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Design Technology at
Exwick Heights Primary School

Overview

Design and Technology is an inspiring, rigorous and practical subject. It encourages children to learn
to think and intervene creatively to solve problems both as individuals and as members of a team.
At Exwick Heights, we encourage children to use their creativity and imagination, to design and make
products that solve real and relevant problems within a variety of contexts, considering their own
and others’ needs, wants and values. Children are given the opportunity to solve real and relevant
problems in D&T lessons, which means that they develop essential everyday skills, unlocking their
ability to be the designers and innovators of tomorrow.

Curriculum Principles

By the end of their primary education, a pupil of Exwick Heights Primary School will:

e Be encouraged to use their creativity and imagination, to design and make products that solve
real and relevant problems within a variety of contexts, considering their own and others’ needs,
wants and values.

e Make links with work to other disciplines such as mathematics, science, engineering, computing
and art.

e Understand the importance of the design process and learn through rigorous evaluation, how to
make improvements that will feed into future projects.

By the end of Early Years, pupils can...
e Use a range of small tools, including scissors, paint brushes and cutlery;
o Safely use and explore a variety of materials, tools and techniques,
e experimenting with colour, design, texture, form and function;
e Share their creations, explaining the process they have used;
e Make use of props and materials when role playing characters in narratives
and stories.

By the end of KS1, pupils can...

Design
e design purposeful, functional, appealing products for themselves and other users based on design
criteria

® generate, develop, model and communicate their ideas through talking, drawing, templates, mock-
ups and, where appropriate, information and communication technology

Make

® select from and use a range of tools and equipment to perform practical tasks [for example, cutting,
shaping, joining and finishing]
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® select from and use a wide range of materials and components, including construction materials,
textiles and ingredients, according to their characteristics

Evaluate
e explore and evaluate a range of existing products

® evaluate their ideas and products against design criteria

Technical knowledge

® build structures, exploring how they can be made stronger, stiffer and more stable
® explore and use mechanisms [for example, levers, sliders, wheels and axles], in their products.

Food and Nutrition
® use the basic principles of a healthy and varied diet to prepare dishes

® understand where food comes from.

By the end of KS2, pupils can:

Design

e use research and develop design criteria to inform the design of innovative, functional,
appealing products that are fit for purpose, aimed at particular individuals or groups

e generate, develop, model and communicate their ideas through discussion, annotated
sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and
computer-aided design.

Make

e select from and use a wider range of tools and equipment to perform practical tasks

e [for example, cutting, shaping, joining and finishing], accurately
select from and use a wider range of materials and components, including construction
materials, textiles and ingredients, according to their functional properties and aesthetic
qualities.

Evaluate

e investigate and analyse a range of existing products

e evaluate their ideas and products against their own design criteria and consider the
views of others to improve their work

e understand how key events and individuals in design and technology have helped
shape the world

Technical knowledge

e apply their understanding of how to strengthen, stiffen and reinforce more complex
structures

e understand and use mechanical systems in their products [for example, gears, pulleys,
cams, levers and linkages]
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understand and use electrical systems in their products [for example, series circuits
incorporating switches, bulbs, buzzers and motors]

apply their understanding of computing to program, monitor and control their products.

Food and nutrition

understand and apply the principles of a healthy and varied diet

prepare and cook a variety of predominantly savoury dishes using a range of cooking
techniques

understand seasonality, and know where and how a variety of ingredients are grown,
reared, caught and processed.

In order to achieve a true understanding of DT, topics are sequenced based on the following
rationale:

The three main strands of the National Curriculum will be followed: Design, Make, Evaluate.
Each year group follows a structured programme of work allowing them to put their learning
from other areas of the curriculum into practice. This ensures that knowledge and skills develop
progressively from the youngest to the oldest children in school.

The emphasis is upon designing, developing and making good quality products with a purpose.
A wide range of materials is used including wood, plastic sheeting, card, paper, textiles and food
as well as graphic media.

At all stages, the children are encouraged to find solutions to problems through evaluation of
their own pieces of work as well as those of established designers.

Use research and develop design criteria to inform the design of innovative, functional, appealing
products that are fit for purpose, aimed at particular individuals or groups.

