious curves was designed on a computer screen. 

The car you yearn for started life as a reduced size clay 

model. A building that you admire sprang from the drawing 

board of an architect. And it is not a new phenomenon. Our 

fascination with 3D design goes back to flint arrow heads 

and earthenware pots. As a 3D designer you are at the 

crossroads of a number of skills. Of course you need 

creativity, in order to imagine the shape and function of the 

object. But you’ll also need to know about manufacturing 

processes, materials and marketing.  

 

3D Design is an enormously satisfying career. You have an 

idea and - with the use of tools like clay or computers - it 

comes to life. Imagine how satisfying it must be for the 

person who designed the iPhone or Razr to hold the finished 

product in their hand.  

 

Your A Level studies cover three main areas, and you will 

study two of these over the duration of the course with the 

non-examined assessment (coursework) unit taking place in 

the final year. In ‘Technical Principles’ - you will look at 

materials, production processes and the impact of cost and 

design helping you to appreciate the relationship between 

design and technology or form and function. In ‘Designing 

and Making Principles’ you will develop skills for your 

coursework project using designs of products to analyse the 

use of a range of materials and media.  

 

What skills will I learn?  

The Design Technology Course will help you develop a 

number of skills:  

 How to assemble data and assess it  

 How to investigate facts and use deduction  

 How to put over your point of view fluently  

 How to work as a team to achieve results  

Why Choose Design Technology? 



Year 1: Skill Building 

Your first year will consist of a range of smaller projects aimed at developing knowledge and understanding of 

design principles while embedding practical skills such as research, drawing/designing, modelling, use of a range of 

materials, tools, equipment and workshop machinery in preparation for the final major project in Year 2. The skill-

building projects are particularly useful for those students who may not have had the opportunity to study DT at 

GCSE, and will as a result be better prepared for the coursework element in Year 2.  

Year 2: Final Major Project (50%) Coursework Portfolio 

Product Design / Architectural Modelling 

Depending on your choice of project, you will research and analyse a range of existing design solutions before 

designing and making products and prototypes such as lighting, jewellery, furniture and other items that address 

specific needs, using a wide range of materials. Architectural models, for examples, focus on the ‘built 

environment’, with potential projects relating to interior design, film/theatre set design, the redevelopment of a 

public space such as a skate park, town centre, or a building designed for a specific need. The emphasis is on 

researching specific client needs and suitable sites and spaces before designing and creating a high-quality product 

and other related promotional material. 

 

You will enjoy and benefit from Design and Technology if you: 

– are interested in the way things work and how they are designed; 

– would like to use a wider range of techniques including IT (CADCAM) on design projects; 

– are interested in practical work as well as theory; 

– would like to develop your critical thinking and to see the relationships between designer, manufacturer and 

user; 

– are willing to carry out independent investigative research, including using the internet, and are confident about 

writing essays. 

A course in Design and Technology offers a unique opportunity for you to identify and solve real problems by 

designing and making products or systems in a wide range of contexts relating to your personal interests. 

Course Overview 



Course Breakdown 
This creative and thought-provoking qualification gives students the practical skills, theoretical knowledge and 
confidence to succeed in a number of careers, especially those in the creative industries. 

Students will investigate historical, social, cultural, environmental and economic influences on design and 
technology, whilst enjoying opportunities to put their learning in to practice by producing prototypes of their 
choice. 

Students will gain a real understanding of what it means to be a designer, alongside the knowledge and skills 

Students are expected to be able to name specific 
materials for a wide range of applications. 

They must also be able to provide detailed and 
justified explanations of why specific materials and 
combinations of materials are suitable for given 
applications, with reference to: 

 physical and mechanical properties (working 
characteristics) 

 product function 

 aesthetics 

 cost 

 manufacture and disposal. 

Non-examination assessment  

Substantial design and make project - 50% of qualification 

Students should be aware of, and able to explain, different 
approaches to user centred design. That in approaching a 
design challenge there is not a single process, but that good 
design always addresses many issues, including: 

 designing to meet needs, wants or values 

 investigations to inform the use of primary and 
secondary data: 

 market research 

 interviews 

 human factors 

 focus groups 

Practical application of technical principles, designing and making principles. Written or digital design portfolio and 

photographic evidence of final prototype.  

Understand the appropriate use of materials 
including polymers, composites, woods and metals 
based on their physical and working characteristics 
such as: 

 malleability 

 toughness 

 hardness 

 resistance to corrosion and degradation 

 thermal conductivity 

 electrical conductivity. 

 calculation of quantities of materials sizes and 
costs. 



NEA 

The coursework unit is a substantial design and make project where knowledge of the subject content is 

applied to a client based project. It will seek to develop existing and new skills by the use of a range of materials 

and manufacturing processes. The design work involves detailed primary and secondary research leading to a 

product specification which then allows the student to propose a range of ideas that culminate in a chosen 

design. Detailed development then follows which includes the use of 3D CAD software and planning the 

sequence of manufacture leading the making of a high quality outcome. A thorough evaluation of the complete 

product is then made including the views of the client and others. Throughout the unit a range of 

presentational techniques are employed to produce the accompanying design folder.  



