
        
 

Art, Design 
& Technology  
“Inspiring Creativity” 
 
Our Overarching Vision  
To instil a genuine passion for Art, Design and Technology in all our pupils, developing inquisitive, confident and 
resilient learners through experiences that allow them to gain an understanding of the world around them and 
themselves.  
Art, Design & Technology should be enjoyable and motivating, helping to develop positive attitudes to school and life 
beyond formal education. 
Key Principles 
We have a moral obligation and responsibility as educators to prepare young people to engage in the wider world 
around them. Art, Design and Technology (ADT) is a creative platform in which students can access, enjoy and thrive. 
Our curriculum is built on a secure foundation of skills and knowledge which challenges learners to become 
independent practitioners through an iterative process of reflection and refinement.  
 
Our 4 key statements that underpin the Lionheart Creative Curriculum are as follows: 
 

EXPLORE 
A range of contexts including those in industry and 
professions. 
(Engineering, manufacture, food, visual 
communication, fashion, construction) 
Have a secure/ good understanding of a diverse 
range of artists, designers and makers and 
understand and appreciate the historical and 
cultural context. 
In Food they will explore the principles of nutrition & 
health and understand seasonality and 
characteristics of ingredients. 
Research and explore wide range of cultures and 
different contexts of users. Respond to stimuli, 
briefs, and conduct problem solving through 
evidence-based research and interpret their findings 
in an innovative individual response. 

DEVELOP 
Appreciate, understand and respond to the views of 
others through enquiry and the ability to reformulate 
their outcomes in response to user needs and 
consumer testing.  
 
Reflect on inclusivity and the appropriateness of 
outcomes and their social and moral responsibilities 
as a creative practitioner. (Visual communicator 
designer, Chef) 
 
The ability to be able to engage in an iterative 
process of designing and making. 
 
Review and refine through initial drawings, samples 
etc and develop into successful final outcomes and 
products. 
 

CREATE/ MAKE 
Produce creative work/ products that fully explore 
their ideas and records experiences. 
 
Confidently select from and use a wide range of 
specialist tools, techniques, processes and 
equipment. 
 
Ability to modify/adjust with a resilient approach 
and self-reflection. 
 

EVALUATE 
Can evaluate their own work and that of others in 
order to strengthen their response. 
Confidently express themselves and this process 
through use of specific ADT language. 
Understand and use a specification to evaluate 
effectiveness and viability of product. 
 
Art & Design students are able to evaluate their own 
artwork against the formal elements and evaluate 
the impact of their work on: 

• Individuals 
• Society 
• Environment 

 



 

Technical skills 
Pupils will become proficient in their selection and handling of different mediums and materials and 
subject specialist equipment/ tools. We ensure our students understand relevant systems in products 
such as  
Mechanical  
Electrical  
Computing/ electronics 
and are able to apply these within their own Designs and Products where appropriate 
They will learn how to select and work with a wide range of materials and mediums, and understand 
their origins and impact, and a secure understanding of health and safety and how to work with complex 
processes safely in a variety of environments. 
 
 
The above statements run through all of our specialist subject areas and drive our schemes of learning, designed to 
inspire and enthuse our students about the creative and innovative world we live in. 
 
Our curriculum engages learners in a wide range of practical skills that require the development of fine motor skills 
and the ability to focus and work with a range of mediums, materials, ingredients and equipment and machinery. 
Theory is delivered to support practical learning ensuring that students have knowledge relating to material origins and 
environmental impact, of health and safety and moral responsibilities and how to work as a conscientious, creative 
practitioner. 

Context and the variety of genres and cultures impact on audience and users and is vital to design education, driving 
innovation in response to local, national and global issues. We celebrate diversity and encourage our leaners to 
embrace inclusivity and to raise and ask questions about how Art, Design and Technology impacts our daily lives in 
both physical and visual forms. The inclusivity and diverse power of ADT is a pathway that supports our vulnerable, at 
risk and hard to reach young people and adults, enabling them to access and lead productive and successful lives. It 
encourages the development of visual literacy and perception, providing intellectual knowledge of the natural, virtual 
and made world, with the tactile and intelligent making skills formed through direct engagement with materials, tools, 

Effective Teaching in ADT  
Challenge 
High expectations to stretch learning through contexts that are both familiar and unfamiliar. 

• Explicitly teaching to the top and challenging students to think outside the box, EXPLORE & DEVELOP an 
innovative product or personal outcome. 

• Varied tasks are designed to build confidence and encourage learners to respond creatively to challenges set 
and be able to sustain purposeful and independent activity. 

• Challenge is delivered through a top-down approach, and scaffolded to allow all learners to take risks and 
experience the struggle when interpreting a brief or response. 