Generate, develop, model and communicate their ideas through discussion, annotated sketches,
cross-sectional diagrams, prototypes, pattern pieces and computer-aided design.

The DT curriculum will address social disadvantage by addressing gaps in students’ knowledge
and skills:

At primary, children are tracked against the National Curriculum progression and assessed during
and at the end of the cycle. Underachievement is identified and students are targeted in lessons
to meet the objectives, through 1:1 support and small group work and feedback.

Feedback is information given to the pupil or teacher about the learner’s performance relative to
learning goals or outcomes. The aim of feedback is to improve student learning by redirecting
or refocusing the learner’s actions to achieve a goal. Feedback can be verbal or written, or can
be given through tests.

Quality teaching and lesson content will ensure that all pupils can succeed and use the design
booklets to track this process.

Once identified, these pupils, along with others, will receive quality feedback and will benefit
from peer tutoring and collaborative learning.

We fully believe DT can contribute to the personal development of students at Exwick Heights:
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e Students will use, research and develop design criteria to inform the design of innovative,
functional and appealing products that are fit for purpose, aimed at particular individuals or
groups.

e Generate, develop, model and communicate their ideas through discussion, annotated sketches,
cross-sectional diagrams, prototypes, pattern pieces and computer-aided design.

e Select from and use a wider range of tools and equipment to perform practical tasks (for example,
cutting, shaping, joining and finishing) accurately.

e Select from and use a wider range of materials and components, including construction materials,
textiles and ingredients, according to their functional properties and aesthetic qualities.

e Investigate and analyse a range of existing products.

e Evaluate their ideas and products against their own design criteria and consider the views of
others to improve their work.

e Understand how key events and individuals in design and technology have helped shape the
world Technical knowledge.

e Apply their understanding of how to strengthen, stiffen and reinforce more complex structures.

e Understand and use mechanical systems in their products. Understand and use electrical systems
in their products. Apply their understanding of computing to program, monitor and control their
products.

o Key skills and key knowledge for Design & Technology have been mapped across the school to
ensure progression between year groups. This also ensures that there is a context for the
children’s work in Design and Technology; that they learn about real life structures and the
purpose of specific examples, as well as developing their skills throughout the programme of
study. Design and technology lessons can also be taught as a block so that children’s learning is
focused throughout each unit of work.

In each phase of learning, our belief is that homework should be a revision of powerful
knowledge previously modelled and taught in lessons. This knowledge is recalled and applied
through a range of quizzing and practice.
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In Nursery, children will begin to explore different materials and textures.

In Reception: Structures; Junk modelling / Textiles; Making a bookmark / Structures; Boats

Constructing a windmill Puppets Fruit and vegetables
Baby bear's chair Making a moving monster or Ferris wheel Pouches
Electronic charm Eating seasonally Constructing a castle
Pavilions Making a slingshot car Torches
What could be healthier? Making a pop-up book Doodlers
Waistcoats Playgrounds Navigating the world
Key Electronic Systems Textiles Structure Digital World Food Technology Mechanical System
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Our Spiral Curriculum

For Design and technology, the combined Art and DT curriculum includes carefully selected units to
ensure gradual progression towards the National curriculum end of key stage attainment targets
and to cover all of the four strands (Design, Make, Evaluate and Technical Knowledge) in enough
detail.

Some key areas appear less frequently than others, for example Textiles, and this is deliberate. The
National curriculum statements show that working with textiles is only a small element of the Make
strand and many of the making techniques covered in the Textiles units are also covered with a
range of materials in other units, such as the use of templates, modelling, measuring and marking
out, cutting, shaping and joining.

All children are entitled to a curriculum and to the powerful knowledge, which will open doors and
maximise their life chances. Below is a high-level overview of the critical knowledge children will
learn in DT at each stage of their primary education, from Nursery through to Year 6. The curriculum
is planned vertically and horizontally giving thought to the optimum knowledge sequence for
building secure schema. This curriculum overview shows the knowledge, skills and understanding at
each stage of a child’s DT journey at Exwick Heights.
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Nursery and Reception

Progreccion of ckillc and knowledge

Skills

Knowledge

2 Copyright Kapow Primary 2022

Evaluate

Technical

Structures

Junk modelling

Boats

» Making verbal plans and material choioes.
= Dieveloping a junk moded.