Extra Curricular 

Extra Curricular Activities  

These are run on four days each week as part of the period 7 activities slot. They are popular with all the main-

stream students as well as those that are not taking the subject as an examination course as it gives them the op-

portunity to pursue individual interests outside of the timetable.  

 

The department also opens most lunchtimes for students that wish to use the facilities, and evening and weekend 

sessions for boarding and day students also take place on a weekly basis.  

 

The department actively promotes and takes part in local and national competitions throughout the course of the 

academic year.  

 

Workshop Opening Times for Students  

 

Lunchtimes  

Monday—Thursday 12.40-13.35  

 

After the College day  

Thursday 17.15-19.30 

Other days in consultation with staff. 



Reading List 

There is no expectation that students purchase any of the below books; they are all stocked in the department and 

in the College library. However, students may wish to use some of the texts to enhance and enrich their under-

standing of the course’s theoretical concepts. The list below is therefore intended to give a flavour of the course, 

provide a reference point if any topics prove particularly challenging and to form a source of inspiration for their 

design work 

 

Course textbook 

AQA Design and Technology: Product Design  

The dream factory: Alessi since 1921  

20th century design  

Design Museum: Contemporary Design  

50 Product Designs 

Bauhaus  

Making IT Manufacturing Techniques For Product Design  

What is design today?  

Collapsibles: A design album of space-saving objects  

The Eco-Design Handbook  

Design Museum: Contemporary Design  

Arts & Crafts Companion  

Making IT Manufacturing Techniques For Product Design  

The Measure of Man and Women: Human Factors in Design  

Drawing For Designers  

Design for the 21st Century  

DATA - Designing with Pro/Desktop  

Design Sketching  

Presentation Techniques 

Innovative Product Design Practice 

Manufacturing Processes for Design Professionals 

 

Websites and Magazines: 

 

www.dexigner.com - online magazine 

http://designmuseum.org/ 

http://www.designweek.co.uk/ - design week magazine. 

http://www.id-mag.com/GeneralMenu/ - ID magazine 

http://www.designcouncil.org.uk/ 



Department Information 
Design Technology prepares pupils to take part in the development of tomorrow’s rapidly changing world. Creative thinking 

encourages pupils to make positive changes to their quality of life. The subject encourages pupils to become autonomous 

and creative problem-solvers, both as individuals and as part of a team. It enables them to identify needs and opportunities 

and to respond by developing ideas, and eventually making products and systems. Through their studies of Design 

Technology they combine practical skills with an understanding of aesthetic, social and environmental issues, as well as 

functions and industrial practices. This allows them to reflect on and evaluate present and past design and technology, its 

uses and its impacts. Design technology helps and supports pupils to become discriminating and informed consumers and 

potential innovators.  

The aims and objectives of Design and Technology at St. Edmund’s College  

Aims  

The aims of any Department must compliment and harmonise with the mission statement of the school. The statement gives 

clear parameters for the Technology Department. Our long term aim is to produce a thinking, adaptable adult capable of 

taking his / her place in a changing society. We strive to create a distinctive and dynamic partnership between pupils and 

staff in the Department through our level of care, concern and professionalism. The Technology curriculum seeks to promote 

an educational culture which is scientific, technological and vocational within the Catholic Christian framework of the school. 

In addition, this Department aims to provide the excellent practical technological, scientific and communication skills needed 

by our manufacturing and service industries. Thus ensuring that our pupils will be well-educated and technologically skilled, 

ready and able to progress into employment, further training or higher education according to their individual aptitudes and 

ambitions.  

The Department’s general aims are:  

1. To foster awareness, understanding and expertise in those areas of creative thinking which can be expressed and 

developed through investigation and research, planning, designing, making and evaluating, working with materials and 

tools.  

2. To encourage the acquisition of a body of knowledge applicable to solving practical / technological problems operating 

through processes of analysis, synthesis and realisation.  

3. To stimulate the development of a range of communication skills which are central to design, making and evaluating.  

4. To stimulate the development of a range of individual research, designing and making skills, leading students to 

develop a sense of awareness for, and appreciation of historical and cultural aspects.  

5. To encourage students to relate their work to their personal interests and abilities. This should demand active and 

experimental learning based upon the use of materials in practical areas,  

6. To promote the development of curiosity, enquiry, initiative, ingenuity, resourcefulness and discrimination.  

7. To encourage technological awareness, foster attitudes of co-operation and social responsibility, and develop abilities 

to enhance the quality of the environment.  

8. To stimulate the exercising of valued judgements of an aesthetic, technical, economic and moral nature.  

9. To develop a student's sense of responsibility, and for those who pursue a career in the subject area, to make 

conscientious design decisions to improve the lives of others.  

10. Equal opportunities for all students, regardless of ability.  

11. To help students to develop a sense of enthusiasm and enjoyment for the subject.  



Careers 





Contact: Miss A.M. Healy (Head of Department)  

E-mail: ahealy@stedmundscollege.org 

Tel: 01920 824250 

All teaching at St Edmund’s is rooted in Christ and is taught with regard to Catholic tradition with all 

departments expected to be faithful to our Mission.  Sensitive cultural and social issues are discussed 

appropriately and we believe that the syllabus chosen provides a suitable vehicle for the introduction of 

this subject in a Catholic school and, whilst encouraging critical thinking, takes care to avoid bias. 