 
Explanation 
Teacher instruction is essential to ensure the context of each topic and project brief is communicated clearly to pupils. 

• Dual coding & elaboration are key to delivering explanations in a creative and practical subject, explicitly 
teaching subject specific terminology. 

• Elaboration with concrete examples enables students to EXPLORE and make connections with the designed 
and creative world around them. 

• ADT is easily exemplified we can explicitly link learning to real-life examples often with tangible outcomes and 
products. Student’s practice answering ‘explain’ and ‘describe’ exam questions by referring to concrete 
examples. Through story-telling we are able to bring to life unfamiliar situations for students, such as, 
industrial processes and historical contexts. 

 
Modelling 
Expert modelling of skills and techniques is the foundation of delivery in ADT. 

• The development of practical skills, DEVELOP & CREATE, requires specific instruction with emphasis on the 
metacognitive process of the teacher/ expert articulating their thinking and decision making. 

• Practical application and the addressing misconceptions through I, We, You, encouraging EVALUATION 
throughout each stage. 

 
Questioning 
Key to the introduction of a topic, extend pupils thinking and encourage ‘ownership’ of their projects and ideas. 



• Valuable instant feedback – questioning is used to gage knowledge and understanding of materials, 
processes and student confidence levels. 

• Students are questioned about their process of decision making, why they made those choices and 
encouraged to make prediction about how their materials and mediums will respond. 

• EXPLORE & DEVELOP – Students are encouraged to become reflective practitioners questioning their own 
progress and developing their metacognition. 

 
Elaboration & Interleaving 
All theory can be linked with practical application, giving students an experience with which to connect the theoretical 
knowledge to. Students are encouraged to bring their interests from outside of school into the creative classrooms and 
link their specialist interest to their studies. 
 
Retrieval 

• Routinely used and embedded into the design process, retrieval activities are used to check subject 
knowledge “the knowing that and knowing how” essential to developing ideas to successful outcomes. 

• Skills are constantly revisited through the nature of a spiral curriculum, where each topic revisits and revies 
and builds on both knowledge and skills. This is the natural cycle of the creative process of DEVELOP & 
EVALUATE,  

• Achieved through regular starter and settling activities and end of topic assessments. 
• Use of knowledge organisers to encourage review of key terms, vocabulary, processes and topic contexts. 

Feedback 
Regular, personalised verbal and written feedback is fundamental to Art, Design and Technology subjects as it 
places emphasis on the individual decisions our pupils have to make when solving a problem or presenting an idea 
and leads to more confident outcomes. 
Delivered through: 

• Verbal dialogue between individual pupil and teacher – encouraging reflection on decisions, processes and 
techniques. 

• Whole class verbal feedback through class discussions, problem solving and critical appraisals. 
• Written feedback to celebrate ideas and also encourage self-reflection and EVALUATION leading to next 

steps and refinement. 
 

Literacy in ADT 
Literacy skills are developed through a continuous reflection of the design process and analytical enquiry. The 
learning of key terminology is embedded in our Schemes of learning for each subject area. Students are expected to 
use key terms in both analytical extended pieces of writing and annotations and when developing oracy. We 
encourage debate through group discussions expecting our students to formulate opinions and express them 
appropriately making critical judgements based on a sound knowledge of a variety of contexts; judgements about 
cultural values, cultural history, aesthetics, quality, craftsmanship and fitness for purpose. 
 
 
  



Curriculum Overview  
 

KS3 
Each year will build upon greater subject knowledge, more in-depth and challenging skills / techniques and links to GCSE terminology, 

knowledge and experience. 
 

YEAR 7 – Rotates through each subject area for 9 weeks 1 x 100 minute lesson 
Subject Art Food D&T (textiles) D&T (Product Design) 

Topic Natural Forms Nutrition & Hygiene Creature/monster dolls Biomimicry lamps 
Skills Line, Texture, Colour, 

Shape, Space, Value 
and Form building on 
basic prior knowledge 
from KS1-2 education. 

Students will learn 
how to cook a range 
of dishes, mostly 
savoury. 
 

Hand sewing, buttons, 
beads, embroidery. 
Machine control. 

Card Modelling, Sketching, 
Annotation, CAD 

Knowledge Line, Texture, Colour, 
Shape, Space, Value 
and Form and how to 
combine and use these 
separate elements to 
create. 

developing an 
understanding of 
nutrition and health 
and safety. 

Fabric origins and 
properties, health and 
safety, the work of 
other designers.   

Timbers: origins, examples 
and properties, CAD & CAM, 
biomimicry 

YEAR 8 – Rotate through 4 subject areas for 9 weeks  1 x 100 minute lesson 
Subject Art Food D&T (Textiles)  D&T(Product Design) 
Topic: Study of portraiture Diet & Health Crisp Packets Memphis 
Skills producing self-portraits 

with the focus on 
extended learning from 
year 7 topic. The main 
aim is to introduce more 
artists and sustainable 
focus. 