# Diesigning a junk model boat
» Uking knowledge from exploration to inform design.

» Impraving fine matordscissor skills with a variety of materials.

= Jaining materials in a variety of ways {temporary and permanent].
» Jaining differert materials together.

- Dc:iirghirjuirmdd.:ﬂhwﬂﬂhr:ndmmil together.

» Making a boat that floats and is waterproof, considering material choicss.

» Giving a verbal evaluation of their own and others' junk models with adult
support.

» Checking bo sew if their model matches their plar.

» Considering what they would do differently if they were todo it again
 Deseribing their favourite and beast favourite part of their model.

& Making predictiors about, and evaluating different materials to see if they are
waterproof.

» Making predictions about, and evaluating ewisting boats to see which floats best.
# Testing their design and reflecting on what could hawve been done differenthy.

® Irreestigating the how the shapes and structure of a boat affect the way it maves.

= Ta know there are a range to different materials that can be used to male a
model and that they are all shightly different.
» Making simple suggestions to fix their junk model.

& To know that "waterproof’ materials are those which do not absorb water.

s Taknow that some objects float and cthers sink.
= Ty knorey the different parts of a boat.

Progression of skills and knowledge - Combined www kapowprimaryom 24
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Year 1 and Year 2

Progreccion of ckille and knowledge

Skills

Ted
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Structures

Constructing 3 windmill

Baby bear's chair

= Learning the importance of a clear design criteria.
= Includingindividual preferences and reguirements in a design.

» Making stable structures from card, tape and glue.

# Learning haw ta turn 20 nets into 30 structhures.

= Following instructions to out and assemble the supporting structure of a
windmill

& Making functioning turbines and asdes which are assembled into a main
supporting structure.

= Evaluating awindmill acoording to the criteria, testing whether the:
structure is strong and stable and altering it if it isn't

» Sugpgest paints for improvemenis

= Enerating and communicating ideas using sketching and
= Learning about different types of structures, found in the natural w:l'l-cl and in
everyday ohjects.

= Making a structure acoording to design criberia.
» Creating joints and structures from paperfcard and tape.
= Building astrong and stiff structure by folding paper.

= Exploring the features of struchures.

= Comparing the stability of different shapes.

» Testing the strength of own structures.

= |dentifying the weakest part of a structure.

= Evaluating the strength, stiffness and stability of own structure.

= To understand that the shape of materials can be changed to improve the
strength and stiffness of structurnes,

s To understand that cylinders are a strong type of structure {e.g. the main
shape usad for windmills and lighthouses].

» To understand that axdes are used in structures and mechanisms to make
parts turn ina circle.

s To begin to understand that different structures are used for different

purposes.
= T lonorey thart a structure is something that has been made and put together.

= To knorw that shapes and structures with wide, flat bases or legs are the meost
stable.

» Tounderstand that the shape of a structure affects its strength.

= T knore that materials can be manipulated to improve strength and stiffress.

= To knorw that a structure is something which has been formed or made from parts.
= To knorw that a“stable” structure is one which is firmily fived and unlilely to change
ar mowe.

= T knore that astrong’ struchure is one which does not brealk easilye

= To knovey that a°stiff’ structwre or maternial is one which does not bend easiby

s Ta lonore that a client is the person | am designing for.

= To lnow that design criberia is a list of points to ensure the product meets
the clients needs and wants.

& To lonover that a windmill harnesses the power of wind for 3 purpose like
grinding grain. pumping water or generating electricity.

= T lonorey thart windimill turbines use= wind to turn and malkes the machines
inside work.

s To lnow that a windmill is a structure with sails that are moved by the wind.
& T lonow the three main parts of a windmill are the turbine, asd= and
structure.

& To know that natural structures e those found innature.
= Ta knore that man-made structures are those made by people.

MULTI-ACADEMY
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Puppets

Eruit and vegetables

» Designing smoothie carton packaging by-hand or on ICT software.

