
Half Term 4: Product Design 

Designer: Draw a design for a new school product, considering 

functionality and aesthetics. Label key features.  

Maker: Build a small model of a school product. 

Researcher: Research a well-known product designer. Write a 

biography that includes their most famous designs and their impact on 

the industry. 

Inventor: Identify a problem students face at school and design a 

product that addresses this issue. Create sketches, a prototype, and a 

presentation outlining your design process and solution.  

Half Term 1: Product Design 

Designer: Sketch a simple product design for a household item (e.g., a 

new type of kettle or chair). Label key features and explain why you chose 

this design. 

Maker: Create a 3D model of any product using recycled materials at 

home.  

Researcher: Research an innovative product designed in the last year. 

Write a report on how it was developed, its design features, and its impact 

on consumers.  

Inventor: Design a product that solves a common problem. Create 

detailed sketches, a prototype (physical or digital), and write a proposal 

explaining its market potential and environmental impact. 

Year 7 Product Design Home Learning 
Half Term 2: Product Design 

Designer: Sketch a new toy for children. Label its parts and describe how it’s 

played with and what makes it fun and safe. 

Maker: Create a 3D model of a new game. This can be a board game or any 

other type of game. 

Researcher: Research a famous fad toy product. Explain why this toy was 

popular and give information about the designer and the materials. 

Inventor: Identify a problem that children have, or parents have with their 

children. Create detailed sketches and write a proposal for a new product 

solution explaining its market potential. 

Half Term 5: Product Designer 

Designer: Sketch a piece of wearable technology (e.g., a smartwatch, fitness 

tracker). Label its features and explain how it helps the user. 

Maker: Make a prototype of a new or existing wearable  

technology product. 

 

Researcher: Compare and Contrast Products. Choose two similar  

products from different brands (e.g., two smartphones, two types of sneakers). 

Write a comparison report highlighting their design differences and user 

experiences. 

 

Inventor: Redesign an Existing Product. Choose an existing product you 

think could be improved (e.g., a household item, a piece of furniture). Sketch a 

redesigned version and write a report explaining your changes and how they 

enhance the product. 

 

 

  

 

 

 

 

  

 

 

 

 

 

 

 



Year 8 Product Design HOME Learning 

 

Half Term 2: Design Movements 

Designer: Choose a design movement (e.g., Modernism, Pop Art). Create a 

scrapbook page with pictures, key characteristics, and notable designers or 

products. 

Researcher: Write a short essay comparing two design movements, 

focusing on their philosophies and visual styles. 

Make: Make a visual presentation on how a particular design movement has 

influenced contemporary architecture. Include images and examples. 

Inventor: Develop a new product inspired by a specific design movement. 

Create detailed sketches, a prototype, and a written explanation of how it 

incorporates elements of the chosen movement. 

Half Term 5: Transport  

Designer: Create a poster for a past or present transport 

product that inspires you. 

Maker: Make a model, on CAD or a physical model, of a mode 

of transport e.g. Car, train. 

Researcher: Write an essay discussing a past transport 

design classic and explain why it is a design classic. 

Inventor: Design a modern new form of transport for city 

living. Create detailed sketches, a final design, and an 

explanatory report. 

Half Term 4: Product Design Sustainability 

Designer: Design a new type of sustainable product. Sketch the 

design and label its features. 

Maker: Create a simple prototype of a redesigned everyday object 

(e.g., a water bottle) using household materials. Present your prototype 

and explain your design choices. 

Researcher: Research a product that has been redesigned to be 

more sustainable and explain how it is now more sustainable.  

Inventor: Identify a product that is not currently sustainable and 

redesign it so it is more sustainable. Explain your product changes. 

Half Term 1: Product Design 

Designer: Sketch a design for a new type of chair. Label its 
features and explain why these features are useful. 

Maker: Make a 3d drawing on CAD or a prototype of a design 
classic. 

Researcher: Research a famous chair design classic. Write a 
report on its design, including information about the materials and 
designer. 

Inventor: Identify a problem related to everyday storage. 
Design a product that addresses this problem. Create detailed 
sketches, a prototype (physical or digital), and a report explaining its 
market potential. 