Students will learn 
how to cook and 
adapt a range of 
dishes, mostly 
savoury 

Applique, fuzzy felt 
pens, shearing, 

3D drawing, research, 
product analysis, mood 
boarding, sketching, 
annotation   
 
 

Knowledge the styles of 4 artists 
will be looked at and 
pupils shown how to 
contextualise their own 
work against others. 
Re-enforcement of the 
basic 7 elements.  

developing an 
understanding of 
nutrition and dietary 
choices and needs.   

analyse the work of 
past and present 
professionals and 
others to develop and 
broaden their 
understanding 
 

ACCESSFM, Specification 
writing, interpreting a brief.  
 
Polymers: origins, examples 
and properties 
 
 
Memphis design movement 

YEAR 9 – Rotate through 4 subject areas for 9 weeks  1 x 100 minute lesson 
Subject: Art Food D&T (Textiles) D&T (Product Design) 
Topic Food Street Food Junk to Funk Alessi 
Skills Create 2D and 3D work 

through a range of 
different mediums, 
developing a range of 
recording techniques 

Students will learn 
how to cook and 
adapt a range of 
dishes, mostly 
savoury 

Select from and use 
specialist tools, 
techniques, processes, 
equipment and 
machinery precisely 

Design Development and 
communication 

Knowledge Develop understanding 
of composition and the 
work of others. 
Evaluation of their own 
and others work.  

understand and apply 
the principles of 
nutrition and health 

understand and use the 
properties of materials 
and the performance of 
structural elements to 
achieve functioning 
solutions 
 

analyse the work of Alessi 
 
Metals: origins, examples 
and properties 
 
 

 
  



 
KS4 class of 2027 
Current YEAR 10 

Subject: BTEC Tech Award Art and 
Design Practice 
 

WJEC Award in Hospitality & 
Catering 
 

GCSE 
Design Technology 

Unit Coverage: Component 1: Creative 
Practice in Art and Design 

Unit 1:  The Hospitality and Catering 
Industry (Exam unit) 

Paper 1: Theory & Practice 
 

Unit 2: Hospitality and Catering in 
Action (NEA) 

NEA: Practical and 
Communication Skill Development 
projects and a mini NEA. 
NEA (released June) 

Next YEAR 11 
Unit Coverage: Component 2: Responding 

to a Brief 
Unit 1:  The Hospitality and Catering 
Industry (Exam unit) (Exam June) 

NEA (Complete April) 

Unit 2: Hospitality and Catering in 
Action (NEA) (December submission) 

Paper 1: Revision 
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The Future of Art, Design & Technology 
With the ever- evolving curriculum and the need to equip our learners with skills and knowledge they will require to 
succeed in an ever-changing creative workforce, we are faced with challenges of the emphasis on the EBACC and the 
value of the creative industries within society.  
 
In 2019, 35.3% of teaching hours at key stage 3 were spent teaching non EBacc subjects, including arts subjects, design and 
technology, religious education and physical education. At key stage 4 this decreased to 32.2%. These figures are slightly lower 
than in 2018. DFE 2020 
 
We have a focus on extending awareness and understanding of the relationship of Art, Design & Technology to the 
creative, cultural, and digital, new-media and heritage industries to better signpost careers opportunities. To enable us 
to move forward we need to explore the promotion of the creative industries and career pathways and make clear the 
vast array of opportunities available in the working world. We want collaboration and exposure to wider design 
contexts to ensure our learners are able to critically adapt and challenge their own work to keep up with change. 
 
“Numerous studies confirm that learning through creativity builds young people’s life skills – helping them to be more inquisitive, persistent, imaginative, 
disciplined and collaborative. These are skills that employers demand from young people entering today’s competitive job market. The UK’s creative industries 
are now worth £84.1 billion per year to the UK economy. Encompassing sectors ranging from architecture, designer fashion, film, video games, music, 
publishing, software, television and radio; the creative industries employ 1.8 million people and the sector is growing faster than any other industry sector 
(DCMS Creative Industries Economic Estimates 2016.) 1 in 11 of all UK jobs now fall within the creative economy” Arts Council 
 
Beyond the classroom 
Lionheart Creative Careers – regular live talks from experts and professionals across all fields and signposting 
participants to potential further and higher education, career choices and opportunities within STEM, visual arts, 
creative and cultural industries that supporting and servicing other subjects, industries and sectors. 
 
Lionheart Gallery – We are developing a Trust wide online gallery to celebrate the creative achievements of our pupils 
from EYFS to KS5. This platform will hopefully inspire our school and wider communities and have a positive impact 
on their holistic development. 