* Chopping fruit and vegetables safely to make a smoothie.
o |dentifying if a food is a fruit or a vegetable.
o Learming where and how fruits and vegetables grom

o Uzing 3 template to creste 3 design for 3 puppet

o*hm“mhmuﬂrmtbdm
® Descriing appearance, smedl and tante.
o Sugpesting information to be included on packaging

o Cutting fabric neatly with sassors
¢ Using jomning methods to decorate a puppet
* Sequencing the steps taken during constructon

* Understanding the difference between fruits and vegetables,
o To understand that some foods typically known as vegetables are actually
fruits leg cucumber).
* To know that a blender is a machine which mixes ingredients tagether into a
smooth liquid.
« To know that a fruit has seeds and a vegetable does not.
» To know that fruits prow on trees or vines,
o To know that vegetables can grow oither above or below ground,
 To know that vegetabies can come from different parts of the plant (eg.
roots: potatoes, leaves lettuce, fruit: cucumber),

* Reflecting on a fineshed product explaining ikes and dishkes

© To know that 'jcenang techrque’ Means CONNECING two peeces of material

together

© To know that there are vanous temporary methods of joineng fabric by uzing
staples ghue or pens

* Tounderstand that different techniques for josning matenals can be used for
different purposes

* To understand that a template (or fabric pattern) 15 used to cut out the same

shaps multiple times
* To know that drawang a design idea 15 useful to see how an idea willllook
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Progrecrion of ckillc and knowledge

Skills

£ Copyright Kapow Primary 2022
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Mechanisms / mechanical systems

Making a moving monster

# Seldecting a suitable linkage system to produce the desired motion.
» Diesigning awheel.

= Selecting materials acoording to their characteristics.
= Following a design brief.

» Evaluating different desigres.
» Testing and adapting a design.
Evaluate

» Creating a class design criteria for amoving monsber.
= Diesiigning a moving monster for a specific audienos in accordance with adesign
criteria.

= Making linkages using card for kevers and split pins for pivats.

= Experimenting with linkages adjusting the widths, l=ngths and thidnesses of card
wrsed.

» Cutting and assembling components neathy.

» Evaluating own desigrs against design criteria.
» Using peer feedbadk to modify afinal design

& To knaowe that different materials have different properties and are therefore

suitable for different uses.

Technical

o T knuows the features of a ferris whesl include the wheel, frame, pods, 2 base

an axle and an aude= halder

= To kneoww that it is important to test my design 2= | go along so that | can solee

any prablems that may ooour.

# To know that mechanismes are a collection of moving parts that work together as a
machine to produce movement.

» To knowey that there is always an nput and output in 2 meschanizm

» T kenow that an input is the enengy that is usad to start something working.

= To know that an output is the movement that happens as a result af the input.

= To know that a lever is something that turres ona pivot.

= T knowy that a linkage mechanism is made up of a series of lewers.

» T know some real-life objects that contain medhanisms.

Progression of skills and knowledge - Combined

www kapowprimarycom 30
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Year 3 and Year 4

Pregrecrion of chille and bnowledge

Skills

Knowledge

Dresign

@ WS

= Diesigning a castle with key features to appeal to a specific personfpurpose.
= Dirawing and lab=lling a castle design using 20 shapes, labelling: -the 30
shapes that will creat= the features - materials needed and colowrs.

= Designing and/or decorating a castle tower on CAD software.

= Diesigning a stable pavilion structure that is aesthetically pleasing and selecting
materials to oreate a desired effect.
s Building frame structures designed to suppart weight.

= Constructing a rangs of 30 geometric shapes using nets.
= Cre=ating special features for individual designs.
= Making facades from a range of recycled materials.

& Creating a range of different shaped frame structures.

= Making a variety of free standing frame structures of different shapes and sizes.
s Selecting appropriate materials to build a strong structure and cladding.

= Reinforcing corners to strengthen a struchure.

s Creating a design in accordance with a plan.

& L=arming bo oreate different teatural effects with materials.

= Evahmating ownwork and the work of others based on the aesthetic of the
finished product and in comparizon to the ariginal design.
= Suggesting points for modification of the individual desigrs.

s Evaluating struchures made by the class.

s Diescribing what characteristics of a design and construction made it the most
effective.

s Considering =ffective and ineffactive designs.

= Tounderstand that wide and flat based objects are more stable.
= Tounderstand the importance of strength and stiffness in structures.

s To understand what aframe structure is.
= To know that a“free-standing’ structure is one which can stand on its own.

& To know the followving features of a castle flags. towers, battlements,
turrets, curtainwalls. moat, draadridge and gatshouse - and their purpose.

& Tao know that a fagade is the front of a structure.

= Tounderstand that a castle needed to be strong and stable to withstand
enemy attack.

= Ta know that a paper net is a flat 20 shape that can beoome a 30 shape once
ass=mbled.

s Ta know that a design specification is a st of success criteria for a product.

& To kenov that a pavilion is aa decorative building or structure for leisure activities.
& To kenove that cladding can be applied to structures for different sffects.

& To knovey that assthetics are how a product [ooks.

= To knov that a product’s function means its purpose.

= Tounderstand that the target audience means the person or group of people a
product is designed far

s Ta know that architects consider light, shadow and patterns when designing.

MULTI-ACADEMY
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Digital world (KS2 only)
Electronic charm

Cooking and nutrition
e

Eating seasonally

+ Problem solving by suggesting potennal features on a Mioro: bet and
pastfying my ideas

» Derveloping design ideas for a technology powch

# Dravanig and manipulating 20 thapes, uzing computer-sded degn, to
produce @ point of sake badge

» Creating a healthy and nutritious recipe for 2 savoury tart using seasonal
mgredients, consadering the taste. tewhure. smell and appearance of the dish.

& Uksirg 3 template when cutting and assembling the powch

# Followang 2 hist of desgn reguirements

* Selecting and using the appropriate tooks and eguipment for cuthing. poreng.
shiaping and decorating a foam pouch

» Apphyng funchional features such as uzang foam o create soft buttors

* Analysing and evaluating an exsting product
* Identifying the key features of a pouch

® Enerwing how ta prepare themebees and 3 work space to cook safely in, leaming
the basic rules to avoid food contamanation.
» Follawing the mtructions within a recipe.

# Establishing and using desipn criteniato help teit ard review dishes,

# Describing the benefits of seaonal fruits snd vegetables and the impact on the
enviranment.

# Sugpesting poimts for improvement when making 3 seasenal L

» Tounderstand that in programming a loop’ 15 code that repeats something
agan and again unthl stopped

& Tio kv thiat & Mecra bt i2 8 pocket-2ized codeable computer

»Writing a program to control (bution press) andior mortor (sense light] that
wllinetiate a flashing LED! algorithm

oTo know what the 'Dhgtal Revolubon f and features of zome of the products
that have evolved a6 3 result
#Tp kngw that in Design and technology the term "smart’ means a programmed

product
#To know the: deflerence betwesn analogue and digtal technobapes
» Tounderstand what 15 meant by ‘pont of sale display”

» To kg that CAD stands for Computer-asded desagn

# To knoww that rat all fruits and vepetables can be grown in the UK,

= To know that climate aFfects food prowth,

= To know that vegetables and froit prow incertain seasons.

= To know that cooking instructions are known a5 2 ‘necpe’

= To know that imported food & food which has been broughit into the coundry.

= To know that exported food is food which has been sent to another country..

& Tounderstand that smported foods traee] from far sway and this can negatively
impact the environment.

# To know that each fruit and wegetable giees ws nuimitional benefits because they
coantain vitamins, manerals and fibre.

# To understand that vitamins, mimerals and fibne ane important for energy. grovsth
ard maintaining health.

# To know safety rules for using, storing. and cleaning 2 knife safely.

# To kmow that similar coloured fruits and vegetables often have similar mustritional
benefits.
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Electrical systems (KS2 only)

Skills

© Desgning a toech, giving consderation to the target audience and creating
both design and soccess criteria focusing on features of indnadual design
e
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Mechanisms / mechanical systems

* Making a torch with 2 working electrical circuit and switch,
* Using appropriste equpment 10 out and attach materiah.
© Assembing a toech according to the design and success oniteria

* Testing and evaluating the sucomis of 2 ingd prodect,

* Devigning 2 shape that reduces air resistance.
* Drawing 3 net to create a structure from.
o Choosing shapes that increase or decrease speed a5 3 result of air
resatance.
w—.:m

ommmmmumwhhwmmm
© Making » model based on a chosen design.

-tvmmwd;wmuawtmmamum
peed and the accuracy of workmanahip on performance.

« To understand that electrical conductors are materials which electricity can
pans through

« To understand that electrical imsulators are materials which electricity
cannot pass through

* To know that 3 battery contains stored electricity that can be used to power

products,

« To know that an electrical circuit must be compliete for electricity to flow
© To know 1hat & switth can be used to compilete and bresk an clectrical
crouit.

* To know the features of 3 torch: case, contacts, buttorien, switch, reflector,
Lamg, lens.

* To know facts from the history and vention of the electric bght bulbis) - by
Sir Joseph Sean and Thomas Edison

© To understand that all moving things have kinetic energy.

© To understand that kinetic energy i the energy that something
fobject/person) has by being in motion.

o To know that ale resistance is the level of drag on an object as it & forced
through the ar.

« To understand that the shage of 3 moving object will atfect how it moves due
10 alf resintance.

* To understand that products change and evolve over time,
© To know that assthetics means how an object or product looks in design andd

techrvlogy. _

® To know that a template i3 2 stencil you can use to help you draw the same
shape accurately.

© To know that a burdseye view means a view from a high angle {as if a bird in
fight)
oYoMMMmmMndﬂwmmuMM

somethung
oTo know that it is important to assess and evaluate design ideas and models
againat a list of desipn criteria

I
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Year 5

Electrical systems (KS2 only)
T

Doodlers

* Identifying factors that could be changed on exdisting products and explaining how
these would alter the form and function of the product.

* Developing design criteria based on findings from investigating existing products.
 Developing design criteria that claribes the target user.

o Altering a product’s form and function by tinkerning with its configuration.

* Making 3 functional series circsat. incorporating a motor.

* Constructing a product with consideration for the design oriteria

* Bresicng down the comstruction process oo steps 5o that others can make the
product.

o Carry out a product analysis to look at the purpose of a product along with its
strergths and weaknesses.
-mmmmmaammmmwmm.amu

WMWnMMWWMm
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« To know that series drcuts only have one direction for the electricity to flow
* To know when there i 2 break = a series Greuit. alf components turn off.

» To know that an electric motor converts electrical energy into rotational
movenent, causing the moter’s aade to spin.

* To know a motorised product is one which uses a motor to function.

* To know that product analyss & critiguing the strengths and weaknesses of 3
product.
* To know that ‘configuration’ means how the parts of 3 product are arranged.
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Mechanisms / mechanical systems

T

Making a pop up book

* Devigning a pop-up book which uses 3 mixture of structures and mechanisms.
* Namung each mechanism, input and cutput acour ately.
* Storyboseding eas for 2 book.

* Following & design brief to make 3 pop up book. neatly and with focus on acouracy.
 Making mechanisem and/or structures using shders, pivots and folds to produce
movemernt.

® Using layers and spacers to hide the workings of mechanical parts for an
sesthetically pleasing rewult,

* Evaluating the wark of others and receiving feedback on own werk,
o Suggesting ponts for improvement.

© To know that mechannm control movemnent.

« To understand that mechanisms can be used to change one kind of motion nto
another.

* To understand how o use sliders, phvots and fokds to create paper-based
mechannma

© To know that adesign beef is a description of what | am going 1o dewgn and make.
© To know that designers often want 1o hide mechanisms to make 3 product more

aesthetucaly pleaving

I
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Cooking and nutrition

Skills

Knowledge

What could be healthier?

o Adupting a traditional recipe, understandng that the mutritional value of »
recipe alters # you remove, substitute or add additional ingredients.

o Writing an amended method for a recipe to incorparate the relevant
changes to ingredients.

* Desgning appealing packaging to reflect a recipe

o Cutting and preparing vegetaties sadely.

o Using equipment safely, including knbves, hot paes and hobs,
o Knowing how to avosd cross-contamnaton

o Following a step by step method carefully to make a recipe

o [dentitying the nutritions diferences between different products and
recipes,
o [dentdying and describing healthy benefits of food groups

o To undentand where meat comes from - leaming that beef & from cattle and

how beef s reared and protessed nchuding key welfare asues,

o To know that | can adapt a recoe 1o make @ hoalthier by sulstituting
ngredients.

* To know that | can wne a tritonad caloulator 1o see haw healthy 2 food
option is,

o To undentand that ‘cross-comamination mean bacteria and germs have
been passed onto ready-to-eat foods 2od it happens when these foods mex
with raw meat or unciean objects
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Year 6

Skills

Evaluate

Technical

Knowledge

Playgrounds

o Designing a playground featuring a variety of déferent structures, giving
careful cornideration to how the structures will be used, considermg effective

© Busiding 3 range of play apoaratus structures drawing upon new and prior
knowledge of structures.

* Measuring, marking and cutting wood to croate 3 range of structires.

© Using arange of materials to reinforce and add decoration to structures.

© Improving a design plan based on peer evakiation
© Testing and adapting a design 1o improve # 32 it = developed.
© identfying what makes 3 successful structure.

o To know that structures can be strergthened by mangulating materials and
shapes.

© Tounderstand what a3 footprint plan =,

Digital world (KS2 only)

Navigating t id

o Writing 3 dezign bref from mformation submatted by a chent

* Developeng design critenia to fulfil the client’s request

» Connidenng and zuggesting additional functions for my navigation tool

* Developing 2 product idea through annotated sketches

* Placing and manceuvning 3D obyects using CAD

* Changing the properties of or combine one or more 30 objects. using CAD

» Conzidening matenials and therr functional properties, especially those that are
sustamable and recyclable {for example cork and bamboo)
* Explaimng material chowces and why they were chosen a: part of a product

concept
* Programming anN E SW cardinal compass

* Explaining how my program fits the design critena and how it would be useful as
part of a navigation tool

ODaﬂmmmsdswasg\

» ldentifyang key industries that utilise 3D modelling and explan why

* Describang how the product conceps fits the client’s request and how it will
benefit the customers

* Explaining the key functions in my program. including any additions

* Explaining how my program fits the design critena and how it would be useful as
part of a navigation tool

* Explaining the key functions and features of my navigation tool to the chent as
part of 3 product concept pitch

* Demonstrating a functronal program a5 part of 3 product concept

* Toknow that accelerometers can detect movement
* Tounderstand that sensors can be useful in products as they mean the product
can funchon without human mput

o To understand that i the real world, design , can imaiact users n positive and
negative ways.
© To know that a pr ype it 3 cheap model to test 3 design dea,

» Toknow that designers write design briefs and develop design critena to enable
them to fulfil a client’s request

* Toknow that ‘multifunctional’ means an object or product has more than one
function

* To know that magnetometers are devices that measure the Earth's magnetic field
to deternune which direction you are facing
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Waistcoats

* Designing a waistcoat in accordance to a specification linked
to set of design criteria.
* Annotating designs, to explain their decisions.

* Using a template when cutting fabric to ensure they achieve
the correct shape.

» Using pins effectively to secure a template to fabric without
creases or bulges,

* Marking and cutting fabric accurately, in accordance with
their design.

* Sewing a strong running stitch, making small, neat stitches
and following the edge,

* Tying strong knots.

» Decorating a walstcoat, attaching features (such as appliqué)
using thread.

 Finishing the waistcoat with a secure fastening (such as
buttons).

» Learning different decorative stitches,

o Sewing accurately with evenly spaced, neat stitches.

* Reflecting on their work continually throughout the design,
make and evaluate process.

* To understand that it is important to design clothing with the
client/ target customer in mind.

* To know that using a template (or clothing pattern) helps to
accurately mark out a design on fabric,

* To understand the importance of consistently sized stitches,



